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CHAPTER 1 

WHEREVER ONE travels throughout the 
world (and beyond), magic items are highly sought 
alter for tlJcir benefits both smalJ and large. 

Adventw·ers seek out magical treasures to help 
Lhem achieve their goals. Many of those treasures 
have histories that inspire nunors and spawn quests. 

This chapter presents more magic items to fi)J out 
adventurers' wish lists. 
• Armor: Strong materials and protective magic 

keep blades and arrows away from your flesh. 
• Weapons: Strike !Car into your enemies when you 

wield a weapon of power. 
+ Almnunition: Arrows, bolts, and sling stones give 

you a combat edge at range. 
• Implements: Holy symbols. orbs. rods. staffa. 

tomes, totems, and wands channel your magic and 
grant special benefits. 

+ Arms Slot Items: Shields to guard you and 
bracers to smite your foes. 

+ Feet Slot Items: When you need to move quicker, 
jump farther. or dodge better. step into one of 
these items. 

• Hands Slot Items: Magic gloves and gauntlets not 
only keep your hands warm but keep you alive. 

+ Head Slot Items: Magic to bolster the mind, body, 
and spirit. 

+ Neck Slot Items: Improve your defenses in style! 
+ Rings: Jewelry imbued with powerful and varied 

enchantments. 
+ Waist Slot Items: T hese items can improve your 

health and increase your skills- as welJ as hold 
your panls up. 

• Wondrous Ttems: Strange and fantastic items 
with a wide range of uses. 

• tair !terns: New vvondrous items to enha nce your 
base of operations. 

+ Tattoos: The best thing about magic of the flesh 
is that it's in~eparable from you. 

• Consumables: Use U1ese one-shot ilcms to get 
out of a tough situation. 

Several of the item descriptions arc augmcnlccl by 
sidebars that offer lore or background about the 
Hem, plus one or more advcncurc hooks involv ing 
the item and how the characters might acquire it. 
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ARMOR ~ 

.\'o nrrack is 100 dem.sra1 i11tJ 10 be runwcl aside. 

Armor ii- an integral pnrl of any advc11 tmer·s gea r. 
From the wiL.ard's robe., und the barbarian's hide to 
the bard-.; chainmail and the paladin':. plate. armor'c; 
protection is available to e\'ery hero. 

Enchantments improv(' the wca rer·s Armor C lao;s. 
"hcthcr by filling plat<.· armor\ gap., wilh sh ickb of 
force or hardening leat her armor into somcthinA that 
can )top a balUsta c;hot. ~easoncd adventuren. rn 11 
depend on magic armor to protc·rt them even from 
the teeth of an am:ic11t wyrm. 

At least som e of the lime. 

rlccb o.f 11111aicalforrr swirl t1 rout1cl rhb li11lrr annor. co11 lc5ci1111 
to d~/lrcr 1111acks anoimt ,w1111111J your rmnpcrnions. 

Lvl2 1 520gp Lvll 7 +4 
Lvl 7 • 2 2,600 gp Lvl 22 5 
Lvl 12 +3 13.000 gp Lvl 2 7 +6 
Armor: Cloth, leather 
Enhancement AC 

65.000 gp 
325,000 gp 

1,625.000 gp 

Power (Encounter): Immediate Interrupt. Tri88er: A crea 
ture you have marked with your oeyis of shieJdin9 power 
targets you and at least one of your allies with an auack. 
Effect: The damage of t he triggering creature's attack 
damage is reduced by~ + the armor·s enhancement 
bonus. 
Level 12or17: 10 enhancement bonus. 
Level 22or17: 15 + enhancement bonus. 

Swirli11:1 wi1h shadow~. 1hls armor masb you from )'1>11r 
1'111.'mies. 

Lvl 14 -r-3 11.000 gp 
Lvl 19 t4 105,000 gp 
Armor: Leather, hide 
Enhancement AC 

Lvl 24 +5 
Lvl 29 +6 

525.000 gp 
2.625,000 gp 

Property: When you anack an enemy that is granting 
combat advantage to you, you gain concealment until the 
encl of your next tum 

\\'hill' w1.1arin9 1hi> t1n11or.yo11 rnn tlrnw more deepl_r on your 
i1111f!r resources. 

Lvl 23 ·~ 5 425.000 gp 
Armor: Hide. chain 
Enhancement: AC 

Lvl 28 +6 2,125.000 gp 

Property: You can u~e your second wind o ne additional time 
per encounter. 

f'l1b noltfeu d1uillt11cJi1 fl/ol\~ II ilfi Jil'illl' C!llCf8)' iflCll l1et1b) UU 

when you help or/1e~. 

Lvl 30 +6 3,125.000 gp 
Armor: Chain 
Enhancement: AC 
Property: When y1rn use il healing power that benefits an 

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

\ \ 'lrt'll you e.\l1ort your alli1'' 111 frnJ cournye,you flnJ ii )Vllr .. elj. 

Lvl 15 +3 25.000 gp Lvl 25 ... 5 625,000 gp 
Lvl 20 +4 125.000 gp Lvl 30 +6 3.125,000 gp 
Armor: Leather, chain 
Enhancement: AC 
Property: When you use a power that grams an ally a bonu' 

to any defense, you gain an equal bonus of the same 1ype 
to the same defense. Thi~ bonus lasts until the power's 
effect ends or until the end of your next turn. 

fou ,;ltru,q off ,ft'11Jl_1 conJ11ilJ1b m~if.1 i11 rhis s:upplr 11nnor. 

Lvl 3 -1 680 gp Lvl 18 +4 85,000 gp 
Lvl 8 +2 3.400 gp Lvl 23 "'-5 425,000 gp 
Lvl 13 i-3 17.000 gp Lvl 28 +6 2.125.000 gp 
Armor: Cloth, leather 
Enhancement: AC 
Property: You gain a + 1 llcm bonus to saving throws agal11st 

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

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

J his blody tarinor. us1111fl,1 c nl}11•tl in rhr Jwt1mm ~'.)'le. L~ u 
Javvrice 1if dw11n·r111fejc:mkr~. 

Lvl 7 + 2 2,600 gp 
Lvl 12 +3 13,000 gp 
Lvl 1 7 +4 65.000 gp 
Armor: Scale. plate 
Enhancement AC 

Lvl 22 -f5 
Lvl 27 ~6 

325,000 gp 
1,625,000 gp 

Power (Encounter): Minor Action. You end a mark on you 
or an ally adjacent to you. 

V\'rappccl in 1hL( Mitered hle1ck do1h, yo11 nm l1riejl)' 1r<111s{o111t 

Into a.flock of mvcns. 

Lvl 12 +3 13,000 gp 
Lvl 17 -4 65.000 gp 
Annor: Cloth 
Enhancement: AC 

Lvl 22 +5 
Lvl 27 +6 

325,000 gp 
1.625.000 gp 

Power (Daily): Immediate Reaction. Tri89er: You take 
damage from an attack. Effect: You fly 8 squares and be 
come insubstantial until the start of your next tum. 



= 

This 91itterin!J Steel armor mtL~b your exact loccalionf rom en­
emies duil woulil l111pede you. 

Lvl 2 +l 520 gp 
Lvl7 +2 2.600gp 
Lvl 12 +3 13,000 gp 
Armor: Scale, plate 
Enhancement: AC 

Lvl 17 +4 
Lvl 22 -'-5 
Lvl 27 +6 

65.000 gp 
325,000 gp 

1.625,000 gp 

Power (Daily): Minor Action. Until the end of your next 
turn, you don'L provoke opportunity attacks and can't be 
grabbed. This power doesn't end an existing grab. 

"' 
Tl1t• wardint1 011 this am1or pu11islres rlre first e11c111y ro strike 
ym1 in barrli>. 

Lvl 10 +2 5.000 gp 
Lvl 15 +3 25,000 gp 
Lvl 20 +4 125.000 gp 
Armor. Cloth. leather. hide 
Enhancement: AC 

lvl 25 ·15 
Lvl 30 +6 

625,000 gp 
3.1 25.000 gp 

Property: The first enemy that hits you during an encounter 
takes 011goi11K S ddmage (save ends). 
Level 20. 25. or 30: Ongoing 10 damage (save ends). 

Fn11urecl by pulmli11s of Pelor, this shh1in9 suit of polished 111ith 
nil plate ;tr1m9tl1cms your spirit uml dtr:zles your foes. 

Lvl 4 -'-1 840 gp Lvl 19 +4 1 05,000 gp 
Lvl 9 +2 4.200 gp Lvl 24 +5 525,000 gp 
Lvl 14 +3 21,000 gp Lvl 29 +6 2,625,000 gp 
Armor. Plate 
Enhancement: AC 
Property: You gain a + 2 item bonus to all defenses against 

charm, fear, and psychic effects. 
Power (Daily): Minor Action. Each enemy adj<1cent to you 

lakes a -2 penalty to attack rolls (save ends). 

fhis black llH'llll armor has the Image ef an 0111tlrrust han.d 
~mblazoneil on its breflsl. 

Lvl 7 +2 2.600 gp Lvl 22 +5 325.000 gp 
Lvl 12 +3 13,000 gp Lvl 27 +6 1,625.000 gp 
Lvl 17 - 4 65.000gp 
Armor. Scale, plate 
Enhancement: AC 
Property: While you're dying, you don' t die unt il you fail 

four death saving throws. 
Power (Daily~ No Action. Tri89er: You roll a death saving 

throw and di~like the result. Effect: You gain a + 2 bonus 
to the saving throw. 
Level 12 or 17: + 3 bonus. 
Level 22 or 27: t-4 bonus. 

ARMOR OF SHARED VALOR 
The ballad of Velira is also the legend of the armor of 
shored 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 armor of shared valor exist today, but they' re 
thought to be lesser copies of the original. 

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

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

Armor ~f'sl1t1refl vol"r 
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Cambir t1rrrwr 

Pieccmcal skins. seclles. and exoskele1011s of clcmons J orm a 
Jriah~fii1l bur sturdy suir of srnk• orrnor. 
Lvl 9 +2 4,200 gp Lvl 24 +5 525,000 gp 
Lvl 14 +3 21.000gp Lvl29 +6 2,625.000gp 
Lvl 19 +4 105.000 gp 
Armor: Scale 
Enhancement: AC 
Power (Encounter): Immediate Interrupt. Trl89er. You take 

acid, cold, fire. or lightning damage. Effect: You gain re 
sist S to the triggering damage type until the end of the 
encounter. 
level 14 or 19: Resist 1 0. 
Level 24 or 29: Resist 15. 

\Vlic11 you actirntc tlris armor. £'Wn the mliJhtiest blow ca11 do 
little 111ore rhan scmtd1 your skh1. 

Lvl 14 +3 21,000 gp 
Lvl 19 +4 105.000 gp 
Armor: Hide. chain 
Enhancement: AC 

Lvl 24 +5 
Lvl 29 +6 

525,000 gp 
2.625,000 gp 

Power (Daily): Immediate Inte rrupt. Tri99er. An attack hits 
you and doesn't score a critical hit. Effect: The triggering 
attack deals the minimum damage. 

C:llJ\PTI.H I I Masi< lt e ms 

This rrraBuifkrnt sirir of plur<? mail rewMds yo11 for sc!flessly 
1mdin9 your comp1111io11s. 
Lvl 27 +6 1,625,000 gp 
Armor: Plate 
Enhancement: AC 
Property: When you use the lay on hands power on an ally. 

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

Made fOI those who like co take d1011ccs hr battle. this t1rmor lets 
Jl'U risk yoicr own so.fe1y for 11 bertcr chance to /1011111 your foes. 

Lvl 13 +3 17,000 gp Lvl 23 +5 425,000 gp 
Lvl 18 +4 85,000 gp Lvl 28 +6 2,1 25,000 gp 
Armor: Cloth. leather 
Enhancement: AC 
Property: When an enemy scores a critical hit against you, 

you can ~core a critical hit on a roll of 1 7-20 on your next 
attack ag.ainst that enemy before die end of your next turn. 

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

Luck is fickk rmd this sryli~h set of l!!urlwrs ploys both sides of 
Ilic coirr. 

Lvl 6 +2 1,800 gp 
Lvl 11 .,.3 9,000 gp 
Lvl 16 +4 45,000 gp 
Armor: Leather 
Enhancement AC 

Lvl 21 +5 
Lvl 26 -6 

225,000 gp 
1,125,000 gp 

Property: When you make at least two saving throws. you 
can choose to gain a + 2 bonus to the first saving throw and 
take a -2 penalty to the second. 

Power (Daily): Immediate lnterrupl. Tri99er: An enemy hits 
you with an attack. Effect: The triggering enemy rerolls 
the attac'k roll and must use the second result. If that 
result is a hit, the attack scores a critical hit. 

Elemenrol encr9ies ripple tltrou&h this armor. said to co111ai11 
the life l!rr1•rm1 of n genasi. 

Lvl 4 +1 840 gp 
Lvl 9 + 2 4,200 gp 
Lvl 14 +3 21,000 gp 
Armor: Leather, hide 
Enhancement: AC 

Lvl 19 +4 
Lvl 24 +5 
Lvl 29 .,.6 

105,000 gp 
525,000 gp 

2.625,000 gp 

Property: This armor is attuned to one genasi elemental 
manifestation (FoRCOITTN R£ALAIS Player's Guide, page 10) 
chosen at the time the armor is created. 

Power (Daily): Minor Action. Until the en~ of the e ncoun· 
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. 



Lr tlris sleek suit ofliit/1.1 armor.you '101111d e1ro1111d t/11• baille)leltl 
llke11 poweefulfelinc. 

Lvl 19 +4 105,000 gp Lvl 29 +6 2.625,000 gp 
Lvl 24 ..1.5 525.000 SP 
Armor: Hide 
Enhancement: AC 
Property: When you shift, you GJn shift 1 additional square. 
Power (Daily): Move Action. You shift a number or squares 

equal to twice the. armor's enhancement bonus. 

PI 

T/1is mmly armor enhances your ahiliry ro !teal your ollics. 

Lvl 5 +1 1,000 gp Lvl 20 +4 125,000 gp 
Lvl 10 +2 5.000 gp Lvl 25 +5 625,000 gp 
Lvl 15 +3 25,000 gp Lvl 30 +6 3,125,000 gp 
Armor: Hide, chain 
Enhancement: AC 
Property: When you use a healing power, the target regains 

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

HOLY RAD1ANCE ARMOR 
XelAde was a den of iniquity, sin, and debauchery. The 
town, inhabited by vi llains, leeches, and other low char­
acters, existed outside the realm of law and decency. In 
such a place, good had little chance to flourish. 

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

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

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

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

This ~hirl 4 glimmcririg clralmnnilfortifies those who rnke bold 
net/Oil in bartle. 

Lvl 2 +1 
lvl 7 +2 
Lvl 12 +3 

520gp 
2,600 gp 

13,000 gp 
Armor: Chain 
Enhancement: AC 

Lvl 17 +4 
Lvl 22 +5 
Lvl 27 +6 

65,000 gp 
325,000 gp 

1,625,000 gp 

Property: When you spend an action point to take an extra 
action, you a lso gain a +2 bonus to all derenses unti l the 
end of your next turn. 

Power (Daily + Healing): Free Action. Tri99er: You spend 
an action point. Effect: You forgo the bonus to all de­
fenses granted by the armor's property. Instead. an ally 
within 5 squares of you uses his or her second wind as a 
free action. 

\Vlum you swear 011 oMh OJJllinst your prejt divim• [11'f1Ce p1!r111e­
Ul.e$ rl1is ormor. pro1ccrl11a you OiJai11s1 that creature's attacks. 

Lvl 3 + 1 680 gp Lvl 18 +4 85,000 gp 
Lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl 13 + 3 1 7,000 gp Lvl JR +6 2.12 S,000 gp 
Armor: Cloth 
Enhancement: AC 
Power (Daily): Minor Acllon. Until the end of the cncoun· 

te r. you gain resistance to all damage against attacks by 
your current oath of enmity target equal to the armor's 
enhancement bonus. 

Tltis lJ leami11EJ chai11111ailfllows witlr the l'Cldia11ce of 1/ie su11. 

Lvl 15 +3 25,000 gp Lvl 25 +5 625,000 gp 
Lvl 20 +4 125,000 gp lvl 30 +6 3,125,000 gp 
Armor: Chain 
Enhancement: AC 
Power (Daily + Healing): Minor Action. You expend your 

use of a Channel Divinity power ror this encounter and 
shed bright light 20 squares in all directions. While with· 
in the light, you and each a lly gain regeneration 3 while 
bloodied and a + 2 power bonus to saving throws. 

Fas/lion.eel with tlie stro1111 b111 lial11 kemras s1m1efo11111l i11 
\luriC1us dominions of the i\$tr<1l Sea, this armor s111bili:cs ics 
wearer's essence. 

Lvl 8 +2 3,400 gp 
lvl 13 + 3 1 7,000 gp 
Lvl 18 +4 85.000 gp 
Armor: Scale, plate 
Enhancement: AC 

Lvl 23 +5 
Lvl 28 1-6 

425,000 gp 
2,125,000 gp 

Property: You gain a +-4 item bonus to all defenses against 
polymorph effectS. 
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Embecltlcd with c111cicllf t1111l powe1fuJ primal symbols, rltL~ ar· 

mor has scwcrl rhe life of more rhnn one wnrden. 

Lvl 4 + 1 840 gp lvl 1 9 -4 
Lvl 9 +2 4,200 gp Lvl 24 +5 
Lvl 14 3 21,000 gp Lvl 29 +6 
Armor: Hide 
Enhancement: AC 

105,000 gp 
525,000 gp 

2,625,000 gp 

Property: When you make saving throws at the stGrt of your 
turn using the Font of Life class feature, you gain a + 1 item 
bonus to each saving throw. 

Power (Daily): No Action. Tri99er: You start your turn and 
have the Font of Life class feature. Effect: You make a sav­
ing throw against each effect that a save can end instead 
of just one. 

RAT KlLLER'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 
so 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 so 
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 killer's 
coats soon became popular. 

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

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

C l lAPTEH 1 I Ma9ic Items 

Studded with l<Jd1";to11es, Lhis ltemy armor pulls creatures imo 
your mtcl1. 

Lvl 9 .,. 2 4.200 gp 
Lvl 14 +3 21,000gp 
Lvl 19 +4 1 05.000 gp 
Armor: Scale. plate 
Enhancement: AC 

Lvl 24 -5 
Lvl 29 .6 

525,000 gp 
2.6 2 5,000 gp 

Power (Daily): Minor Action. You pull one creature within 
3 squares of you 3 squares. If you pull it into a square 
adjacent to you, it's also immobilized (save ends). 
level 14 or 19: One creature within 5 squares. 
Level 24 or 29: One creature within 10 squares, and you 

pull it 5 squares. 

Thi.~ hemy.fr1r-li11ecf armor isflll•ored by l)(lrbarian pirates who 
rush irrlo tl1efm.1~ 

Lvl 7 +2 2,600 gp 
Lvl 12 ~ 3 1 3,000 gp 
Lvl 17 +4 65,000 gp 
Armor: Leather, hide 
Enhancement: AC 

lvl 22 +5 
Lvl 27 +6 

325,000 gp 
1,625,000 gp 

Property: When you charge, you gain a+ 1 bonus to AC until 
the end of your next turn. 
Level 12 or 17: +2 bonus. 
Level 22 or 27: 1 3 bonus. 

Power (Daily + Healing): Free Action. Tri99er: You hit with 
a charge attack. Effect:: You make a saving throw with a 
bonus equal to the armor's enhancement bonus, or you 
spend a healing surge and regain additional hit points 
equal to the armor's enhancement bonus. 

i\t e1 moment's notice. you can surround this ada111a11cine an11or 

with c1 psychicfielcl tlit1t prulects you fr'o111 111cmraJ mtacks. 

Lvl 23 +5 425.000 gp Lvl 28 +6 2,125,000 gp 
Armor: Scale, plate 
Enhancement: AC 
Property: You gain resist 15 psychic. 
Power (Daily): Minor Action. Until the end of the encoun· 

ter, any enemy that attacks you with a charm, fear, illu­
sion. psychic, or sleep power rolls the attack roll twice 
and must use the lower result. 

11ris armor is 111ade.fro1n cfaposirs of (l srran[Je ore that some 
believe came from tire 1110011. 

Lvl 3 +1 680 gp 
Lvl 8 + 2 3.400 gp 
lvl 13 + 3 1 7,000 gp 
Armor: Chain 
Enhancement: AC 

Lvl 18 +4 
Lvl 23 -'-5 
Lvl 28 +6 

85,000 gp 
425,000 gp 

2,125.000 gp 

Property: While you're in darkness or dim light (including 
starlight), you gain a +l bonus to AC. 



rl1e 11lisl1•11i11y black 111<1teriol of tlils m mor. ~tran8cl.l' cold to rhe 
r1111cl1, reli11bh dcjll'cls mc111nl atwcks. 

Lvl3 +1 680gp Lvl18 +4 
Lvl 8 +2 3.400 gp Lvl 23 -+ 5 
Lvl 13 · 3 17,000 gp Lvl 28 +6 
Armor. Leather, hide 
Enhancement AC 
Property: You gain resist 5 psychic. 

Level 13 or 18: Resist 1 0 psychic. 
Level 23 or 28: Rc~lst 15 psychic. 

85,000 gp 
425,000 gp 

2,125.000 gp 

Property: You gain a +2 item bonus to saving throws against 
charm, fear, or psychic effects. 

I his 11nnnr is mml1• <!f lllctJ]lralb· rci11forced parchmc111 iri 
scrlht•cl wi1l1 urcnm• writh1i1>. 

lvl4 ,. , 840gp 
Lvl 9 +7 4,200gp 
Lvl14 +3 21,000gp 
Armor. Cloth, leather 
Enhancement: AC 

Lvl 19 +4 
Lvl 24 +~ 

Lvl 29 +6 

105.000 gp 
525.000 gp 

2.625,000 gp 

Property: This annor contains a number of arcane charges 
equal lo its enhancement honu~. Recharging the armor 
requires an extended rest. 

Power(At-Will~ Free Action. Tri89er. You use an arcane 
power and make an attack roll. Effect; You spend any 
number of unused charges from this armor and gain a 

power bonus to the attack roll for the triggering power 
equal to the number of charges spent. 

rhis ritJer's hule clc111l_1 rrwrh you IJ> .a fom1idob!e lturuer. 

Lvl 3 i 1 680 gp Lvl 18 +4 85,000 gp 
lvl 8 2 3,400 gp Lvl 23 +5 425.000 gp 
Lvl 13 ~ 3 17,000 gp Lvl 28 1-6 2,125,000 gp 
Armor: Hide 
Enhancement AC 
Property: When you hit a target you have designated with 

your Hunter's Quarry cla~s feature, you gain a -+ ·1 bonus to 
all defenses against attacks by the designated quarry until 
the end of your next turn. 
U!11d 13 or I 8: + 2 bonus. 
Ll?vel 23 or 28: + 3 bonus. 

Tl1b fiir·tri111111rdje1Lkrt is /(1vorrd l!) all who 11111st dl'al wi1lr 
cl11119rrclU$ l'<'rmi11. 

Lvl 2 +1 520 gp 
Lvl 7 2 2,600 gp 
Lvl 12 + 3 13,000 gp 
Armor. Cloth. leather 
Enhancement: AC 

Lvl 17 -1-4 
Lvl 22 +5 
Lvl 27 -t-6 

65,000 gp 
325.000 gp 

1,625,000 gp 

Property: You gain resist S against damage from swarms' 
attacks. In addition, you can move through a space 
occupied by a swarm, and your movement doesn't provoke 
opportunity .Htacks from swarms. 
Lewi 12 or 17: Resist 1 0. 
Lrvl?I 22 or 27: Resl\l 15. 

Parchttte111 armor 

\\ lll'11 <111 rnr111y') .arrcick 111i~<es you. 1his Iii/lowing robe co11 • 

fiis!!> rhefo<' ~o 1ht11 _1 e1u cmi ,<Jl'l a11'<1J. 

lvl 3 ' 1 680 gp lvl 18 4 
Lvl 8 1 2 3.400 gp Lvl 23 • 5 
Lvl 13 +3 17,000 gp lvl 28 "-6 
Armor. Cloth 
Enhancement: AC 

85,000 gp 
425,000 gp 

2,125.000 gp 

Power (Encounter): Immediate Reaction. Tri88er. An 
enemy mls\cs you with a melee attack. Effect: You shift 
1 square. 

C:lli\l' 'l~H 1 I MugicJrcrns 



SANGUlNE VESTMENTS 
Avengers wear these magic robes to proclaim their 
enmity for their chosen prey. San9uine vestments are 
dyed deep red, not only symbolizing the blood of those 
the wearer slays but often incorporating it. However, the 
garment often has sleeves or trim of pure white. After 
a battle, the avenger wipes the foe's blood from his or 
her weapon onto the white to demonstratE~ victory. 
This action also reinforces the avenger's commitment to 
destroy all enemies of his or her god. 

Prove Yourself Worthy: The first step in acqu1iring san-
9uine vestments is to earn them through suitabl1e actions. 
The guardians of the monasteries that train avengers 
bestow such a garment only on someone who defeats a 
great enemy. 

Red Thread of Bel Yasura: Far from any civilization, 
across a dry, dangerous scrubland, stands the Bel Yasura 
monastery. Here, priests, monks, and avengers-in-training 
craft beautiful san9uine vestments as a form of m1~ditation , 
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. 

TI1e arcm1e ~i11ils erriJraved 011 this armor 3low in the prese11re of 
maaical e111a1111tio11s. 

Lvl 3 +1 680 gp 
Lvl 8 + 2 3,400 gp 
Lvl 13 +3 17.000 gp 
Armor: Any 
Enhancement: AC 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

85,000 gp 
42:5,000 gp 

2.12'.5,000 gp 

Property: You gain an item bonus to Arcana check:s equal to 
the armor's enhancement bonus. 

Property: When you use your second wind, you als;o gain 
a bonus to damage rolls with arcane attack powers equal 
to the armor's enhancement bonus until the end of your 
next turn. 

The blood of wouruled enemies only strenn1he11s chis cleep retl 
aarmelll. 

Lvl 3 +l 
Lvl 8 ~2 

Lvl 13 +3 
Armor: Cloth 

680gp 
3,400 gp 

17,000 gp 

Enhancement AC 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

85.000 gp 
425,000 gp 

2,12 5,000 gp 

Property: You gain a +1 bonus to all defenses whil•e your 
oath of enmity target is bloodied. 

C ll/\J>TEI{ 1 I Ma9i c lrem s 

Foroe•I b)' fomorians from a stranar nrc•en ore of the Feywil1I. 
this onnor makes you 11s slippery 11s a snake. 

Lvl 4 + 1 840 gp Lvl 1 9 +4-
Lvl 9 +2 4,200 gp Lvl 24 +5 
Lvl 14 +3 21,000 gp Lvl 29 +6 
Armor: Scale 
Enhancement: AC 

105,000 gp 
525,000 gp 

2,6 2 5,000 gp 

Property: You gain a +5 item bonus to checks to escape a 
grab. 

Power (Daily): Immediate Reaction. Tri98er: An effect 
dazes, immobilizes, slows, or stuns you. Effect: You make 
a saving throw against the triggering effect. On a save, 
that effect ends. 

Metallic snakl's writhe afonn 1he surface of rhis armor, reatly 10 
Strike II( Cl/I)' foe tltar Cries 10 [Jet by )'Oil. 

Lvl 4 + 1 840 gp Lvl 19 +4 
Lvl 9 +2 4,200 gp Lvl 24 ~s 

Lvl 14 +3 21,000 gp Lvl 29 +6 
Armor: Scale 
Enhancement: AC 
Property: You gain resist S poison. 

Level 14 or 19: Resist 1 0 poison. 
Level 24 or 29: Resist 15 poison. 

105,000 gp 
525.000 gp 

2,625,000 gp 

Power (Daily): Free Action. Tri99er: An enemy adjacent 
to you shifts. Effect: The triggering enemy takes damage 
equal to 5 + the armor's enhancement bonus. 
Level 14 or 19: 10 + enhancement bonus. 
Level 24 or 29: 15 + enhancement bonus. 

IJ 1 r I I 

Crafted from rhe ltide of 11 massive sl1adow hound. tliis cm nor 
lets yo11.ft11IC! tl\\ICI)' from cl1111wr whc11 yau St!{fer a Wievo11s 
wour1d. 

Lvl 7 t 2 
Lvl 12 +3 
Lvl 17 +4 
Armor: Hide 

2,600 gp 
13,000 gp 
65,000 gp 

Enhancement: AC 

Lvl 22 '"'5 
Lvl 27 -t-6 

325,000 gp 
1.625.000 gp 

Power (Daily): Immediate Reaction. TriiJ9er: You become 
bloodied. Effect: You become in~ubstantial until the end 
of your next turn. 

\Vhile weari11& this suit of black le11rher. you can cloud the mind 
<if a cursed e11e111y so that your a1111ck strikes true. 
Lvl 10 +2 5,000gp Lvl25 +5 625,000gp 
Lvl 15 ~3 25,000 gp Lvl 30 +6 3,125.000 gp 
Lvl 20 ~A 125,000 gp 
Armor: Leather 
Enhancement: AC 
Property: While you have concealment from your Shadow 

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



' 'ou can muse tlds hem:11 nrmor to drip with acidic ooze rhnr 
h11rns tliose who couch it. 

lvl 8 + 2 3,400 gp 
lvl 13 - 3 17,000 gp 
Lvl 18 +4 85,000 gp 
Armor: Scale, plate 
Enhanceme nt: AC 

Lvl 23 +5 
Lvl 28 +6 

42 5,000 gp 
2.12 5,000 gp 

Power (Daily + Acid~ Ml nor Action. Until lhe end of your 
next turn, any creature that hits you wit h a melce attack 
takes ongoing 5 acid damage (save ends). 
Level 13 or 18: Ongoing 10 acid damage (save ends). 
Level 23 or 28: Ongoing 15 acid damage (save e nds). 

' I 

\ pattam c!f1in_1~ >cintillalinn scales etwl!r5 the surface of this 
l<lose 9arment. 9r1111ti1ia you t/1e qualities of a srrpc111. 

lvl 13 + 3 1 7,000 gp Lvl 23 + 5 4 2 5,000 gp 
Lvl 18 +4 85,000 gp Lvl 28 +6 2, 12 5,000 gp 
Armor: Cloth 
Enhancement: AC 
Property: You gain a + 2 item bonus to Bluff checks. 
Property: You gain resist 5 poison. 
Power (Daily): Move Action. You shift a number of squares 

equal lo the armor's e nhancement bonus. 

'/'his dull blark plate armor is made of iron plates infused wiLlr 
Sh11do11:fcll l'SSf'llCC, nmnriny you wrolthlikc propertirs. 

lvl 20 +4 125,000 gp Lvl 3 0 4-6 3.1 25.000 gp 
Lvl 25 +5 625,000 gp 
Armor: Plate 
Enhancement: AC 
Property: You ignore the speed and skill check penalties for 

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

tion, you become insubstantial and gain phasing until lhe 
end of your tum. 

111is linlrr. thi11 rohc is wo\'cn.frorn spider silk and carries a him 
of rhe power C!f 11rochnids. 

lvl 8 + 2 3,400 gp 
Lvl 13 +3 17,000 gp 
Lvl 18 +4 85,000 gp 
Armor: Cloth 
Enhancement: AC 

Lvl 73 ~5 

Lvl 28 +6 

Property: You gain res ist S poison. 
Level 13 or I 8: Resist 1 0 poison. 
Level 23 or 28: Resist 1 5 poison. 

425,000 gp 
2.1 2 5.000 gp 

Power (Daily): Immediate React.ion. Tri88er: An e nemy 
adjacent to you hits you w ith a melee attack. Effect 
The triggering enemy is restra ined until t he end of its 
next turn. 

IJiddc11 r11zor·sl1arp spikes s11rln9 out from 1'111 elbows, shoul 
dcrs. and sides of this jacket when somet/1i11~111rulis you. 

lvl 3 +1 680 gp Lvl 18 +4 85,000 gp 
Lvl 8 +2 3,400 gp Lvl 23 15 415.000 gp 
Lvl 13 +3 17,000 gp Lvl 28 -t·6 2,125,000 gp 
Armor: Leather, hide 
Enhancem en t: AC 
Power (Da ily): Standard Actio n. Triaaer. You are grabbed. 

Effect: You escape the grab. and the enemy that was grab­
bing you takes 1 d6 damage per plus. 

Thi.~ Sllil offinc dwin 11as II nl111s1ly shl't'll , nm! ifs mesh pr'OICCL'i 

you from the denlzims of the spirit world. 

Lvl 14 +3 21.000 gp Lvl 24 +S 525.000 gp 
Lvl 19 +4 105,000 gp Lvl 29 +6 2.625,000 gp 
Arm or: Chain 
Enhan cement: AC 
Pow er (At-Will): Immediate Reaction. Tri88er: An insub 

stanllal enemy adjacent to you hits you. Effea: The trig· 
gering enemy loses lhe insubstantial quality (save e nds). 
You become insubstantial until the triggering enemy 
saves against this effect. 

This /u.'llvy iro11 armor ubsorlis the shock ofj11rri118 attacks. 

Lvl 5 + 1 1,000 gp Lvl 20 +4 125.000 gp 
LvllO + 2 5.000gp Lvl2S +S 625.000gp 
Lvl 15 1 3 1 5,000 gp Lvl 30 +6 3,125.000 gp 
Armor: Scale, plate 
Enha ncem ent: AC 
Power (Da ily): No Action. Trl88er: An effect dazes or stuns 

you. Effect; You make a saving throw against che trigge r­
ing e ffect. On a save. the effect ends. 

SNAKt:TONGUE ROBE 
Human worshipers of the serpent god Zehir, known as 
snaketongue cultists, perform dreadful rituals to trans· 
form themselves into more snakelike fotms. Snaketon9ue 
robes enhance the efficacy of these rituals. Yuan-ti create 
the robes for cultists who have performed exceptional 
deeds in Zehir's name. 

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

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

CH A PT I:. I{ 1 I Mani c I t e m s 



T ime li11k armor 

A s111e11I releporwtio11 circle is e111blawned or1 the breastplate of 
tl1is crrmor. 

Lvl 12 +3 13.000 gp 
Lvl 1 7 +4 65,000 gp 
Armor: Scale, plate 
Enhancement: AC 

Lvl 22 +S 
Lvl 27 +6 

325,000 gp 
1,625.000 gp 

Power (Daily + Teleportation): Move Action. You teleport 
a number or squares equal to twice the armor's enhance­
ment bonus. 

\i\love11from sltir11meri11,<1 crystal. this 1if1hr chain suit impro1•cs 
your reaction lillll'. 

Lvl 4 +1 
Lvl 9 +2 
Lvl 14 +3 
Armor: Chain 

840gp 
4.200 gp 

21.000 gp 

Enhancement: AC 

Lvl 19 +4 
Lvl 24 +5 
Lvl 29 +6 

1 05,000 gp 
525,000 gp 

2,625,000 gp 

Property: You gain an item bonus to initiative checks equal 
to the armor's enhancement bonus. 

Power (Daily): No Action. Tri99er: You roll initiative and 
d islike the result. Effect: You reroll init iative but must use 
the second result. 

C l-l /\ PTP.K 1 I l\lfa [J i C I te m s 

Afield qf plarrnr· e111'r.qy s11mmnds this armor. If an enemy fails 
to hit you.)'Olf carr rdeporl 0111 of its rcadL 

Lvl 14 13 21,000 gp Lvl 24 +5 525,000 gp 
Lvl 1 9 +4 105,000 gp Lvl 29 +6 2,625,000 gp 
Armor: Any 
Enhancement: AC 
Power (Encounte r + Teleportation): Immediate Reaction. 

Tri81Jer: An enemy misses you with an attack. Effect: You 
teleport 3 squares. 

This armor seems far heavier rhatt Hs constituent materit1L Ir 
become~ os 11r!fi1rgivi11g as a brick wall at a momem's notice. 

Lvl 3 + 1 680 gp Lvl 1 8 +4 85,000 gp 
Lvl 8 +2 3.400 gp Lvl 23 +5 425,000 gp 
Lvl 13 +3 17,000 gp Lvl 28 +6 2,1 25,000 gp 
Armor: A11y 
Enhancement: AC 
Power (Dally): Immediate Reaction. Tri9aer: An enemy hits 

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

·n 1esl' dPcomled 9re111coats come in a variety of styles. b111111/ 
lerul militnry mi9/1t to tlirir wearers. 

Lvl 3 +1 680gp Lvl18 -'-4 
Lvl 8 4 2 3,400 gp Lvl 23 +5 
l vl 13 +3 17,000 gp Lvl 28 +6 
Armor: Cloth, leather 
Enhancement: AC 

85,000 gp 
425,000 gp 

2,125,000 gp 

Power {Daily): Free Action. Tri81Jer: You hit an enemy with 
an arcane attack power. Effect: Unti l the end of your next 
turn, one ally within 5 squares of that enemy gains a 
power bonus to attack rolls against the enemy equal to 
the armor's enh;incement bonus. 

• • I • I 

Glorio11s n11fJdic wi11as spro111fro111 t'1ls nrmor at your 
co11111 rand. 

Lvl 13 +3 
Lvl 18 14 

1 7,000 gp 
85.000 gp 

Armor: Any 
Enhancement: AC 

Lvl 23 +5 
Lvl 28 +6 

425,000 gp 
2,1 25,000 gp 

Property: You gain an item bonus to Athletics checks to 
jump equal to the armor's enhancement bonus. 

Power (Daily): Move Action. You fly your speed. You must 
begin and end this move on a solid surface_ You a lso gain 
a + 2 power bonus to all defenses until the end of your 
next turn. 
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WEAPONS ~ 

I lll'rl.''s no pm1cc1io11i111he world 1hc11 u111 !>lop rhis rullin8 

~clJJC· Or our of 1he worM.Jor 1ht11111arrrr. 

Along wilh nrmor uncl neck slot Hems. weapons an• 
n·mral to an adventurer's gl'ar. Even the most d ip 
lomatic ndvf'murcr knows that wlic11 dcfon~e isn't 
enough. there\ no c;uhc;1rtute for a good oflensc. 

I hb l>l11de allcm·, you lo plac(' your tlCJJI~ 011 t1ll nearby foes with 
11 ;h19le 11·orcl of power. 

Lvl 3 .... 1 680 gp lvl 1 8 +4 
lvl 8 +2 3,400 gp lvl 23 +5 
Lvl 13 +3 17,000 gp Lvl 28 +6 
Weapon: Heavy blade, light blade 
Enhancement: Atrack rolls and damage ro lls 
Critical:+ 1 d6 damage per plus 

85,000 gp 
415.000 gp 

2.1 25,000 gp 

Power (Daily): Minor Action. Mark each enemy within a 
close burst 3 (save ends). If you hdve the Swordmage 
Aegis class feature. treat each mark as if you applied it 
with your chosen aegis. 

ALFSAlR S'PEAR 
Where the Dayforge Mountains meet the pines of the 
Wlnterbole Forest, sma ll copses of strange twisting 
coniferous trees called alfsairs grow In remote glens. 
Sometimes called wisewood by the druids and shama ns 
of the north, the light and remarkably strong wood of this 
tree constantly exudes a sticky, sweet-smelling sap that 
some tribes use for primal communion. 

Druids carefully harvest and prepare the warped 
branches of these trees and shape them into seemingly 
awkward but surprisingly functional spears. Through 
clever crafting and enchanting, wtelders 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 is in trouble. He's 
slowly being driven insane by a tormenting trio of spirits 
only he can see. According to the shaman, the torment­
ing spirits can be banished only by the touch of an olfsoir 
spror. He will be grateful to any adventurer who can come 
to his aid with one of these spears. 

Roof of the World: Alfsoir spears are mystical weapons. 
Legends tell that the most powerful aren't crafted at all, 
but grow from the top of the world's highest mountain. 
As the story goes, every 76 years, on the longest day of 
the year and when the Dragontooth wandering star is 
visible in the night sky, a new alfsalr spear appears on the 
summit of the Roof of the World Mountain. 

I'hb 11•1•111w11 sends ripples of force 1owarJ nemln foes.. 
Lvl 2 1 520 gp Lvl 17 .,.4 65.000 gp 
lvl 7 .. 2 2.600 gp lvl 12 +S 325,000 gp 
Lvl 11 ~ 3 13,000 gp Lvl 27 +6 1,615,000 gp 
Weapon: Any 
Enhancement: Attack rol ls and damage rol ls 
Critical: ·~ 1 cl6 damage per plus. and each enemy adjacent to 

the target of the CJitical hit is knocked prone. 

I hi• 'Pt'ar is a fm•orile tlrui.I 1wt11'clll. 

lvl 3 +1 680 gp lvl 18 +4 
Lvl 8 + 2 3,400 gp Lvl 23 .i-5 
Lvl 13 + 3 17.000 gp lvl 28 6 
Weapon: Spear 
Enhancement Attack rolls and damage rolls 

85.000 gp 
425.000 gp 

2,125,000 gp 

Critical: 11 d8 psychic a11d poison damage per plus 
Property: You gain an Item bonus to N;;iture checks equal to 

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

implement for class powers and paragon path powers. 
Power (Daily + Polson, Psychic): No Action. Tri89er: You 
~core a critical hit against an enemy with 1his spear. 
Ejfccr: The enemy hit by the triggering attack is dazed 
until the end of its next turn. 

f11t' Jork purple ntUJji< lrcliflllJJ in 1/ii5 W<'llpllll'S ll't1ke 5hUI~ 
1low11 _111111 rnemy·~ !'lc'1tfc <pt•lls 11crcl ir1~1iucrh•c powers. 

I vi 3 t 1 680 gp Lvl 1 8 +4 85,000 gp 
lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl I 3 + 3 17,000 gp Lvl 28 6 1,1 25,000 gp 
Weapon: Any melee 
Enhancement: Anack rolls and damage rolls 
Critical: 1 d6 damage per plus 
Power (Daily): Free Action. Tri88er: You use this weapon to 

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

l.m f11111rt'cl wirh rlre essrnc11 of cle111en1ol t'11n'1. rhis lwmmer 
'triki•,.Jclt'S like an omlcmdlL'. 

L~4 +1 840gp 
Lvl 9 +2 4.100 gp 
lvl 14 3 21.000 gp 
Weapon: Hammer 

Lvl 19 ~4 

Lvl 14 .,.5 
Lvl 29 6 

Enhancement: Attack rolls and damage rolls 

105,000 gp 
525.000gp 

2,625.000 gp 

Critical: + 1dl0 damage per plus, and the target is knocked 
prone. 

Property: When you charge an enemy and hit with a melee 
basic attack using this weapon, the attack deals 1 lWJ 
extra damage. 

C HAPT ER I I Mn9ic I rems 



Bartle spirit weapon 

A powerful et1cl1cwt1m•11t placed 011 th Ls blade allows you to se­
quester Cl foe for a short amount of time. 

Lvl14 +3 21,000gp Lvl24 +5 525,000gp 
Lvl 19 +4 105,000 gp Lvl 29 +6 2,62 5,000 gp 
Weapon: Heavy blade, light blade 
Enhancement: Attack rolls and damage rolls 
Critical: .... 1 d6 damage per plus, or + 1 d8 per plus when 

used as an implement for an arcane power 
Power(Daily + Teleportation): Free Action. Tri9aer: Using 

this weapon, you hit an enemy with an arcane attack 
power that pulls, pushes, slides, or te leports the target. 
Effect: Instead of being pushed, pulled. slid, or teleported, 
that enemy disappears. At the end of the enemy's next 
turn, it reappears in the space it left. If that space is 
occupied, it appears in the nearest unoccupied space 
(your choice). 

l..e\'el 15+ 

hifi1sed with the svrit of a s11va3e warrior. this weapo119ives you 
ahosrly power~ when cliar9i119. 

Lvl 15 +3 25,000 gp Lvl 25 +5 625,000 gp 
Lvl 20 +4 125,000 gp Lvl 30 +6 3,125,000 gp 
Weapon: Axe, flail, hammer, heavy blade, mace, spear 
Enhancement; Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, or + 1d10 damage per plus 

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

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

You k11ow whert IO feed your weapon, because it wowls wlic11 ifs 
hru1wy 
Lvl 9 +2 4,200 gp 
lvl 14 ·I 3 21,000 gp 
Lvl 19 +4 1 05,000 gp 
Weapon: Axe, heavy blade 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 cl6 damage per plus 

525,000 gp 
2,625,000 gp 

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 curn 
deals 2d6 extra damage to the first target it hits. 
Level 14 or 19: The weapon deals 1 0 damage to you, and 
your next attack deals 3d6 extra damage. 
Level 24 or 29: The weapon deals 15 damage to you, and 
your next attack deals 4d8 extra damage. 

BATTLE S'P1R1T WEAPON 
Sometimes a warrior's legacy is so potent, her deeds so 
extraordinary, that some part of her spirit lives on after 
death. These spirit fragments are sometimes drawn to the 
weapon the warrior used in life, or some similar martial 
instrument. Often they cling to the weapon, infusing it 
with power without need of a ritual or outside interven­
tion. When the connection is weaker, a ritual can be used 
to fuse a spirit into steel. 

Once fused, the spirit fragment a llows the wielder of 
the bottle spirit weapon to transform into a ghostly mist 
when charging. Barbarians be lieve that this transforma­
tion allows a warrior to step briefly into t he realm of the 
ancestors, and many warriors claim to have received life­
changing visions and messages from their ancestors while 
charging into battle. 

The Reforging: A barbarian tribe has carried a par­
ticula r battle spirit weapon since the days of its found ing. 
Infused with t he spirit of the tribe's fo under, the weapon 
was the symbol of the chief's power and led the tribe to 
many victories. Recently, an evil warlock stole into the 
tribe's camp, slew the chief, and sundered the weapon. He 
bound the founder's spirit fragment into another vessel 
and is using it to guide a construct he created that is now 
ravaging the countryside. According to the tribe's beliefs, 
the person who can free the spirit from the construct and 
reforge the weapon will earn the right to wield it. 



Often decorated with bloods tones, these blades or axes are. Jc1-
vorecl by clm9011born barbciricins. 

l~3 +1 680gp 
Lvl 8 + 2 3,400 gp 
Lvl 13 +3 17,000 gp 
Weapon: Axe, heavy blade 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 

8~.ooo gp 
425,000 gp 

2,125,000 gp 

Critical: + 1 d8 damage per plus. or + 1 d12 damage while 
you're bloodied 

Power (Encounter): Minor Action. You are considered 
bloodied for all purposes (including beneficial effects 
such as the Dragonborn Fury racial tra it) until the end of 
your next turn. 

You pull the trig9er, sprayin9 sl1ards at your foes. 

Lvl 7 +2 2.600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 +6 1,625,000 gp 
Lvl 17 +4 65,000 gp 
Weapon: Crossbow 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Daily): Standard Action. Make a ranged basic 

attack using this crossbow against each creature in a 
close blast 3. 
level 17 or 22: Close blast 5; a creature hit is also pushed 

2 squares. 
level 27: Close blast 7 ; a creature hit is also pushed 

2 squares. 

Tltis wecipon is always eager to be introduced to a fres11 enemy. 

Lvl 1 +1 360 gp Lvl 16 +4 45.000 gp 
Lvl 6 +2 1,800 gp Lvl 21 +5 225,000 gp 
Lvl 11 +3 9,000 gp lv[ 26 +6 1,125,000 gp 
Weapon: Any melee 
Enhancement: Attack rolls and damage rolls 
Critical: None 
Property: You deal 1 d6 extra damage when you hit enemies 

that are at maximum hit points with this weapon. 
Level 11 or 16: Deal 2d6 extra damage. 
Level 21or26: Deal 3d6 extra damage. 

ThL< weapon knows when you kilt a hated Joe, Tenino you sh!ft 
away 'io J ace a new cme11l)' 

Lvl 23 +5 425,000 gp Lvl 28 +6 2,125,000 gp 
Weapon: Any 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, or + 1d12 damage per plus 

against an enemy marked by you 
Power (At-Will): Free Action. Tri9ser: You use this weapon 

to reduce an enemy that is marked by you to 0 h it points. 
Effect: You shift a number of squares up to your speed. 

OueJist's Bow , , _, Level 2t-

\Nith this mishfy weapon hummhia as you release arrow ajier 
arrow, enemy <1Tchers face certain defeat. 

V'l 
z 
0 

Lvl 2 +1 520 gp lvl 17 +4 
Lvl 7 + 2 2,600 gp Lvl 22 +5 
Lvl 12 +3 13,000gp Lv127 +6 

6~ ,000 gp s 
325,000 gp s 

1.625,000 gp 
Weapon: Bow 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: When you hit an enemy with this weapon, that 

enemy takes a -2 penalty to ranged and area attack rolls 
unt il the end of your next turn. 

This }1ammer appears to be carved f rom a stn9le piece ~f stone, 
tl10119h i.t's no henvier than a normal weapon. Bl.It it hits your 
enemies like c1 batterina ram. 

Lvl 1 -~1 360 gp 
Lvl 6 + 2 1,800 gp 
Lvl 11 +3 9,000 gp 
Weapon: Hammer 

Lvl 16 +4 
Lvl 21 +5 
Lvl 26 +6 

Enhancement: Attack rolls and damage rolls 
Critical: The target is knocked prone. 

45,000 gp 
225,000 gp 

1,125.000 gp 

The echoes of your spells reverberate in the blade, lropin9 to be 
unleashed.. 

Lvl 4 + 1 840 gp Lvl 1 9 +4 
lvl 9 +2 4,200 gp Lvl 24 +5 
Lvl 14 +3 21,000 gp Lvl 29 +6 
Weapon: Heavy b lade, light blade 
Enhancement: Attack rolls and damage rolls 

105,000 gp 
525,000 gp 

2.625,000 gp 

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 turn against a single target with a -2 penalty 
to the attack roll (you must still use the appropriate action 
to use the power). 

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

An arrow ftred.f1·om iliis weapon keeps your enemyJrom wa11-
derin9 off. 

Lvl 2 +1 520 gp 
Lvl 7 + 2 2 ,600 gp 
Lvl 12 +3 13,000 gp 
Weapon: Bow, crossbow 

Lvl 17 +4 
Lvl 22 +5 
Lvl 27 +G 

Enhancement: Attack rolls and damage rolls 

65,000 gp 
325,000 gp 

1,G2S,OOO gp 

Critical: + 1 d6 damage per plus, or the target is restrained 
until the e nd of your next turn. 

CHA PT E H l I MalJic Items 



When bomfed to you, t}1is spellblade relllrns lo your hand faster 
and fromfarther distances. 

Lvl2 + 1 520gp Lvl17 +4 
Lvl 7 + 2 2,600 gp Lvl 22 +5 
Lvl 12 + 3 ·13,000 gp Lvl 2 7 +6 
Weapon: Heavy blade, light blade 
Enha ncement: Attack ro lls and damage rolls 

65,000 gp 
325,000 gp 

1,625,000 gp 

Critical: + 1 d6 damage per plus. or + 1 d8 per plus when 
used as an implement for an arcane power 

Property: This weapon can be used as a heavy thrown 
weapon with a range of 5/ 1 0. If you have the Swordbond 
dass feature, you can call this weapon to your hand from 
up to a mile away. 

This weapon screeches as irs scrmtcd ed9e bites throuah flesh. 
bone, and steel. 

Lvl3 + 1 680gp Lvl 18 +4 
Lvl 8 +2 3,400 gp Lvl 23 +5 
Lvl 13 +3 17,000 gp Lvl 28 +6 
Weapon: Axe, heavy blade, polearm 
Enhanceme nt: Attack rolls and damage rolls 
Critical: + 1dl 0 damage per plus 

85,000 gp 
425,000 gp 

2,125,000 gp 

Power (Daily): Free Action. Triaaer: You make an attack 
with this weapon that targets AC. Effect: The triggering 
attack targets Fortitude instead and deals 1 d6 extra 
damage on a hit. 
Level 13 or 18: 2d6 extra damage. 
Level 23 or 28: 3d6 extra damage. 

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

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

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

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

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

~ C H 1\PT£ K l I Ma[Jic Items 
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Hideous weapon 

When this weapon's wielder is bloodied. rhe axe blcrde becomes 
fry and promises a cold death with each swin9. 

Lvl 3 +1 680 gp Lvl 18 +4 
Lvl 8 + 2 3,400 gp Lvl 23 +5 
Lvl 13 +3 17,000 gp Lvl 28 +6 
Weapon: Axe 
Enhancement: Attack rolls and damage rolls 

85,000 gp 
425,000 gp 

2,125,000 gp 

Critical: + 1 d6 cold damage per plus, or + 1 d1 0 cold damage 
per plus while you're bloodied 

Property: While you're bloodied, this axe dea'ls extra cold 
damage equal to your Constitution modifier. 

This weapoJ1's 11vrmal lvw keenil18 tones build into (I wear howl 
when it en9afJCS in battle. 

lvl 3 +1 680 gp 
lvl 8 +2 3,400 gp 
Lvl 13 + 3 17,000 gp 
Weapon: Any melee 

Lvl 18 +4 
Lvl 23 +s 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 

85,000 gp 
425,000 gp 

2.125,000 gp 

Property: When you score a critical hit using this weapon 
scores, the damage of the next critical hit you score with 
this weapon increases by 1 [W]. This effect is cumulative 
until the end of the e ncounter. 

Power (Daily): Immediate Reaction. Triaaer: An enemy ad­
jacent to you scores a critical hit against yoL11. Effect: Roll 
this weapon's critical damage dice (including a ny extra 
damage from the weapon's property) and deal that much 
damage to the triggering enemy. 



VI 

FLESH GRlNDER - a 
A horrific weapon created from nightmare, the flesh Defeat the Twisted Spiral Cult: The Chained God f<(_ J 
arinder is alive with malevolence, filled with an unspeak- locked away in the Abyss has numerous cults and ser-
able thirst for blood and flesh. A flesh arinder has the vants in the mortal world, many of which assume a > 
general shape and size of an ordinary weapon of its make, variety of names and attribute innumerable personas to 
but in place of a smooth cutting edge, it has a toothy row the Chained God, each more frightful and insane than the 
of jagged barbs. Old blood mixed with dark grease oozes last. Cults devoted to this fallen god seek items associ-
from the barbs, and when the weapon is swung in battle, ated with his dread name and prize the flesh arinder as a 
the serrated edge rocks back and forth to chew through physical symbol of their deity's malicious intent against 
flesh and bone, spewing noxious smoke into the air. those who stand against his designs. Finding and elimi-

Flesh srinder weapons were born in the bowels of the nating one of these cults is bound to reveal a flesh arinder 
Abyss, fashioned by demonic hands and infused with all weapon. 
the hate, bile, and violence bubbling up from that dire Navigate the Endless Maze! Baphomet rules the End-
realm. The demons hoped to use these weapons to cut less Maze in the Abyss, a near-infinite layer of tunnels, 
through the eldritch chains binding a forgotten god long passages, traps, and horrors, each of which lie in wait to 
confined to the plane's shadowy depths. Some believe that snatch a hapless traveler and subject him to indescribable 
the flesh srinders in the world are remnants of the ancient torments. Simply surviving the Endless Maze is an achieve· 
demonic weapons, and even those fashioned by mortal ment in its own right, but actually navigating its tricks, 
hands are in fact the demon-created weapons reborn traps, and guardians provides a nearly certain means to 
in form. Legend holds that when a certain number (the obtain all sorts of sinister items, including a flesh arinder. 
exact quantity is lost to history) of flesh arinder weapons This said, such weapons are rarely left lying about, and 
are recovered, the chains binding the dark god will loosen adventurers will likely have to pry t hem from the cold, 
and unleash an evil the world has never before seen. dead fingers of their previous owners. 

This weapon burns while with luttred when i(s neaT a warden's 
marked enemy 

Lvl 3 +1 680 gp 
Lvl 8 +2 3,400 gp 
Lvl 13 +3 17,000 gp 
Weapon: Any melee 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 

85,000 gp 
425,000 gp 

2,125,000 gp 

Critical: + 1 d6 fire damage, or + 1dl0 fire damage while 
you're in a guardian form 

Power (Daily+ Fire): Free Action. Tri99er: You hit an en­
emy with your warden's fury power using this weapon. 
Effect: That enemy takes ongoing fire damage equal to S 
+ your Strength modifier. 
Level 13 or 18: Ongoing fire damage equal to 10 + your 

Strength modifier. 
Level 23 or 28: Ongoing fire damage equal to 15 +your 

Strength modifier. 

Decorated with the si9ils of the wind and the oak. 1his 1wapon 
increases your def enses while you're in yonr 11uardianform. 

lvl 2 +1 520 gp Lvl 17 +4 65.000 gp 
Lvl 7 +2 2,600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 1 3,000 gp Lvl 27 +6 1,625,000 gp 
Weapon: Any melee 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, or ~ 1 dl 0 damage per plus 

while you're in a guardian form 
Property: When you assume a guardian form, pick one 

defense other than AC. You gain a + 2 bonus to that 
defense while you' re in that guardian form. 

ih well as channelina your bard spells. this blade nives ojf music 
that swirls awciy tO encircle and empower one of your allies. 

Lvl 2 +l 520gp Lvl 17 +4 65,000gp 
Lvl 7 +2 2,600 gp Lvl 22 + 5 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 +6 1,625,000 gp 
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 pa ragon path powers . 
Power (Daily): Minor Action. One ally within 5 squares of 

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

The only thh19 that loo/is worse rlran this 119/y weapon is your 
enemy when you're done wit11 it. 

Lvl 8 + 2 3,400 gp 
Lvl 13 + 3 1 7,000 gp 
Lvl 18 +4 85,000 gp 
Weapon: Flail, hammer, pick 

Lvl 23 +S 
Lvl 28 +6 

Enhancement Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

425,000 gp 
2,125,000 gp 

Property: You gain an item bonus to Intimidate checks 
equal to this weapon's enhancement bonus. 

Power (Daily + Fear, Weapon): Free Action. Tri!JIJC?r: You 
use this weapon to reduce an enemy to 0 hit points. 
Effect: You make an attack against each enemy in a close 
burst 2: Charisma + 2 + the weapon's enhancement 
bonus vs. Will; on a hit, the target takes a -2 penalty to 
attack rolls and if the target ends its turn in a square ad­
jacent to you, it becomes dazed until the end of its next 
turn (save ends both). 



This barbed weapon can leave 11 short-lived maJJical replirn of 
itself in your erremy to keep it pinned clow11. 

Lvl 4 -1 840 gp Lvl 19 +4 
Lvl 9 +2 4,200 gp Lvl 24 +5 
Lvl 14 +3 21,000 gp Lvl 29 +6 
Weapon: Pick 
Enhancement: Attack rolls and damage rolls 

' 05,000 gp 
525,000 gp 

2,625,000 gp 

Critical: ... 1 d6 damage per plus, and the target is restrained 
by a magical duplicate of this weapon (save ends). 
Aftereffect: 1 0 damage. 
Level 14 or 19: Aftereffect: 15 damage. 
Level 24 or 29: Aftereffect: 20 damage . 

. . . 
~·-

You cut rlrrou8h space as easily as you cut rl1ro119hj1~sh. 

Lvl 9 ... 2 4,200 gp Lvl 24 1-5 525,000 gp 
Lvl 14 +3 21.000 gp Lvl 29 +6 2,625,000 gp 
Lvl 19 +4 105,000 gp 
Weapon: Dagger 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: You can use this weapon as a focus when 

performing a travel ritual that involves creating and moving 
through portals. You can add the dagger's enhancement 
bonus as an item bonus to any skill checks related to the 
ritual's performance. 

Property: When you use a teleportation power. the distance 
you can telcport increases by a number of squares equal to 
the dagger's enhancement bonus. 

Power (Daily + Teleportation}: Minor Action. You teleport 
S 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. 

1NC1S1VE 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 necks 
t hat glitter in the moonlight. 

Modeled on a more powerful knife said to be able to 
cut through anything, the incisive da88er lacks that famed 
blade's superior cutting ability. It does help its wielder 
move through space and access different portals. 

Defeat the Ghost Thief: In the h;inds of the wrong 
person, an incisive da88er 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 
clues to how the e lusive thief manages her daring crimes, 
because no one has ever spotted her and no security rnea· 
sure has proved secure enough to stop her. But someone 
must know something, since there is general agreement 
that the Ghost Thief is a fema le. 

< HAPTER I I M119ic lt c ms 

Incisive da99er 

This weapo11 blcizes with irrrrcr power tl1r1t cnlmnces _vour or190· 
in9 ejjcrts. 

Lvl 4 +1 
lvl 9 +2 
Lvl 14 +3 
Weapon: Any 

840gp 
4,200 gp 

21.000 gp 

Lvl 19 T4 
Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 

105,000 gp 
525,000 gp 

2.625.000 gp 

Critical: +1 d6 damage per plus, or +1d10 damage per plus 
on attacks that deal ongoing damage 

Property: When you use this weapon to hit with an attack 
that deals ongoing damage, the ongoing damage increases 
by an amount equal to the weapon's enhancement bonus. 

Seemi119~ impossible }ems are possib/1• for master wnrriors, 
mrd for tltose who wield this perfcc1~1 clesiJ:111ed weapo11. 

Lvl 4 +1 840 gp Lvl 19 +4 105,000 gp 
Lvl 9 +2 4,200 gp Lvl 24 +5 525,000 gp 
lvl14 • 3 21,000gp Lvl29 +6 2,625.000gp 
Weapon: Heavy blade. light blade 
Enhancement: Attack rolls and damage rolls 
Crit ical: + ·1 d6 damage per plus 
Property: While you're using a stance power, you gain a +1 

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

Power (Daily): Minor Action. Until the end of the en· 
counter, while you wield this weapon, you can have two 
stances active at the same time. 

E11waved with Lhe primal rune of the devo11rer. this weopori 
i11creC1Ses your dama9e while yo11 ·re it1 c1 Jjrtcmlianforn1. 

Lvl 4 + 1 840 gp Lvl 19 +4 105.000 gp 
Lvl 9 +2 4,200 gp Lvl 24 +5 525,000 gp 
Lvl 14 +3 21,000 gp Lvl 29 +6 2.625,000 gp 
Weapon: Any rnelee 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: This weapon deals extra damage equal to your 

Constitution modifier while you're in a guardian form. 



This w1•11pon seet11s to move too quickly robe seen. and it im 
parrs rh11111biliry to you. 

Lvl 2 1 520 gp 
Lvl 7 +2 2,600 gp 
Lvl 12 +3 13,000 gp 
Weapon: Light blade 

Lvl 17 +4 
Lvl 22 +5 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

65.000 gp 
325,000 gp 

1,625,000 gp 

Property: You gain an item bonus to initiative checks equal 
to the blade's enhancement bonus. 

Power (Daily): Free Action. Tri88er: You score a critical hit 
with this weapon. Effect: You gain a move action that you 
must use before the end of your turn. 

11rb sword Lieco111es more powe1ful when ils wieldl'r or Iris en 
errries are at death 's door. 

Lvl 8 t-2 3,400 gp 
Lvl 13 +3 17,000 gp 
Lvl 18 +4 85.000 gp 
Weapon: Heavy blade 

Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 

425,000 gp 
2.125,000 gp 

Critical: + 1 d6 damage per plus. or + 1d10 damage per plus 
while you're bloodied 

Property: When you use this weapon to reduce a non­
minion enemy to 0 hit points, you can either spend a 
healing surge or make a saving throw. 

I ' 

You 111eant to do that. Na. real1y 

Lvl l +1 520gp 
Lvl7 ~2 2,600gp 
Lvl 12 +3 13,000 gp 
Weapon: Any ranged 

Lvl 17 +4 
Lvl 22 +5 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 
Cri tical: + 1 d6 damage per plus 

65,000 gp 
325,000 gp 

1,625,000 gp 

Power (Encounte r): Free Action. Tri88er: You attack an ene­
my with this weapon and miss. Effect: You make a ranged 
basic attack against a different enemy within 5 squares 
of that enemy. 

'fhis weapon is e11amvrd wi1J1 11u111erous arC<me 1w1cs and siails 
tlra1 olow when ""l!Jkul ema1rnlio11s are near. 

Lvl S + 1 1.000 gp Lvl 20 +4 
Lvl 10 ~ 2 5.000 gp Lvl 25 +5 
Lvl 15 + 3 25,000 gp Lvl 30 +6 
Weapon: Any 
Enhancement: Attack ro lls and damage ro lls 
Critical: -'-1 d6 damage per plus 

125,000 gp 
625.000 gp 

3,125,000 gp 

Property: When you hit with an arcane power using this 
weapon, you gain temporary hit points equal to the 
weapon's enhancement bonus. 

\!Vhnr be8ins as a low moan rises to an earsplittinn shriek as the 
arrow seeks out its mark. 

Lvl 4 .._ , 840 gp Lvl 19 +4 1 05,000 gp 
lvl 9 +2 4,200 gp lvl 24 +5 525,000 gp ;,,, 
l vl 14 +3 21,000 gp lvl 29 ~6 2,625,000 gp 
Weapon: Bow 
Enhancement: Attack rolls and damage rolls 
Cri tical: + 1 d6 thunder damage per plus 
Prope rty: When you use this weapon to hit an enemy with 

an attack power that doesn't have a damage type, the 
atcack deals thunder damage, and the enemy is deafened 
until the end of your next turn. 

Power (Daily): Free Action. Triyyer: You hit an enemy wi th 
this weapon. Effect: That enemy gains vulnerable 5 thun­
der (save ends). Each creature adjacent to that enemy is 
deafened and gains vulnerable 5 thunder until the end of 
your next turn. 
Level 14 or19: The enemy gains vulnerable 10 thunder 

(save ends). 
Level 24 or 29: The enemy gains vulnerable 20 thunder 

(save ends). 

You can pass throulJh rhe Shaclcmfell to a 11c11rby location 1d1en 
you use this blade, b111 doi119 so CO> IS you a bir ~{your life for<c'. 

Lvl12 +3 1 3,000gp Lvl22 +5 325.000gp 
lvl 1 7 +4 65,000 gp Lvl 27 +6 1,625,000 gp 
Weapon: light blade 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (At-Will + Tele porta tion): Free Action. Triaaer: 

You hit an enemy that is granting you combat advantage. 
Effect: You take 5 damage and teleport 2 squares. 
Level 17 or 11: Take 1 0 damage and teleport 3 squares. 
Level 2 7: Take 1 5 damage and tcleport 4 squares. 

Tire sound of1111bridledfear lra~·t!ls c1lo118 with each ofxour 
shot.~. 

Lvl 13 +3 17,000 gp Lvl 23 +5 425,000 gp 
Lvl 18 r4 85,000 gp Lvl 28 +6 2,125,000 gp 
Weapon: Bow. crossbow 
Enhancement: Allack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: Bards can use this weapon as an implement for 

bard powers and bard paragon path powers. 
Power (Daily-+ Fear): Free Action. Tri99er: You hit an en­

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

C H A PT ER l I ,\1 a9 t c lt ems 



Screaming bow 

' .. 

SCREAMlNG 'BOW 
Assembled from overlapping pieces of yew, lemonwood, 
horn, and other materials bound together with soverei9n 
alue, a screomlnJJ bow would pass for any other high-quality 
longbow except for the silver eagle talons mounted at 
either end to hold Its golden bowstring taut. Arrows fitted 
onto the string and drawn are transformed, the arrowhead 
stretching and contorting into the likeness of a screaming 
eagle's head. Once the arrow flies, it sounds a high-pitched 
screech that grows louder the closer it comes to its target 
until suddenly becoming silent on impact. 

Each screomin9 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 carry on the life long 
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 screomin9 bow, 
and then only when the bow is fashioned by an eladrin 
orelfmage. 

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

Avenge the Elven People: Ores, goblins, and other 
desplcable humanoids wage war against the sylvan folk 
in both the mortal world and the Feywlld 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 
screomln9 bow as a token of friendship. 

C ll J\ P l'ER 1 I M1111ic It e m s 

1 he pr0Jr<1ilc.flrccl from 1/1is 11·Mpcm sin[JS sofil,1 in a mkr rh11t 
its re1r11.:1 flnds most soor/1i119. 

Lvl 9 '2 4.'200 gp 
Lvl 14 +3 21,000 gp 
Lvl 19 -• 4 105,000 gp 
Weapon: Bow, crossbow 

Lvl '24 +5 
Lvl 29 +6 

Enhancement: Attack ro lls and damage rolls 
Critical: + 1 d6 damage per plus 

525,000 gp 
2,625,000 gp 

Property: Bards can use this wc.1pon as an implement for 
bard powers and bard paragon path powers. 

Power (Daily + Charm): Free Action. Tri98er: You hit iln 
enemy with a bard charm power using this weapon. 
Effect That enemy is slowed (save ends). First Failed 
Sa11in9 TI1raw: The enemy is immobili1cd (save ends). 
Second Failed Savin9 Throw: The enemy is knocked uncon· 
scious (save ends)_ 

\Uren tlrl' wenpo11fires. dn m1ric111 paean SlllllJ by co111p1rrlnfl 
proples rhtJJS ow cmd call~ .\cWr tJllics infor rhe kill. 

lvl 15 + 3 '25.000 gp Lvl 25 +5 625,000 gp 
Lvl 20 14 125,000 gp lvl 30 +6 3,1 '2!>,000 gp 
Weapon: Bow, crossbow 
Enhancement: Attack rolls and damage rolls 
Critical: i 1 d6 damage per plu~ 
Property: Bards can use this weapon as an implement for 

bard powers and bard paragon path powers. 
Power (Dally + Teleportation): Free Action. Tri98et: You 

hit an enemy wlch a bard power using this weapon. 
Effect: Each ally within S squares of you or within S 
squares of that enemy can te leport to a square adjacent 
to the enemy as a free action. 



Your ma3ic whispers in the minds <!f your foc>s , c.onvincina them 
you' re elsewhere. 

Lvl 3 +1 680 gp 
Lvl 8 + 2 3.400 gp 
Lvl 13 +3 1 7,000 gp 
Weapon: Bow, crossbow 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

85,000 gp 
425,000 gp 

2,1 2 5,000 gp 

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

Power (Daily + Illusion): Free Action. Tria9er: You hit 
an enemy with a bard power using this weapon. Effect: 
You're invisible to that enemy until the end of your 
next turn. 

if this weapon doesn't make a kill, it cakes itsfrustmtiorr our on 
you. 

Lvl 14 +3 21,000 gp 
Lvl 19 +4 105,000 gp 
Weapon: Any melee 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 necrotic damage per plus 

525,000 gp 
2,625,000 gp 

Power (Encounter + Necrotic): Free Action. Tri99er: 
You hit an enemy with this weapon. Effect: You deal 
2d10 extra necrotic damage to that enemy. If this hit 
doesn't reduce the enemy to 0 hit points, you take 
2d12 damage. 
!:eve/ 24 or 29: Deal 3d10 necrotic damage, and take 

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

This wec1po11 always seems farther a1Va)' than ii w:luaUy is. 

Lvl 19 +4 1 OS,000 gp Lvl 29 +6 2,625,000 gp 
Lvl 24 +S 525,000 gp 
Weapon: Heavy blade, light blade 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Daily): Minor Action. The next enemy you target 

with this weapon can be up to S squares away from you; 
you attack that enemy as if you were adjacent to it. 
Level 24 or 29: Up to 10 squares away. 

GlistcninJJ with electric-/Jlue eldritch ene1l)y. this weapon's blcrde 
packs er stormy punch. 

Lvl 4 +1 840 gp Lvl 19 +4 
Lvl 9 +2 4,200 gp Lvl 24 +S 
Lvl 14 +3 21,000 gp Lvl 29 +6 
Weapon: Heavy blade, light blade 
Enhancement: Attack rolls and damage rolls 

105,000 gp 
525,000 gp 

2,625,000 gp 

Critical:+ 1 d6 thunder and lightning damage per plus 
Power (Daily + Lightning): Free Action. Tri9aer: You hit 

an enemy with a lightning power or a thunder power 
using this weapon. Effect: That enemy is knocked prone. 
It's also deafened and takes ongoing S lightning damage 
(save ends both). 
Level 14 or 19: Deafened and ongoing 1 0 lightning 

damage (save ends both). 
Level 24 or 29: Deafened and ongoing ·1 5 lightning 

damage (save ends both). 

Shadowrift blade 

SHADOWR1FT BLADE 
Eladrin and even some elves consider it distasteful­
almost taboo-to carry a shadowrift blade. The reason for 
this prohibition is unclear, because no three eladrin can 
agree on it. 

Some claim that the blades are treacherous gifts of 
the drow. Others that the strange gray-green metal of the 
weapons comes from a corner of the Far Realm where 
time and space conspire to produce spiraling insanity. And 
a few hint that the secrets of making shadowrift blades 
were given to the eladrin by an exarch of Gruumsh. 

Whatever origin one might favor, eladrin sages and 
elders agree that these weapons are somehow cursed or 
corrupted, existing only to bleed the Shadowfell into the 
Feywild. To those who use a shadowrift blade, the eladrin's 
claims serve as the only evidence for any taint. 

Zerth's New Blade: A rogue githzerai zerth has been 
tormenting a small, peaceful settlement. The leader of 
the town describes the powerful teleporting sword the 
zerth wields and promises that the blade's value alone is 
worth the effort of getting rid of his githzerai problem. 

Save My Daughter (the Hard Way): An eladrin scholar 
is worried about her daughter, an errant swordmage. She 
has picked up a shadowrift blade to aid in her endeavors, 
ignoring her people's concerns about such weapons. The 
scholar is looking for someone to convince her daughter 
to give up the blade and is afraid that a sword duel- a 
combat in which the winner takes the sword of the 
vanquished- might be the only way. 

C I I APT E R l I Ma9ic Items 



Storm biter \llarbl<ide 

I •J!J.li§,,tJi!fl misher 's B.~:)w . ·· t'-ev~t lOic_· 
Pe1fectly balanced and hlessec! with powers thar help shape each 
of you.r motions, t]l1is how allows you to fin ht with unmatched 
[]race. 

Lvl 10 + 2 ~),000 gp 
Lvl 15 +3 25,000 gp 
Lvl 2 o +4 12 ~;,ooo gp 
Weapon: Bow 

Lvl 25 +5 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 d<1mage per plus 

625,000 gp 
3,125,000 gp 

Power (Encountc~r): Free Action. Tri99er: You make a 
ranged basic attack using this weapon. Effect: You make a 
ranged at-will attack using this weapon instead. 

Pure lethality. 

Lvl 2 +1 520 gp 
Lvl 7 +2 :Z,600 gp 
Lvl 12 +3 13,000 gp 
Weapon: Any 

Lvl 17 +4 
Lvl 22 +S 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 

65,000 gp 
325,000 gp 

1,625,000 gp 

Critical: + 1 d8 damage per p lus, and you can choose to reroll 
any or al l of your critical damage d ice, but you must take 
the second result of each die. 

C: Hf\P T ER I I Manic Items 

+ 1 680 gp 
+2 3,400 gp 
+3 17,000 gp 

Weapon: Bow, crossbow 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 

85,000 gp 
425.000 gp 

2, 1 2 5,000 gp 

Critical: + 1 d6 damage per plus, and the target grants 
combat advantage until the end of your next tu•rn. 

Power (Daily): Free Action. Tri99er: You hit an enemy with 
an attack using this weapon. Effect: Until the enid of your 
next turn, you and your allies can roll twice on .attack 
rolls against that enemy and use either result. 

This spear's power extends into t11e spirit world. 

Lvl 2 +1 520 gp Lvl 17 +4 
lvl 7 +2 2,600 gp Lvl 22 +5 
Lvl 12 +3 13,000 gp Lvl 27 +6 
Weapon: Spear 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

65.000 gp 
:ns,ooo gp 

1,625.000 gp 

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 attacks that have a range of 
"Melee spirit." 

STOR'MB1TER WARBLADE 
Heur-Ket, a vicious primordial of gale and thunder, was 
defeated in the first war, but echoes of the p1rimordial's 
howling winds live on. The primordial's essence was 
scattered throughout the world, the Shadowfoll, and the 
Feywild. 

According to the histories and legendls of early 
empires, certain locations retained Heur-KE~t's stormy 
nature. Weapons created near those locations became 
infused with the primordial's essence, becoming the first 
stormbiter warblades. Now the formula for making these 
weapons is commonly known, but the mos1t 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 <lhd others interested 
in the creation of magic weapons are always 01n the look­
out for fragments of the original stormbiter w11rblades, or 
for a location where Heur-Ket's essence is pre:sent. Often 
they purchase this information with the promise of a 
weapon crafted from Heur-Ket's power. 

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



Some of tl1e power irwesced in your spirit corn pan inn also flows 
rl1roush this warclub. 

Lvl 2 +1 520 gp 
Lvl 7 +2 2,600 gp 
Lvl 12 + 3 13,000 gp 
Weapon: Mace 

Lvl 17 +4 
Lvl 22 +5 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 
Critical: -J· 1 d6 damage per plus 

65,000 gp 
325,000 gp 

1.625,000 gp 

Property: Shamans can use this weapon as an implement 
for shaman powers and shaman paragon path powers. 

Property: When you use this weapon as an implement for a 
power that has a range of "Mclee spirit," you can choose to 
use your square as the origin square of the power. 

1\ well placed strike wit11 this mace noes n 10119 way toward 
sh01,.iriEJ ""enemy tlie error of its wnys. 

lvl 8 +2 3,400 gp Lvl 23 1·5 425,000 gp 
Lvl 13 +3 17,000gp Lvl 28 ·16 2.125,000gp 
lvl 18 +4 85,000 gp 
Weapon: Mace 
Enhancement: Attack rolls and damage rolls 
Critical: +1d6 damage per plus, or the target is dazed 

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

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

roll of19-20 when it is used as a weapon or an implement 
for a divine melee attack power. 

As your weapon slays your deity's enern;~ you f eel 11 suroe of 
1•italiry that nllows you to keep fitJhlirttJ· 

Lvl 4 + 1 840 gp Lvl 19 +4 105,000 gp 
lvl 9 +2 4.200 gp Lvl 24 +5 525.000 gp 
lvl 14 +3 21.000 gp Lvl 29 +6 2,625,000 gp 
Weapon: Any melee 
Enhancement: Attack 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 powers. 
Property: When you reduce the target of your oath of enmity 

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

Projectile~ la1111d1ed from this we11pon whistle CIS they streak 
toward rl1cir tarf}et. 

Lvl 2 +1 520 gp 
Lvl 7 +2 2,600 gp 
Lvl 12 +3 13,000 gp 
Weapon: Bow. crossbow 

Lvl 17 +4 
Lvl 22 +5 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

65,000 gp 
325,000 gp 

1,625,000 gp 

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

Power (Daily): Free Action. Tri88er: You attack an enemy 
with a bard attack power using this weapon. Effect: Each 
ally within 5 squares of that enemy gains a + 2 power 
bonus to attack rolls against the enemy until the end of 
your next turn. 

UNFORGETTABLE CUDGEL 
An unfor9ettable cud9el features a sturdy haft cut from 
hickory and wrapped with red cord around a handle 
capped in iron wrought to resemble a stern face with 
a spadelike 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 unforaettable cudael 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 beq ueath such an item, but those who truly and 
deeply atone might find themselves gifted with an icon 
such as an unforaettable cud9el. 

Uvin9 vines wri.the am/ constrici aro1111d this weapon when it's 
nt rest, bur tlwy IJl'll>p 111 and ltC1rr)' your foes with each swinlJ. 
Lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl 13 +3 17,000 gp Lvl 28 +6 2,125,000 gp 
Lvl 18 +4 85,000 gp 
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 (Daily): Minor Action. Make an attack: Close burst 
3: target one enemy in burst; Constitution + this weap­
on's enhancement bonus vs. Fortitude: on a hit, you pull 
that enemy 3 squares. 

·-·- - ----·---·-·-------·----·-

AMMUN1T10N _) 

Tl1e effectiveness of a rn119ed weapon clepe11ds on aim, but 
don't discount its payload. 

E11chanted arrows. bolts, and sling bullets rnn be 
activnted and fired from raugcd weapons to a<.:hie::ve 
exceptional results. You must load magic ammunition 
before you can activate and fire il (c;pcnding whate\·er 
action is necessary co do so). and it's u:.cd up when 
fi red. When u<;cd with powers that target multiple ene­
mies. magic ammunition affects only the first attack 
roll or target after it's loaded. !11 ccrtail1 circw11stanccs 
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(!>uch as when load ing is a free action), however, a 
ranged attacker can load more magic ammunition 
duriJ1g a11 attack agai11st mulliplc targets if desired. 

Ammunit ion applies an enhancement bonus to 
an allack roll anc.I damage roll when used. Tf thc 
projectile weapon is magical. use the ammuni-
tion·~ enhancement bonus in place ortl1e weapon's 
enhancement bonus. The weapon·s critical bonus and 
the properties from both the weapon and the ammu· 
nilion still apply. Using magic ammunition doesn't 
prevent you from activating a magic -.vcapon·s powers. 

You can fl re magic ammunition without activat­
ing it, using you r wcapon·s enhancement bonus and 
rcccivi 11g no be11cll1 from the ammunition ·s magic. 
The ammuJ1ilion is still expended. 

Ammu nit ion names are keyed lo certain am muni· 
tion ty pes. hut a ny ol"thc encha ntments described in 
th is secliou cn n be plnced on ~my type of ammuni­
tion; for lnsta11ce, it's possible lo c reate or acquire an 
arrow or a sling bullet thal has the attributes ofa boll 
of c/111nsi11e~s. 

•J 

lo1111 "s rye me1rks this '1ri1Jl1t ,vellow arrom 

Lvl9 +2 160gp Lvl14 +5 
Lvl 14 +3 800 gp Lvl 29 - 6 
Lvl 19 +4 4,200 gp 
Ammunition 
Enhancement: Altack rolls and damage rolls 

21,000 gp 
105.000 gp 

Property: When you hit an enemy with an attack using this 
ammunition, that enemy doesn't benefit from invisibility 
until the end of your next turn. 

'l11L( '1riBlrr red sli118 sto111' draws yom iCIT[Jet ·s immediate 
ntll'lltion. 

Lvl 3 +1 
Lvl 8 +2 
Lvl13 +3 
Ammunition 

30gp 
125 gp 
650 gp 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack ro lls and damage rolls 

3,400 gp 
17,000 gp 
85,000 gp 

Prope rty: When you hit an enemy with an attack using 
this ammuni tion, you mark that enemy until the end of 
its next turn. While marked by you in this manne r, when 
the enemy makes an attack that doesn't include you as a 

target, the ammunition strikes that target again for 1 d6 
damage per plus. 

'""~per a direcrion 10 rlris wCITped huller. am! it bends arow1cl 

obsraclt>s. 

Lvl 5 +1 
Lvl 10 +2 
Lvl 15 13 
Ammunition 

50gp 
200gp 

1,000 gp 

Lvl 20 .,.4 
Lvl 25 +5 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 

5,000 gp 
25,000 gp 

125,000 gp 

Property: While you have line of effect to a square adjacent 
to an enemy, you can attack that enemy using this 
ammunition. Treat the enemy as having cover. 

A victim nf chis malformed quarrel is too un9ai11ly to avoid 
i11villn9 attacks. 

Lvl 8 +2 
Lvl 13 , 3 
Lvl 18 +4 
Ammunition 

125 gp 
650gp 

3.400 gp 

Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 

17,000 gp 
85,000 gp 

Property: When you hit an enemy with an attack using this 
ammunition, that enemy can't shift until the end of its next 
turn. 

n 

Us<> this lialrwinf} shaped bolt to 11101•e closer to your 111r9et. 

Lvl8 +2 125gp Lvl 23 +5 17,000gp 
Lvl 1 3 I 3 650 gp Lvl 28 +6 85,000 gp 
Lvl 1 8 +4 3,400 gp 
Ammunition 
Enhancement: Attack rolls and damage rolls 
Property: When you hit an enemy with an attack using this 

ammunit ion, you can teleport to a space adjacent to that 
enemy. 

J t I ' 

fl1is.flc11 black c111crrrcl extinJJuishes co1yumlio11s mid zones. 

Lvl 8 +2 125 gp Lvl 23 +5 17.000 gp 
Lvl 13 +3 650 gp Lvl 28 +6 85,000 gp 
Lvl 18 +4 3.400 gp 
Ammunition 
Enhancement: Attack rolls and damage rolls 
Property: When you h it ;:m enemy with an attack using this 

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

fire charred ll'ood of tl1is arrow seems to shimmer with /rent. 

Lvl 3 + 1 30 gp Lvl 18 +4 3,400 gp 
Lvl 8 +2 125gp Lvl 23 +5 17,000gp 
Lvl 1 3 I 3 650 gp Lvl 28 +6 85,000 gp 
Ammunition 
Enhancement: Attack rol ls and damage rolls 
Property: When you hit an enemy with an attack using this 

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

l elrporta rio11 l1ecomes marl! dUJlcult \\llre11 this bolt strikes irs 
mark. 

Lvl 9 +2 
Lvl14 +3 
Lvl 19 ~4 

Ammunition 

160 gp 
800 gp 

4.200 gp 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Arrack rolls and damage rolls 

21,000 gp 
105,000 gp 

Property: When you hit an enemy with an attack using this 
ammunition, that enemy can't teleport until the end of its 
next turn, and no creature can teleport to a space within 2 
squares of that target until the end of its next turn. 



nie shaft of this arrow is shm•ed from un111clti119 ice. 

Lvl 3 + 1 30 gp lvl 18 +4 
Lvl 8 +2 1 25 gp Lvl 23 1·5 
Lvl 13 +3 650 gp Lvl 28 16 
Ammunition 
Enhancement: Attack rolls a nd damage rolls 

3,400 gp 
17,000 gp 
85,000 gp 

Property: When you hit an enemy with an attack using this 
ammunition. that enemy takes 1 d6 extra cold damage per 
plus and is slowed until the end of its next turn. 

111is arrow's blue and white sireaks thrum wit/1 l'rtCrfjy. 

Lvl 3 +1 30 gp Lvl 18 +4 3,400 gp 
Lvl 8 +2 125 gp Lvl 23 i-5 17,000 gp 
Lvl 13 +3 650 gp Lvl 28 +6 85,000 gp 
Ammunition 
Enhancement: Attack rolls a nd damage rolls 
Property: Whe n you hit a n enemy with an ;ittack using this 

ammunition, that enemy takes 1 d6 extru lightning damage 
per plus and is dazed until the end of its next turn. 

l11is black arrow trnils n liri3lit pe11na11t,Jlaa8i'18 irs tm11e1. 

Lvl 2 + 1 2 S gp Lvl 17 +4 2,600 gp 
Lvl7 +2 100gp Lvl 22 +5 13,000gp 
Lvl 12. +3 500 gp Lvl 17 +6 65,000 gp 
Ammunition 
Enhancement: Attack rolls and damage rolls 
Property: When you hit an enemy wilh an attack using this 

ammunition, each ally that can see that enemy gains a + 1 
item bonus to attack rolls against it until the end of your 
next turn. 

PJrnsin9 anow 

Ephemeral i11Jli11h1. this arrow s1rikes irs tar11e1 solidi;~ 

Lvl 25 +5 25,000 gp Lvl 30 +6 125,000 gp 
Ammunition 
Enhancement: Attack rolls and damage rolls 
Property: When you attack using this ammunition, you 

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

Wrouaht in a11 clmlrin ilesi911, th is sizzHn9 bolt teleports thos!' 
ii l1its. 

Lvl 8 +2 
Lvl 13 +3 
Lvl 18 ,4 
Ammunition 

125 gp 
650gp 

3.400 gp 

Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 

17,000 gp 
85,000 gp 

Property: When you hit an enemy with an attaclk using this 
ammunition, you te le port that enemy 1 square. 

This web-strewn quarrel Clll'elops the e11e111y when il hits. 

Lvl3 + l 30gp Lvl1 8 +4 3,400gp 
lvl 8 +2 125 gp Lvl 23 +S 17,000 gp 
lvl 13 +3 650 gp Lvl 28 +6 85,000 gp 
Ammunition 
Enhanceme nt: Attack rolls and damage rolls 
Property: When you hit an enemy with an attack using this 

a mmuni tion, that enemy and each enemy adjacent to it is 
slowed until the end of your next turn. 
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I Jsr tl1b 111n1111rtlc lmllet ro brirw 1111 111~1 closer to your for. 

Lvl 8 +2 125 gp Lvl 23 +5 17,000 gp 
Lvl 13 + 3 650 gp Lvl 28 t 6 85.000 t.'P 
Lvl l 8 ... 4 3.400 gp 
Ammunition 
Enhancement: Attack rolls and damage rolls 
Property: When you hit an enemy with an attack using this 

ammunition. one ally within 3 squares of that enemy can 
teleport to a space adjacent to It. 

n1i• wi11ki11J1 lmllrl blinks In 11111111111. >o )tlur rar9e1 rn11'1 ~t'l' Ir 
co1111119. 

Lvl 3 ~1 

Lvl 8 • 2 
Lvl 13 -+ 3 
Ammunition 

30gp 
125 gp 
650gp 

Lvl 18 4 
Lvl 23 t5 
Lvl 28 +6 

Enhancement: /\Lt;:ick rolls and damage rolls 
Property: When you attack an enemy using this 

3.400 gp 
17,000 gp 
85.000 gp 

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

·---·-~·----·-------------·-

HOLY SYMBOLS .) 
Wlwte1•erj(m11 it takes. the sy111uol of118ocl has powe1-. qr 
cour~r. tm cncl111111ed holy SJ mliol '1115 e1·e11 more poll'cr. 

A hol) '>ymhol rc·prcscnl.., )Ollr deity a nd take\ thl· 
shape of an aspect of the god. W h<llcvcr Lhc '>)'mbol 
itscl l sa)'i about its wielder. cm:hanlments arc rwu· 
rral and can lw 1 ransforrcd from one holy symbol to 
;rnot lier to bet le r suit a new owner (sec the T rn nskr 
£nchanlmcnl ritual. page 199 of'J\1ll'enr11rcr's \fcrult). 

If you an· a member of a dass that can use a hol) 
symbol a~ an implcroenr. you can appl) the)) mhol's 

lOUN STONE OF 
DlVl'NE 1<.. 'NOWLEDGE 

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

Become an Exalted Eye: loun's most prominent priests 
are known as the Exalted Eyes of loun, and each wears an 
Joun stone of divine knowled8e. A hero who proves his or 
her valor to loun by reclaiming vast stores of lost knowl· 
edge or uncovering secrets held by Vecna's followers 
might be allowed into the ranks of the Exalted Eyes. 

Undertake loun's Test: loun keeps many loun stones 
of divine knowled8e within her swan tower Kerlth-Ald, 
but they·re reserved for only the most worthy and most 
knowledgeable. One who performs great deeds can earn 
an audience with loun or one of her aspects but must still 
prove that he or she has earned such a magnificent gift. 

C ll J\f>TEH l I !\llt1fli C It e m s 

cnhancenwnt honus lo the attad. rolls and the damage 
rolls ol any of your pmwrs front that cJa<;<; that ha' c 
the impk•n1C'nl keyword, and you ca n use a !.yrnbol'~ 
properlie!. and powers. Member'> ol other classes gain 
no bc11clh from wearing or holding a holy c;ymbol. 

You ca n't make mC'lce atlad . ., H'ith a holy :.ymbol. 
Unliki: urhcr impk111c11tc;. you need only wear il 

holy sy111hol for irs p roperty or power to fu11nio11. 
11 you arC' wearing or holding more than om· hol) 
symbol. nom· ol') our ~ymbol-; f unclion. 

Tltb ~.1111'1111 is a can•i11,<1 oj a lumd lJTll'Jlin9 an 1Jrce111c i111plr 
men!. Ir 11llows you ro rnm·rrl SOlll l' llfJOllr arcnrw pom•r inro 
hcali1111· 

Lvl 1 3 3 1 7,000 gp 
Lvl 18 14 85,000 gp 
Implement (Holy Symbol) 

Lvl 23 ~s 

Lvl 28 -r6 

Enhancement: Attack rolls and damage rolls 
Critical: 1 d6 damage per plus 

425.000 gp 
2.125.000 gp 

Property: Arcane casters can wield this holy symbol in one 
hand to use it as an implement for arcane powt.~. Choose 
the type of arcane Implement when the symbol is created. 

Power (Daily + Healing): Minor /\ction. You expend an 
arcane dai ly attack power. One ally you can ~ce within 
10 squJrcs of you regain<; hit point-; as though he or 
she had \pent a healing surge, plus additional hit points 
equal lo the level of the expended power. 

This 0111l1<•r ~phen• wirh a reil oe111 111 Its center ~lowlv orbit> 
_wur l1t'11el, lt•m·i119 a rrail ~f twi11kli11lJIJOlrle11 li9l11s. 

Lvl2S I 5 625.000 gp Lvl 30 +6 3,125.000 gp 
Implement (Holy Symbol) 
Item Slot: Head 
Enhancement Attack rolls and cliunage rolls 
Critical: 1 d6 damage pe r plus 
Property: Divine characters can use Lhis item as a holy 

symbol Implement for divine powers. 
Property: You gain an item bonu~ to Insight checks and 

Re ligion checks equal to the symbol's enhancement bonus. 
and an Item bonus to other In telligence-based skill checks 
equal to one-half its enhancement bonus. 

Power (Daily): Free Action. Trl99rr: You hit an enemy 
with a divine attack power using this holy symbol. Effect: 
You learn whecher each of the other defenses of that 
enemy 1' higher or lower than the defense hit by this 
attack. In addition, the enemy grants combat advilntage 
(save ends). 

This") mf)(lf, hlessetl with lou11's 101•1• (l{lmowledjfe. J; 11 slr111for 
lrntJlli of h·ory ll'ith onl_I a "UlJ81''1ion t?fher icon. 

Lvl 2 1 520 gp I vi 17 4 
Lvl 7 +2 2,600 gp Lvl 11 +5 
Lvl 12 1 3 13,000 gr Lvl 27 +6 
Implement (Holy Symbol) 
Enhancement: Attack rolls and damage rolls 
Critical: 1 d8 damage per plus 

65,000 gp 
325.000 gp 

1,625,000 gp 

Property: /\rcane characters can wield this holy ~ymbol 

in one hand to use it as a wand Implement for arcane 
powers. 



t\s you lllter a prcryer. this symboljlares IO sec.11' )'Olli' aod's iC:Oll 

into rlrc forehead of your foe. 

lvl 12 + 3 13,000 gp 
lvl 17 +4 65,000 gp 
Implement (Holy Symbol) 

lvl 22 + 5 
Lvl 27 +6 

Enhancemen t: Attack rolls and damage rolls 
Critical: + 1 d6 radiant damage per plus 

325,000 gp 
1,625,000 gp 

Power (Daily): Free Action. Tri88er: You hit an e nemy with 
a divine attack power using this holy symbol. Effect: Until 
the end of the encounter, when that enemy takes radiant 
damage from your divine challense or divine sanction, it 
takes 5 extra radiant damage. 
Level 22 or 27: 10 extra radiant damage. 

Physical s1rena1h and holy 1le1·01io1111re both enhanced by thi5 
adamcrnti11e holy symbol. 

Lvl 3 +1 680 gp 
Lvl 8 + 2 3,400 gp 
lvl 13 + 3 1 7,000 gp 
Implement (Holy Sym bol) 

lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

85,000 gp 
425.000 gp 

2,125.000 gp 

Power (Daily): Free Action. Tri89er: You hit with a divine 
attack power using this holy symbol. Effect: Make a melee 
basic attack. If the attack hits a creature marked by you, 
It deals 1 d1 0 extra damage. 
Level 13 or 1 8: 2d10 extra damage. 
Level 23or18: 3d10 extra damage. 

When you wield tlris symbol, your L1llies are inspired ro strike 
boltllj~ 

lvl S + 1 1.000 gp 
Lvl 10 +2 5,000 gp 
Lvl 15 +3 25,000 gp 
Implement (Holy Symbol) 

lvl 20 ~ 4 

Lvl 25 +5 
lvl 30 +6 

Enhancement: Attack rolls and damage rolls 

125,000 gp 
625,000 gp 

3,125.000 gp 

Critical: + 1 d6 damage per plus, or + 1dl2 radiant damage 
per plus with attacks made when you spend a n action 
point 

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

Orr command, rl1is 5)'mliol Jll'nem11•~ u manllr of force to defend 
11 commcle. 

Lvl 18 +4 85,000 gp lvl 28 +6 2,125,000 gp 
lvl 23 +5 42 5,000 gp 
Implement (Holy Symbol) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 force damage per plus 
Power (Daily): Immediate Interrupt. Tri88er: An attack 

hits an ally you can see. Effect The ally gains a + 5 power 
bonus to all defenses against the triggering attack. 

Ill 

Thro118h this ~ymbol, yor1 baller foes with your rclrrttnle!!iss~mlilll 0 a 
conricrion. ':: il 
Lvl 2 +1 520 gp Lvl 17 +4 65,000 gp l! 
Lvl 7 1-2 2,600 gp Lvl 22 ~5 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 +6 1,625,000 gp 
Implement (Holy Sym bol) 
Enhan cement: Attack rolls and damage rolls 
Critical: + 1 d6 force damage per plus 
Pow er (Da ily}: Free Action. Tri99er: You hit an enemy with 

a d ivine attack power using this holy symbol. Effecr: Y:ou 
push that enemy a number of squares equal to the sym· 
bol 's enhancement bonus. 

The fi<'rcc radio nee of this symbol is cite bane of foul creacum 
c1111r ca11'1 bear su11liBht. 
Lvl 17 +4 65.000 gp lvl 27 +6 1,625,000 gp 
Lvl 22 +5 325.000 gp 
Im plem ent (Holy Symbol) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 radiant damage per plus 
Property: Any creature within S squares of you that has 

vulnerability to radiant damage has that vulnerabi lity 
increased by S. 

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

During her adventures, 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 finding an astral weapon to fighting off 
the ships of githyanki raiders. 

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

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

Rampaging Cultists: Cultists ofVecna are terrorizing 
people within a few days' journey 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 
Celia's protection. A priest of loun asks for aid, offering a 
convert's symbol to help in the cause. 

C ll 1\l'TER I I Maaic lrl!ms 



This symbol is made of red iron streaked witlr f iery, brislrt 
metal. 'While ymi wear it, you can blast your foes with ii3hteous 
flame. 

Lvl 9 +2 4,200 gp 
Lvl14 +3 21,000gp 
Lvl 19 +4 105,000 gp 
Implement (Holy Symbol) 

Lvl 24 +5 
Lvl 29 +6 

Enhancement Attack rolls and damage rolls 

525,000 gp 
2,625,000 gp 

Critical: + 1 d6 fire damage per plus, and each other enemy 
within 5 squares of you takes fire damage equal to your 
Charisma modifier. 

Property: When you hit an enemy marked by you with a 
divine attack power using this holy symbol, that enemy 
takes 1 d6 extra fire damage, or 1d10 fire damage while 
you're bloodied. 
Level 19 or 24: 2d6 or 2d10 extra fire damage. 
Level 29: 3d6 or 3d10 extra fire damage. 

Throual1 this symbol, you cnn pu11islr >-peel.fie enemies <!f your 
fait11 as well as vile undead. 

Lvl 7 + 2 2,600 gp 
Lvl 12 +3 13.000 gp 
Lvl 17 +4 65,000 gp 
Implement (Holy Symbol) 

Lvl 22 +5 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

325,000 gp 
1,625,000 gp 

Property: When this item is created, choose angel, demon, 
devil, dragon, or giant. When you use your turn undead 
power, you can target creatures of the chosen kind instead 
of undead creatures. 

Your prayers are rarebr wasted while you wear this ho[y symbol. 

Lvl 18 +4 85,000 gp Lvl 28 +6 2,125,000 gp 
Lvl 23 +5 425,000 gp 
Implement (Holy Symbol) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Daily): Free Action. Triaser: You miss all targets 

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

This symbol allows you to shield a companion from the thr·eats 
of )'ourfoes. 

Lvl 10 +2 5,000 gp 
Lvl 1 5 +3 25,000 gp 
Lvl 20 +4 125,000 gp 
Implement (Holy Symbol) 

Lvl 25 +5 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

625,000 gp 
3,125,000 gp 

Po_wer (Daily): Free Action. Triaaer. You hit an enemy 
with a divine attack power using this holy symbol. Effect 
Choose one ally within 5 squares of you. Until the end of 
your next turn, the enemy you hit can't attack that ally. 

CHA P T E H 1 I Ma9ic Items 

As you present this f]litterin9 symbol, divine power turns your 
enemies' attacks bacll nsainst th.em. 

Lvl 24 +5 525,000 gp Lvl 29 +6 2,625,000 gp 
Implement (Holy Symbol) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 
Power (Daily): Immediate Interrupt. Triaaer: An enemy tar­

gets you with a ranged attack. Effect: You gain a +3 power 
bonus to a ll defenses against the triggering enemy's 
attack. If the attack misses you, the triggering enemy 
repeats the attack against itself. 

vVhil.e you wear r.his symbol. your can heal an ally even as )'OU 

tend to your own wo1mds. 

Lvl 7 +2 2,600 gp 
Lvl 12 +3 13,000 gp 
Lvl 17 +4 65,000 gp 
Implement (Holy Symbol) 

Lvl 22 +5 
Lvl 27 +6 

Enhancement Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

325,000 gp 
1,625,000 gp 

Power (Daily • Healing): Free Action. Triaaer: You use 
your second wind, or you use a power that allows you to 
spend a healing surge to regain hit points. Effect: One ally 
within 5 squares of you can spend a healing surge-

SYMBOL OF THE 
RADlANT FLAME 

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

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

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

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



Syrnbvl of1he clianrpion's code 

SYMBOL OF THE 
CHA'MP10N'S CODE 

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

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

Oaths of Aggression: A hobgoblin paladin has sent 
forth goblin warriors loyal to him, ordering them to kill 
in Bane's name. He carries a symbol of the champion'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 transforming his symbol into one 
holding less destructive precepts. 

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

\ cod.: of lionor is l11scrili.:d tlll chis !'.)'11tbol, rdnfortin9 your 
commlru1rn1 to your noel a111l mnkillJJ 1tmr clml/en9e irresisrible. 

lvl8 +2 3.4 00gp Lvl23 +5 425.000gp 
lvl 13 + 3 17.000 gp Lvl 28 -1·6 2.125,000 gp 
Lvl 18 +4 85,000 gp 
Implement (Holy Symbol) 
Enhancement: Attack roll~ .:tnd damage rolls 
Critical: ~ 1 d6 damage per plus 
Property: When a creature takes radiant damage from your 

dlvinl' chollenne or divine Silnctlon, it takes extra radiant 
damage equill to the symbol's enhancement bonus. 

Power (Dally): Minor Action. You choose an enemy 
marked by you. Until the end of your next turn, that 
enemy can't make an auack that includes any creature 
other than you a' a target. 

' I 

1\11 nor Ir cif cl1•dlrnfimr to t/1r 111111crr1l ~piri ts of tire world is in· 
scrlli111l ln.Jl11c '(ript upo11 tlris w11odc11 holy S) mbol. 

Lvl 2 +1 520gp Lvl17 +4 
Lvl 7 + 2 2.600 gp lvl 22 1-S 
Lvl 12 +3 13.000 gp Lvl 27 +6 
Implement (Holy Symbol) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 

65,000 gp 
325.000 gp 

1,625,000 gp 

Property: Primal characters can wield this holy symbol 
In one hand to u~c it as a totem implement for primal 
powers. 

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

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

Take the Test of Two: A few scriptures detail the Test 
of Two, devised by the clerics of Cloudgate and South 
Cwyvar. This challenge Identifies those worthy of carrying 
symbols of fire and fury 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 flnding a cleric to administer the trial, 
a hero might be able to win a symbol of fire and fury. 

C ll \Pl l· lt l I fllnlJi c l t e m s 
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Symbol of the holynimhus 

This symbol combi11es the ima9es of.rnn and moon. Wlten 
you speak o word ofltealin8,you nmi your ullies nre bathed i11 
restori118 liBltt. 

Lvl 4 +1 840 gp 
Lvl 9 +2 4,200 gp 
Lvl 14 1 3 21,000 gp 
Impleme nt (Holy Symbo l) 

Lvl 19 +4 
Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 

105,000 gp 
525,000 gp 

2,625,000 gp 

Critica l: + 1 d6 damage per plus, and you or an ally w ithin 5 
squares of you can spend a healing surge. 

Property: When you use the healin9 word power during a 
combat encounter. you and each ally within 5 squares of 
you also gain temporary hit points equal to your Charisma 
modifier + the symbors enhancement bonus. 

Thi; symbol e1pprars robe nwde of /Jriflia11t Irving.fire !tuna or1 

a dwin of 111olte11 metal, but it does11·1 burn your skir1. 

Lvl 8 +2 3,400 gp Lvl 23 +5 425.000 gp 
Lvl 13 + 3 17.000 gp Lvl18 +6 2,'125.000 gp 
Lvl 1 8 +4 85,000 gp 
Implement (Holy Symbol) 
Enhancement: Attack rolls and damage rolls 
Crit ical: +1 d6 fire and radiant damage per plus, and each 

ally within 5 squares of you gain~ a bonus to damage rolls 
equal to the symbol's enhancement bonus until the end of 
your next turn. TI1e bonus damage is fire and radiant. 

Prope rty: Primal characters can wield this holy symbol in one 
hand to use it as a totem implement for primal powers. 

Powe r (Daily): Free Action. Tri99er: You score a cri tical hit 
with an attack power using th is holy symbol. Effect: The 
bonus to allies' damage rolls when you score a crit ical hit 
with this symbol lasts until the end of the encounter. 

9\:=_C:_ ..... H_A ___ P_T_E_R_l_l_1_\1-=a=9=l=-c~I=t=e=m s 

Tilis symbol is en9raved widt seveml rinas linked irt a circle, 
represenrinJJ the i11terdepertdence of you and your cornnulcs. 

Lvl 9 +2 4,200 gp Lvl 24 +S 525,000 gp 
Lvl 14 +3 21,000 gp Lvl 29 +6 2,625.000 gp 
Lvl 19 +4 105,000 gp 
Implement (Holy Sym bol) 
Enha ncement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Da ily): Immediate Interrupt. Tri89er: An enemy 

targets you and at least one ally w ith an attack. Effect.: 
You and your a llies' defense against the triggering en­
emy's attack is t he highest appropriate score among a ll of 
you being attacked. For example, if the attack is against 
Reflex and the highest Reflex among you and your allies 
is 15, you a ll have Reflex 25 against the attack. 

This symbol rewards your 8ood lien Ith 111ith divi11c 111i11l1t. 

Lvl 7 +2 2.600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 ;-6 1,625,000 gp 
Lvl 1 7 +4 65,000 gp 
Implement (Ho ly Symbol) 
Enhanceme nt: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, or + 1 d1 2 damage per plus 

w hile you're at maxim um hi t points 
Property: You gain a+ 1 bonus to attack rolls made using 

th is holy symbol while you're at maximum hit points. 

·---·-·-·- - ---·---·--- ·---·-·-
ORBS ~ 

Above all else. be careful not lo set your orb down on a flat, 
inclined swfc1ce. 

The orb represents clarity of wi II, n nc conlrol of 
magic, and command over the creatures you target 
with magic. \Vizards who want to ensu re that their 
magic endures wield orbs, and 
the addit ional enchantments 
on most magic orbs aid 
that goal. 

If you arc a 
member of a 
class that can 
•.vield an orb as 
an implement. 
you can add the 
orb's enhance­
ment honus to 
the attack rolls 
and the damage rolls of 
implement powers from 
that class that you use 
through t he orb. and you 
can use its properties and 
powers. Members of other 
classes gain no benefit from 
wielding au orb. 



nrou9h your opponelll artempts to ltidl'. this silver·ecwed, ays­
t11lli11e orb enables ynu to perceire its location. 

Lvl 14 +3 21,000 gp lvl 24 1·5 5 25,000 gp 
Lvl 19 +4 105,000 gp lvl 29 i 6 2.625,000 gp 
Implement (Orb) 
Enhancement: Attack rolls and damage rolls 
Critical:+ 1 d6 damage per plus, or+ 1 dl 2 per plus against 

enemies that are invisible or that have concealment or 
total concealment from you 

Property: When you use an arcane attack power through 
this orb, you take a -1 penalty (instead of - 2) to attack rolls 
against enemies that have concealment from you, and a -3 
penalty (instead of -5) to attack rolls against enemies that 
have total concealment from you. 

Compose1l of mnnerous smaller orbs fused i1110 one ~pherical 
moss, this orb framprr~ a11 e11c111y's ranned Clltacks. 

Lvl 20 +4 125,000 gp Lvl 30 +6 3,125.000 gp 
Lvl 25 +S 625,000 gp 
Implement (Orb) 
Enhancement Attack rolls and damage rolls 
Critical: +ld6 damage per plus 
Power (Daily): Free Action. Triaaer: 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). 

• "1 J •• 

'I his yrecn quart;; orb extends tire duratio11 of powerful spells. 

Lvl 12 +3 n .ooo gp Lvl n +S ns,ooo gp 
Lvl 17 +4 65.000 gp lvl 27 +6 1,625.000 gp 
Implement (Orb) 
Enhancement: Attack rolls and damage rolls 
Critical:+ 1 d6 damage per plus 
Property: Your Orb of Imposition class feature can extend 

the durarion of an effect created by an encounter power 
you use through this orb that would otherwise end at the 
end of your current turn. The effect instead ends at the 
end of your next turn. You can still use Orb of Imposition 
only once per encounter. 

This rlullarny 9rat1itc orb nrasps yvur enemies i11 u ,;tony 
embmce. 

Lvl 20 +4 125,000 gp lvf 30 +6 3,125,000 gp 
lvl 25 +S 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 turn. 
Power (Daily): Free Action. Triayer: You hit an enemy with 

an arcane attack power using this orb. Effect; That e nemy 
Is petrified (save ends). 

This etched t11rq11visc orb Increases the frcq11c11q 1if you!' 11rca11l' 
imposition. 

lvl 13 +3 17,000 gp 
lvl 18 +4 85,000 gp 
Implement {Orb) 

lvl 23 ·I 5 
lvl28 ·• 6 

Enhancement Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 

425,000 gp 
2,125,000 gp 

Power (Daily): Free Action. Tri88er: You hit an enemy with 
an arcane attack power using this orb. E.Jfecc: You regain 
the use of your Orb of Imposition class feature if you 
have already used it during this encounter. 

The constant buzzil1/J whisper that issuesfro1111his amethyst orb 
1·eiJif'orces your will. 

Lvl 2 +l 520 gp 
lvl 7 + 2 2.600 gp 
l vl 12 +3 1 3,000 gp 
Implement (Orb) 

lvl 17 +4 
lvl 22 +S 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 

65,000 gp 
325,000 gp 

1.625,000 gp 

Critical: + 1 d6 damage per plus, and you or an ally within S 
squares of you gains a power bonus to saving throws equal 
to the e nhancement bonus of the orb against one effect 
until that effect ends. 

Power (Daily): Minor Action. You or an ally within 5 
squares of you gains a power bonus to saving throws 
equal to the enhancement bonus of the orb against one 
effect until that effect e nds. 

CHJ\P 'I Ek 1 I Mani< ltems 



l'hl~ sphere ~f scarlet alass pu/!;es with barely controlled ener9y. 

Lvl 3 + 1 680 gp Lvl 18 +4 85,000 gp 
Lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl 13 + 3 17,000 gp Lvl 28 +6 2,125,000 gp 
Implement (Orb) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 force damage per plus, and the target is 

knocked prone. 
Power (Daily): Minor Action. Until the end of your turn. 

each enemy you hit with an arcane close blast attack 
power using this orb is knocked prone after all other ef· 
fects of the attack are resolved. 

This translucent. orb swirls wirJ1 porentialfutures. each waitinB 
for )'Olt to wasp and bend it ro your will. 

Lvl 12 +3 13,000 gp Lvl 22 +5 325.000 gp 
Lvl 17 + 4 65,000 gp Lvl 2 7 +6 1.625,000 gp 
Implement (Orb) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Daily): Immediate Interrupt. Tria9er: You are sub­

jected to an effect that a save can end. Effect: You can 
expend your Orb of Imposition class feature to make a 
saving throw against that effect instead of gaining the 
feature's normal benefit. 

--·--·-·--·--·-·-·--·-·-------· ' 

RODS ~ 

Heavier t:lrn11 a wand, smaller than a staff lfyou htive to 
ask what makes it cl!fferent.. you'll never know. 

Warlocks, invokers. and arlifkcrs channel their 
power through rods. Some rods identify their 
intended users clearly by referencing specific class 
features or powers. Olhcrs have a broader appeal. 

Except in rare cases. a rod is not robust enough to 
be used as a weapon. If a rod can ftmction as either 
a weapon or an impkmcnt, that fact is noted in the 
item's description. 

If you are a member of a class that can wield a 
rod as an implement, you can add the rod's enhance­
ment bonus to the attack rolls and the damage rolls 
of implement powers from that class that you use 
through the ro<l, and you can use its properties and 
powers. Members of other classes gain no benefit 
from wielding a rod. 

\.HAPTP.H 1 I Ma9ic Items 

This heavy cud9el can be 1tsed as both 11 warlock's rod and c1 

weapon. 

Lvl 18 +4 85,000 gp Lvl 28 +6 1,125,000 gp 
Lvl 23 +S 425,000 gp 
Implement (Rod) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 
Property: This rod can be used as a melee weapon, 

functioning as a mace. You add its enhancement bonus to 
attack rolls and damage rolls of mclee weapon attacks. 

Power (Daily): Free Action. Tria9er: You place your 
Warlock's Curse on an enemy. Effect: That e nemy is a lso 
marked unti l the end of the encounter. When a creature 
marked by you in this way makes an attack that doesn't 
include you as a target, it takes your Warlock's Curse 
extra damage. 

The darkspiral a ura t·hat exemplifies your devotion to the darll 
pact coalesces into a blac/? doud around this implement. 

Lvl 4 + 1 840 gp Lvl 19 +4 1 05,000 gp 
Lvl 9 +2 4,200 gp Lvl 24 +5 525,000 gp 
Lvl14 +3 21,000gp Lvl 29 +6 2,625,000gp 
Implement (Rod) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 necrotic and psychic damage per plus 
Property: When you hit an enemy affected by your 

Warlock's Curse with a warlock attack power using this 
rod, you deal extra damage equal to the value of your 
Darkspiral Aura class feature to lhe enemy. 

Crafted by 9ohli11s. rhis rod cltcmnels tlrcir trick)~ u11derha111led 
t1WBic· 

Lvl 3 +1 680 gp 
lvl 8 + 2 3.400 gp 
Lvl 1 3 +3 17,000 gp 
Implement (Rod) 

Lvl 18 -t-4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

85,000 gp 
425,000 gp 

2,1 2 5,000 gp 

Power (Daily): Free ActJon. Tria9er: You hit an e nemy with 
an attack power using this rod. Effect; The next time that 
enemy misses you with an attack, you can shift 3 squares 
as an immediate reaction, and you gain concealment 
against that enemy until the end of your next turn. 

The astral essence in tliis rod Ties you more tiBlii!y LO your earlier 
lives as a deva. 

Lvl 2 +1 520 gp 
Lvl 7 + 2 2,600 gp 
Lvl 12 + 3 13,000 gp 
Implement (Rod) 

Lvl 17 +4 
Lvl 22 +5 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

65,000 gp 
325,000 gp 

1,625,000 gp 

Property: When you use your memory of a thousand lifetimes 
racial power to improve the attack roll of a divine attack 
power you use through this rod, add + 1 to the d6 rol l. 



Au invnkPr tvith plPnty of roil~ n1 tha raady 

ln.JernaL power flows tliroua h this rod, scourill/J your foes with 
liel!fire. 

Lvl 10 .;-2 5.000 gp lvl 25 +5 615,000 gp 
Lvl 15 +3 25.000 gp Lvl 30 +6 3,115,000 gp 
Lvl 20 +4 115,000 gp 
Implement (Rod) 
Enhancement: Attack rolls a nd damage rol ls 
Critical: + 1 cl6 fire damage per plus, or + 1d10 fire damage 

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

through this rod, your bonus to attack rolls from your 
bloodhunt racial trait increases by l 

Property: When you hit a bloodied enemy affected by your 
Warlock's Curse with an attack powe r using this rod, it takes 
extra fire damage equal to this rod's enhancement bonus. 

, . 
rlt;; dclicare sih•er roil lets YOll channel your dl'iry's power back 
to yourself. 

Lvl 3 +1 680 gp 
lvl 8 + 2 3,400 gp 
lvl 13 + 3 17.000 gp 
Implement (Rod) 

Lvl 18 T4 
Lvl 23 ~5 

Lvl 28 16 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

85.000 gp 
425,000 gp 

2,125,000 gp 

Power (Daily): Free Action. Tri88er: You hit with a divine 
attack power using this rod. Effect You gain one extra 
use of your Channel Divinity class feature during t his 
encounter. 

Crafted to create as much tles1ructio11 as possible, this rod lets 
you pierce yo11r foes' def<>nses and des1roy 9ro11ps of enemies. 

Lvl 9 + 2 4,200 gp Lvl 24 + 5 525,000 gp 
Lvl 14 + 3 21,000gp l vl 29 + 6 2,625,000gp 
Lvl 19 .-4 1 05,000 gp 
Implement (Rod) 
En hancement Attack rolls a nd damage rolls 
Critical: + 1 d6 damage per plus 
Property: When an e nemy's resistances reduce the damage 

of any invoker attack power you use through this rod, t hat 
ene my's resistance to that attack is reduced by an amount 
equal to th is rod's enhancement bonus until the e ncl of 
your next turn. 

Power (Daily): Minor Action. You gain a + 2 power bonus 
to attack rolls with the next invoke r attack power you 
use through th is rod. 

This rod appeors IO be made from 111olre11 silver. l t can creare 
clouds that rain $i/vcr uporr the battlejlrfd. 

Lvl 1 5 +3 25.000 gp lvl 2 5 + 5 625,000 gp 
Lvl 20 +4 125.000 gp l vl 30 1·6 3,125,0 00 gp 
Implement (Rod) 
Enhancement: Attack rolls and damage ro lls 
Critical: + 1 d8 damage per plus, or+ 1 cl1 2 damage per plus 

against fey creatures 
Power {Daily): Minor Action. Make an attack: Area burst 

3 within 20 squares. Each ene my in the burst that is 
affected by your Warlock's Curse takes o ngoing 10 
damage and grants combat advantage (save e nds both). 
If the target is a fey creature. add your Charisma modifi Pr 
to the ongoing damage. 
Level 25 or 30: Ongoing 15 damage. 

1\1 your wmrnmrd, thb roe! infuses your sr1dl with li9htfrom 
mysrerious stars. 

l vl 7 + 2 2,600 gp 
l vl 1 2 +3 1 3,000 gp 
Lvl 17 +4 65,000 gp 
Implement (Rod) 

Lvl 22 
Lvl 27 

15 
16 

Enhancement: Attack ro lls and damage rolls 

325,000 gp 
1.625.000 gp 

Critical: + 1 d 6 radiant and necrotic damage per plus 
Property: When you hit an undead enemy affected by your 

Warlock's Curse with an attack powe r using this rod, you 
deal an extra d ie of Warlock's Curse d amage against that 
e nemy. 

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. 

c IT J\ p I' E R I I Masi c l "' 111 s 



ROD OF S1LVER RA1N 
Every fifty years, a supernatural rain falls acro!;s the Fey­
wild. It coats the land in silver, causing feelings of great 
celebration among t he goodly fey, who see it as an aus­
picious sign, and feelings of dread among the wicked, 
malicious dark fey, who hate the silver rain. 

At one point, an eladrin warlock named Suzasha 
decided to collect the rain and transform it into a rod, 
using it as a tool to both celebrate the land and fight 
against the fomo rians and other dark fey. The rod created 
a silver cloud that burned the minds of Suzasha''s foes and 
aided her allies. Not surprisingly, the evil fey crafted a plan 
to remove the threat of the rod. 

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

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

The Queen of Air and Darkness: The Queen of Air 
and Darkness, an evil ruler of wicked fey, lives in exile, 
holding a rod of silver rain in her court. She keeps it in a 
vault that shields her courtiers from its harmful effects. 
Rumors suggest that the Queen is away peti1tioning to 
return to the Feywild, making this the perfect time to 
steal her rod. 

Tlrb specic1I rod 9ives you access IO a different l'e5tise when JOU 

need ir. 

lvl 2 +1 520 gp 
Lvl 7 +2 2,600 gp 
Lvl 12 13 13,000 gp 
Implement (Rod) 

Lvl 17 +4 
Lvl 27. +5 
Lvl 27 +6 

Enhanceme nt: Attack rolls and damage rolls 
Critical: ,.1 d6 damage per plus 

65,000 gp 
3:zs.ooo gp 

1,625,000 gp 

Power (Daily): Free Action. Tri88er: You hit an enemy af­
fected by your Warlock's Curse wi th an attack power us­
ing this rot.I. Effect: You make one of your primary vestiges 
your active vestige (Arcane Power, page 72). 

C I JAPIER I Mani c ltt:•ms 

'l11is slender obsidian rod is toppr<I 111itlr a liaa's ry(' 1'1m opens 
wlie11you use your powers. tcrrif.yinlJ )'OUr foe. 

Lvl1 4 +3 21,000gp Lvl 24 +5 525,000gp 
Lvl 19 +4 105.000 gp Lvl 29 +6 2,625,000 gp 
Implement (Rod) 
Enhancement; Attack rolls and damage rolls 
Critical: + 1 d6 psychic damage per plus 
Power (Daily): Free Action. Trigger: You hit an enemy af­

fected by your Warlock's Curse with an attack power 
using this rod. Effect: That enemy takes extra damage 
equal to th is rod's enhancement bonus and is dazed until 
the end of your next turn. 

r\11 0111/r inscribed on this re)(f nives you ciuicll access to 011c of 
your 1•estiJ]e patro11s. 

Lvl 4 11 840 gp 
Lvl 9 12 4,200 gp 
Lvl 14 +3 21,000gp 
Implement (Rod) 

Lvl 19 +4 
Lvl 24 +S 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

·105.ooo gp 
525,000 gp 

2,625,000 gp 

Property: When you acquire a rod of th is sort, choose one 
daily power you know that has a vestige pact entry; this 
choice can't be changed later. The vestige associated with 
that power becomes bound to this rod. 

Power (Da ily): Free Action. Trisser: You hit an enemy af­
fected by your Warlock's Curse with an attack power us­
ing this rod. Effect: The vestige bound to the rod becomes 
your active vestige. 

ROD OF STOLEN STARL1GHT 
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 the ir 
newfound knowledge, they created the first rods of stolen 
starliaht, which were powerful weapons in the battle 
against undead. 

Scions of t he Stars: Sometimes, the remains of dedi­
cated star pact warlocks develop cysts t hat 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 starliaht. 

The Demon Prince's Drow: Some drow take up the 
worship of Orcus, which displeases the powers of dark­
ness. Followers of those entities might give a rod of stolen 
starli9ht to a group of heroes to help them destroy these 
Orcus-worshiping drow and their undead followers. 



Torcli of misvry 

°fllis rldirnte cr:y,1t1I roil 11Uow> you hi 111ke w111rol of dw mind 
t1r11l ll()1h tif ti slc1111 /tic!. 

lvl27 16 1,625,000gp 
Implement (Rod) 
Enhancement Attack rolls and damage rolls 
Critical: + 1 d6 psychic d.image per plus 
Power (Daily + Charm): Free Action. TrlBIJer: You use this 

rod to reduce an enemy ;iffccted by your Warlock's Curse 
to O hi t points. Effect: Tirnt enemy is dominated until the 
end of Its next tum. After that , the enemy is killed or 
knocked uncon~cious, as normal. 

TORCH OF MlSER Y 
Both infernal warlocks and star pact warlocks use torches 
of misery, which are created to mock the warmth and 
comfort of light and name. These rods carry a legacy of 
torture and death. They gained infamy in the hands of 
cambion warlocks called the Princes of Misery, who used 

them to te rrorize the enemies of t he Nine Hells. 
Hellish Trophies: Devils hate few things more than 

those who use the devils' own power against the m. In the 
Nine Hells (or other devilish e nclaves), the Implements of 

Infernal pact warlocks who fought against the devils are 
u5ed as decoration. The devils convert them into torches 
of misery 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 GorzJa's Torch: Gorzla 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 rower on the Inhospitable Hailblight Peak. 
Whoever survives the dangerous jo urney to t he peak, 

passes the defenses left by the wizard, and contends with 
the occupant (who might be livlng, dead, o r undead) can 

Ond Gorzia's powerful implement. 

J hb !Jrlll 111r111I r.1d is nnued with a wd1 vf mirhml mulclrd 
wir fr !>Idell ony\ spiders. 

Lvl 1 3 -'-3 17,000 gp 
Lvl 18 -4 85,000 gp 
Implement (Rod) 

lvl 23 +5 
Lvl 28 +6 

Enh ancement: Attack rolls and damage rolls 

425.000 gp 
2,125,000 gp 

Critical: Ongoing 1 0 poison damage (save ends) 
Level 23 or 28: Ongoing 15 poison damage (save ends) 

Property: When you hit with an attack that deals ongoing 
necrollc or ongoing poison damage using this rod. the 
ongoing damage increases by an amount equa l to the rod's 
enhancemeni bonus. 

Power (Daily • Poison); Minor Action. You d1oose an 
enemy within 20 squares of you that Is affected by an 
effect you created that a save Gin end. The effect gains 
"AJ1crcffect; The target takes ongoing 5 poison damage 
(save ends)." 
Level 23 or 28: Ongoing 10 poison damage (save ends). 

11ame~ encir.:lo.' rite end oj tlris blt1clo 1111d yoltf wtrntl. 

Lvl 1 O +2 5,000 gp Lvl 25 +5 625,000 gp 
Lvl 1 5 +3 25.000 gp Lvl 30 - 6 3,1 25,000 gp 
Lvl 20 +4 1 25,000 gp 
Implement (Rod) 
Enhancement: Attack rolls and damage rolls 
Critical: 11 d6 fire damage pe r plus 
Property: When you hit an enemy with a fire or radiant 

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

Power (At-Wiii~ Minor Action. Green flame bursts from 
the end of the rod, illuminating the <i rea around you like 
a Lorch. You can end this e ffect as a free action. 

·-·~-·-·-·--·- -·--·--·--·-· ·-

STAFFS ~ 

1\ i1uicldi11c Irr 1ht• Graywt11clr 1111111u11l 011 dealinJJ wirh pris­
oners reods. "'N11ver lem•c "" olcl 1111111 or n iravcler his stnff 
No exceptiorrs:· 

A traditiorwl i111plc1m:n t for old . wise s p e llcasters. 

the s tan l!Cnc" a-; a t><'rlcct c;hannel for power, yet 
re mains seeml11gl) in noc11011s. lt can be difncult 
to takr a walking staff from .. omeorn.• \\ho looks 

harmless. 
Beyond thd r enha ncem e nt bon u1.,cs. stal ls often 

hold tfpknsin• power.. as bents their inoffC'nsiw 
appearance. hut the) "re b) 110 means limited ro dcfon­
<>ive mugic. 

If vou urea member of :.i class that Lan wield a staff 

a'> a r; implc11 1C'nt, you ca n add rhe '>fairs enhance 
mC'n t bonus to the att:ick rolls and the damage roll" 
of"i mplement power'> I rom that elm.~ that you 11se 
through the 'ta ff. and you c.111 u se its properties a nd 
power<>. Mcmberi, of other classes gain no benefit 
f'ro1m wklding n s tarl . 

{' II A I' I I·. H 1 I 1\f a fl i c Item s 



'MOONSlLVER 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 lycanthropes into a supernatural madness. 
They rampaged across the land, slaughtering anyone they 
encountered. 

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

With the help of the staff, the band destroyed many 
of the wild lycanthropes, 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 t ime, in forms of varying power. 

Darkness Returns: The forces of evil conspire to bathe 
the land in darkness once again. Heroes a re needed to 
find a holy place of Sehanine where a moonsilver staff 
waits and banish this evil. 

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

111e croll'npiecc of sili-er and Bold tl1c1r rops this Sl<!fl ex1e111ls 
arcane power around its wielder. 

Lvl 10 +2 5.000 gp 
Lvl l 5 +3 25,000 gp 
Lvl 20 +4 125.000 gp 
Implement (Staff) 

Lvl 25 +5 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 force damage per plus 

625,000 gp 
3,1 25,000 gp 

Property: When you hit at least three targets with a close 
attack power using this staff. you gain combat advantage 
on your next attack before the end of your next tum. 

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

('HAl'TEH 1 Mayi c Items 

111is pnl(' wood stnff is topped wi1h a moonstone sphen•. /1 
lwm1s lycmithropes wirh radinnt ener8)~ 

Lvl 7 +2 2,600 gp Lvl 22 +5 325,000 gp 
Lvl 12 ·t 3 1 3,000 gp Lvl 27 +6 1,625,000 gp 
Lvl 17 +4 65,000 gp 
Implement (Staff) 
Enhancement: Attack rolls and damage rolls 
Critical: ~ 1 d6 radiant damage per plus 
Property: Treat this staff as silvered (Player's Handbook, page 

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

Power (Daily): Free Action. Trigger: You hit an enemy with 
an arcane radiant power and deal damage to it using lhis 
staff. Effect: That enemy takes extra radiant damage equal 
to 5 + the staff"s enhancement bonus. 

Tliis maho8a11y staff enJs l11 a cor11plex series of precisely 
w•Blcd hrnds. 

Lvl 18 +4 85.000 gp Lvl 28 +6 2,125,000 gp 
Lvl 23 +5 425.000 gp 
Implement (Staff) 
Enhancement: Attack rolls and damage rolls 
Critical: +ld6 damage per plus 
Power (Daily): Free Action. Tria9er: You use an arcane area 

burst attack power through this staff. Effect: The attack 
becomes an area wall in a number or squares equal LO 

the burst's size + 5 (for example. an area burst 2 wiihin 
20 becomes an area wall 7 within 20). The wall is 2 
squares high. This effect doesn't change the duration or 
other attributes of the power. 

Tlte alowi111J symbol of a dei1y resrs mop this nu~esr ic s11!fJ 

Lvl 2 +1 520 gp Lvl 17 +4 65,000 gp 
Lvl 7 +2 2,600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 -'-6 1,625,000 gp 
Implement (Staff) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 
Property: Divine characters can use this staff as a holy 

symbol implement for divine powers. 

With 1hc nicl of 1l1is iron sw.ff. your hralina nrtifices nlso rouah· 
en your olly's skin. makina ir resisl1111t ro tlama9e. 

Lvl 4 -t 1 840 gp Lvl 19 +4 
lvl 9 +2 4,200 gp Lvl 24 +5 
Lvl 14 +3 21,000gp Lvl29 +6 
Implement (Staff) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

105.000 gp 
525,000 gp 

2,625,000 gp 

Property: When you use your Healing Infusion class rcature 
on an ally, that ally gains resistance to all damage equal 
to the staff's enhancement bonus until the end of your 
next turn. 

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



This suel-omy woode11 s1<1Jf tm114orms i1110 11 ,;1eel html \l'ood 
en da8lJl'r on comnwnd. 

Lvl 2 +1 520 gp 
lvl 7 + 2 2,600 gp 
Lvl 12 +3 13,000 gp 
Implement (Sta ff) 

Lvl 17 +4 
Lvl 21 +5 
Lvl 27 ~6 

Enhancement: Attack ro lls and damage ro lls 

65.000gp 
325.000 gp 

1.625,000 gp 

Critical: +1 d6 damage per p lus. or +1 dl 2 damage per plus 
when used as a melee weapon 

Power (At-Will): Minor Action. You transform this item 
from a staff In to a dagger o r from a dagger into a staff. 

vV/roever widds this blond yew staff wpicalizes 011 boil1 luck 
cmdskill. 

Lvl 23 +5 425,000 gp Lvl 28 +6 2,125,000 gp 
Implement (Staff) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, and you gain a cumulative 

+ 1 bonus (up to a maximum of the staff's enhancement 
bonus) to all defen~es each time you score a critical hit 
until the end of the encounter. 

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

This black ash srcijJ rn11 absorb some of your life force and turn 
ii into a pro1ec1fr1• aura. 

Lvl 3 +1 680 gp 
Lvl 8 +2 3.400 gp 
Lv l 13 + 3 1 7,000 gr 
Imple me nt (Staff) 

Lvl 18 4 
Lvl 23 +5 
Lvl 28 -6 

Enha ncement: Attack rolls and damage rolls 
Critica l: + 1 d6 damage per plus 

85.000 gp 
425.000 gp 

2,1 2 5,000 gp 

Power (Daily): Minor Action. You spend a healing surge 
but regain no hit points. Instead, you gain temporary hit 
points equal to twice your healing surge value. 

'l11c c1;1st11l eye c11op rhis d11s~1' birch sraJJrnhnnces spells th<U 
tai11ct the mind. 

Lvl 3 +1 680 gp 
Lvl 8 +2 3.400 gp 
lvl 13 + 3 17,000 gp 
Implement (Staff) 

Lvl 18 +4 
l vl 23 +5 
Lvl 28 +6 

Enhancemen t: Attack rolls and damage rolls 
Crit ical: + 1 d6 damage per plus 

85.000 gp 
425,000 gp 

2,1 2 5,000 gp 

Property: You gain a ·~ 1 item bonus to attack rolls with 
a rcane charm or sleep attack powers. 
Level 13 or 18: + 2 item bonus. 
Level 23 or 28: +3 item bonus. 

C ll ArT l-. H I I Muf1ic rrems 



STAFF OF SPELL 'BLAST1NG 
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 sought 
training in matters arcane. As the story goes, he found 
Tucius, a dark wizard who was amused by the idea of a 
spellcasting ogre and took Morgrale as an apprentice. In 
t ime, Tucius came to regret that decision. 

When Tucius had taught the ogre all he cared to, he 
sent Morgrale away. Soon, the ogre became a lieutenant 
for an oni warlord, establishing a reputation as a mighty 
combat leader. A staff of his own invention became a 
symbol of fear among his enemies, for he was equally 
adept at calling down magical fire as he was at leaping 
Into melee and blasting foes up close. 

When Morgrale's master commanded him to conquer 
Tuclus'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 warrio rs. He reproduced his magic 
staff and granted copies to his underlings, sending them 
out to pillage and subjugate others In his name. 
Mor~le's Grasp: Nearby ogres have come under the 

command of an oni mage carrying a standard of Morgrale. 
They're invading their neighbors In the name of their 
master. There are too many ogres to turn away: only 
taking the fight to Morgrale, who still keeps the original 
staff of spell blastina. will end his ambitions. 

Vengeance Before Death: The wizard Gharl teba n 
the Betrayer got his nickname fro m t urning 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 Anal defeat before he is no 
longer able to appreciate It fully. He's looking for others 
to accomplish this task and is offering his rtaff of spell 
b/astina in exchange. 

11 

Bound in silvc.>r. 1his p!llished 1111le 1'1111 staff vio/erub' clu11111eb 
CITf1llll' enera1: 

Lvl 14 + 3 21.000 gp 
Lvl 19 ~4 105.000 gp 
Implement (Staff) 

Lvl 24 +5 
Lvl 29 ~6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

525,000 gp 
2.625.000 gp 

Property: When you use an arcane ranged or area attack 
rower through this staff. you don'( provoke opportunity 
attacks from enemies adjacent to you that are targeteJ by 
the attack. 

Power (Daily): Free Action. Trl89er: You use an at·will 
arcane ranged attack power. Effect; The attack becomes a 
close blast 3 inS1ead. 

C 11 A f' I I ll I M "8 I c l t em> 

TI1i' c1lul>11srC'r staff b toppccl with 11 .lril) 's symbol for 1li1M' ll'fto 
con~iJer tlwir po11'1'n le> be t1,11ift fro111 tl1rir 8od. 

Lvl 8 +2 3.400 gp lvl 23 +5 425,000 gp 
Lvl 13 +3 17,000 gp Lvl 28 +6 2,125,000 gp 
Lvl 18 ..-4 85,000 gp 
Implement (Staff) 
Prerequisite: You must have the Initiate of the Faith feat. 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Da lly • Divine, Healing): Minor Action. As the 

cleric's healiny word power (Player's Handbook. page 62). 

111is_{i·atl11:r·li9ln s1c1Jf of d11111h Cl')>t,1l 11llows _l<lu to com mu ml 
tli1· ttir. 

Lvl 5 + 1 1.000 gp 
Lvl 10 -2 5,000 gp 
Lvl 1 S +3 25,000 gp 
Implement (Staff) 

Lvl 20 "-4 
Lvl 25 ..-5 
Lvl 30 +6 

Enhancement: Auack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

125.000 gp 
625.000 gp 

3,1 2 5,000 gp 

Power (Dally): Minor Action. Make an attack: Close blast 
S: ta rgets each creature in b last: Intelligence or Charisma 
vs. Fortitude; on a hit, the target is pushed a number of 
squares equal 10 the enhancement bonus of the staff and 
knocked prone. 

This h11wtliorn St•!lf ls cnwt11'(•1I Willi 1lir illlOlJCS of cfo:l'll\ of 
tl!l(crent cro'ulurc~. 

Lvl 7 + 2 2,600 gp 
Lvl I 2 + 3 13.000 gp 
Lvl 17 +4 65.000 gp 
Implement (Staff) 

Lvl 22 t-5 
Lvl 27 +6 

Enhancement: Attack roll~ and damage rolls 

325.000 gp 
1.625.000 gp 

Critical: + 1 d6 dJmage per plus, or + 1dl0 damage per plu~ 
ff a creature you summoned scored the critical hit 

Property: When an enemy attacks a creature you 
summoned and misses, you or an ally within 5 squares of 
the summoned creature gains temporary hit poinh equal 
lo 5 + the staff's enh:rnccment bonus. 

Power (Da ily): Immediate Interrupt. Tri89er. An enemy hits 
a creature you summoned. Effect: The triggering enemy 
rerolls the attack roll and must use the second result. 

. I 

I hi.; wri1l1ln9 stt!f(b ro111110w1I of 1hi111•ino tl1111 ro1»t1111tl_l 
Jfourisl1 <111d witl11.>r. 

Lvl2 1 520gp 
Lvl 7 + 2 2,600 gp 
lvl 12 +3 13,000 gp 
Implement (Staff) 

Lvl 17 +4 
Lvl 22 5 
Lv127 16 

Enhancement: Att;ick rolls and damage rolls 
Critical: +1 d8 damage p!!r plus 

65.000 gp 
325.000 gp 

1.625,000 gp 

Property: Primal characters can use this staff as a totem 
Implement for primal powers. 



---·--·~·-·--·-·-·--· ---·--·---·-
TOMES ~ 

Secrers are bound witlri11 these puJ]eS tl1ut only the true 
masters of 11111J)iC con know. 

Most tomes conla in one or more wjzard spells. oflcn 
supplemc-nlcd by i11 for111ation on improving the 
spells' cffcc:t iv<:>nec;c;. You ca n·t make mckc attacks 
wilh a tome. 

lfyo11 arc a member ora clas~ that can wield a tome 
as an implement, you can add the tome's enhance· 
mcnt bonus to the attack rol ls and the damage rolls 
of implement powers from 1 hat class thal you use 
through the to11 1c. and you can use its properties and 
powers. Mc111bcrs of ot her dasscs gain no benefit from 
wield ing a tome. 

The do1h co1•cr of tit is lorr1r is inscribed wi1h o rcpeo1in3 mazc­
like pattern. 

Lvl 28 ~ 6 2,1 25.000 gp 
Implement (Tome) 
Enhancement: Auack rolls and damage rolls 
Critical: .. 1 d6 psychic damage per plus 
Property: When you use the maze power through this tome, 

the target rolls twice when making Inte lligence checks 
to esc:.1pe the maze and can escape only if both checks 
succeed. 

Power (Daily): Free Action. You expend an unused wizard 
daily attack power of level 25 or highe r and gain the 
use of the maze power (Player's Handbook. page 168). 
The power is lost if you don't use il before the end of the 
encounter. 

/\II )'Our spells are written 011 these carJs. whose illusLrations 
clepirt )'Oii crushi119Joes 111it11 your pot em nrcane arsenal. 

Lvl 14 +3 21.000 gp Lvl 14 +5 525.000 gp 
Lvl 19 +4 105,000 gp Lvl 29 +6 2,625,000 gp 
Implement (Tome) 
Enhancement: Attack ro lls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: Wizards can use this tome as a spellbook. 
Property: When you prepare your arcane powers, you can 

choose one wizard daily attack power from your spellbook 
at random. You must prepare the randomly chosen power 
before you prepare any others. You gain a + 2 bonus to 
attack rolls wi th Lhat power until you take an extended rest. 

Power (Daily): Free Action. You choose a wizard daily 
attack power in your spe llbook that you didn't pre pare 
today and expend an unused wizard daily attack power 
of an equal or higher level. You gain the use of the cho­
sen power, with a + 2 bonus to attack rolls with that 
power, until the end of the encounte r. The power is lost if 
you don't use it before the end of the encounter. 

~I 

T/1is thi11 tome helps you unbind malJical creations. 

Lvl 7 +2 2.600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 13.000 gp Lvl 17 +6 1.625.000 gp 
Lvl 17 +4 65.000 gp 
Implement (Tome) 
Enhancement: Attack rolls and damage rolls 
Crit ical: + 1 d6 damage per plus 
Property: When you use the dispel ma9ic power through this 

tome, you can target two conjurations or zones instead 
of one, and you gain a +2 item bonus to attack rolls to 
destroy them. 

Power (Da ily): Free Action. You expend an unused wizard 
utility power of level 6 or highe r and gain the use of the 
dispel maaic power (Player's Handbook. page 162). The 
power is lost if you don't use it before the end of the 
encounter. 

T/w cover o.f 1/iis tllicl1 tome appears to be maclefrom solid ice. 
It's cool to the touch lmi doe>11 "t 111dt. 

Lvl 18 +4 85,000 gp Lvl 18 +6 2,125,000 gp 
Lvl 23 +5 425.000 gp 
Implement (Tome) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 cold damage pe r plus 
Property: When you use the wall of ice power through 

this tome, the wall can be up to 1 5 squares long and 1 0 
squares high. 

Power (Daily): Free Action. You expend an unused wizard 
ut ility power of level 1 5 or higher and gain the use of 
the wall of ice power (Player's Handbook. page 165). 
The power is lost if you don' t use it before the end of the 
encounter. 

DECK OF SPELLS 
Although wizards have a reputation for being ponder­
ous and analytical, not all of them are sensible or sane. 
Amproemus was one most kindly described as eccentric, 
and his invent ions are a testament to the best and worst 
traits of humanity. His deck of spells can bestow great 
power on a wie lder, but it can't be controlled. 

No authoritative story tells how the deck came to be. 
Some say that Amproemus meant to create a spellbook 
that let its user cast spells more often and that random· 
ness was a side effect, while others claim the item was the 
product of a deranged mind. A few believe Amproemus 
simply lost a bet. 

The Unassuming Dede There are many decks of spells 
in the world. and not all a re possessed by wizards. In fact, 
someone who doesn't understand arcane magic might be 
using one simply as an ornate deck for card games. Gam­
blers swear by them as ''lucky decks"-some might give 
them up for money, but a superstitious gambler might 
demand a contest ofThree-Dra9on Ante or another game 
of chance. 

C H /\ l'T t l{ I I Ma1Jic Ttertts 



.. 
This I011H' is cove,.ed in W<!bs ir ifcsted by myriad tin)' spider> thor 
swarm 01•er your l1t1ncls bui 1te1•er bite. 

lvl 8 +2 3,400 gp 
Lvl 13 + 3 17,000 gp 
Lvl 18 +4 BS.000 gp 
Implement (Tome) 

lvl 23 1 S 
Lvl 28 +6 

Enhancement Attack rolls and damage rolls 
Crit ical: + 1 d6 damage per plus 

425,000 gp 
2,125,000 gp 

Property: When you use the web power through th is tome, 
any creature that ends its move in the lone of 1111ebs is 
restrained instead of immobilized. 

Power (Daily): Free Accion. You expend an unused wizard 
utility power of level 5 or higher and gain the use of the 
web power (Player's Handbook, page 161 ). The power is 
lost if you don't use it before the end of the encounter. 

Aj 

This tome's cowr is inscribed with a slti111111rri1111 silwr sword. 

Lvl 13 +3 17,000 gp Lvl 23 +5 425.000 gp 
Lvl 18 I 4 85.000 gp Lvl 28 +6 2,125.000 gp 
Implement (Tome) 
Enhancement: Attack rolls and damage rolls 
Critical: ~ 1 d6 force damage per plus 
Property: When you use the Mordenkoinen's sword power 

through this tome, the sword deals extra force damage 
equal to the tome's enhancement bonus. 

Power (Daily): Free Action. You expend an unused wizard 
utili ty power of level 9 or higher and gain the use of the 
Mordenkainen's sword power (Player's Handbook, page 
1 63). 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 w ith 
alchemical substances. These tomes e nhance the creation 
of magical webs and are highly prized among wizards. 

Gossamer tomes have become a sym bol of the Venom 
Tongue, a cabal of mostly drow w izards who transform 
the ir bodies into vessels through dark rituals. Their pre­
served flesh hosts swarms of grotesque, b lood-gorged 
spiders. 

Web Weaver Contest: A local wizard's gu ild is holding 
an annual competition to determine who can make best 
use of the web spell. Competitors might create webs to 
t rap rats, to confine other contestants in a maze, or s imply 
to su pport the most weight. The winner receives a 805-

samer tome stolen from the drow (who might want to get 
it back). 

Drow Bandits: Som e Venom Tongue d row have been 
raiding shipments traveling between towns that lie above 
a d row 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. 

CH APT.ER 1 I M a9ic I tems 

Tliisjet bla.ck tome is inset with several motm~tones and mdi· 
arcs power. 

lvl 9 + 2 4,200 gp 
Lvl14 +3 21,000gp 
Lvl 19 +4 105,000 gp 
Implement (Tome) 

lvl 2'1 -.'> 
Lvl 29 +6 

Enhancement: Attack rolls and damage roll.s 
Critical: + 1 d6 force damage per plus 

.'>25.000 gp 
2,625,000 gp 

Property: When you use a wizard force power through 
this tome that attacks Reflex, you can choose to have the 
power attack Fortitude instead. 

Property: This tome contains two wizard da ily force 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 spc ilbook. 

Power (Daily): Free Action. 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. The power is lost if you don't use it before 
the end of the encounter. 

I I 

)'our s11 mmo11ecl rrl'atures ure more cluml1/e wlie11 ,m11 wield tl1is 
leatlier bo1111d 1or11e. 

Lvl14 +3 21,000gp 
Lvl 19 +4 105,000 gp 
Implement (Tome) 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

525.000 gp 
2,625,000 gp 

Property: When you hit with a wizard attack power using 
this tome, a creature you summoned gains temporary hit 
points equal to 2 ~ the tome's enhancement bonus. 

Power (Daily): Free Action. Tri99er. You use a wizard sum­
moning power. Effect: A creature you summoned gains 
a+ 2 power bonus to a ll defenses until the end of the 
encounter or until the creature is dismissed. 

Sparks leap behl'l'm lhe covers of this copper·bouncl 1ome. 

Lvl 4 + 1 840 gp Lvl 19 +4 105,000 gp 
Lvl 9 +2 4,200 gp Lv( 24 +5 525,000 gp 
Lvl 14 1-3 21.000 gp Lvl 29 16 2,625,000 gp 
Implement (Tome) 
Enhancement: Attack rolls and dama[W rolk 
Critical:+ 1 d6 lightning damage per plus 
Property: When you use a wiLard lightning attack power 

through this tome, you can score a critical hit on a roll of 
19- 20. 

Property: This tome contains two wizard daily lightning 
powers. Both powers must be of a level equal lo 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 spcllbook. 

Power (Daily): Free Action. 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. The power is lost if you don't use it before 
the end of the encounter. 



niis snc1keski11-bound tome 9i\'es off 11 sli9lrt aerie/ sce11t 

Lvl 24 +5 525,000 gp Lvl 19 +6 2,625,000 gp 
Implement (Tome) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 poison damage per plus 
Property: When you use the cloudkil/ power through this 

tome, you can move the cloud 3 squares as part of the 
minor action to sustain the power. 

Power (Daily): Free Action. You expend an unused wizard 
utility power of level 19 or higher and gain the use of the 
cloudkill power (Player's Handbook, page 166). The power 
ls lost if you don't use it before the end of the encounter. 

---·-·-·---·-·--·-·----·--w-•-•-

TOTEMS ~ 

Co119or bone, python hide, 111ercwo!f toes- und cleadjoes. 

J\ totem is a short length of wood or bone carved to 
resemble patron spirits, which arc generally ancestors 
or animals. Strip<> of hides. teeth . c;mall bones. and 
the like hang from one end. The symbolism of the 
carved image. combined w ith the attached items, give 
the totem its power. You can't make mclce attacks 
with a totem. 

Ir you arc a member of a class that can w icld a 
totem as nn implement, you ca n add the totem's 
enhancement bon us lo lJ1e attac k rolls an d the 
damage rolls of implement power'> from that class 
that you use through the totem, and you can use its 
properties anc.I powers . .\!embers of other classes gain 
no benefit from wielding a totem. 

\'our spirit compm1iot1 draws power ji-0111 this jaw eel scone ro 
1em w become as unstoppable crs r1 lrmrlslide. 

Lvl 19 +4 105,000 gp Lvl 29 +6 2,625,000 gp 
lvl 24 +5 525,000 gp 
Implement (Totem) 
Enhancement: Attack 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 (Oaily): Free Action. TriBiJer; You hil with an attack 
through your spirit companion using this totem. Effect: 
Each enemy adjacent to your spirit companion is slowed 
until the end of your next turn. 

nliS IOIClll is carved from a petrified heCtrl. which bears when 
rlre wrem is close ro wounded prer 
Lvl 5 +1 1,000 gp Lvl 20 +4 
Lvl 10 1-2 5,000 gp Lvl 25 +5 
Lvl 15 +3 25,000 gp Lvl 30 +6 
Implement (Totem) 
Enhancement: Attack rolls and damage ro lls 

125,000 gp 
625,000 gp 

3.1 25,000 gp 

Critical:+ 1 d6 damage per plus, or +1d10 damage per plus 
against a bloodied ta rget 

Property: You gain a +1 bonus to allack rolls using this 
totem against bloodied creatures. 

\ Vlte11 Y<•u arasp this boars tusk. your lwm races wilh Jere.ti 
excitement 1111d you throw yourse!f lte11 rflo11a 11110 banle. 

Lvl 3 +1 680 gp Lvl 1 8 +4 85,000 gp 
Lvl 8 I 2 3,400 gp lvl 23 +5 425,000 gp 
Lvl 13 +3 17,000 gp lvl18 I 6 2.125,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical:+ 1 d6 damage per plus 
Property: When charging while you are in beast form, you 

gain a + 1 bonus to speed. 
Power (Daily): Free Action. Tri98Cr: You hit an enemy with 

a charge attack using this totem while you are in beast 
form. Effect: You push that enemy 1 square and can shift 
into the space it vacated. 

\•\fit11 I his krwited serpent totem crnfted of bronzewood. you CCI n 
1Jrarrt your spirit compc111io11 crn nspect ~f tl1e \i\lorld Serpent 

Lvl 13 +3 17,000 gp Lvl 23 +5 425,000 gp 
Lvl 18 t 4 85,000 gp Lvl 28 +6 2,125,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Daily): Free Action. TriBiJer: You hit an enemy with 

the spiri t's fo119s power (Plcryer's Handbook 2, page 120) 
using this totem. Effect: That enemy ls grabbed by your 
spirit companion. When the enemy attempts to escape 
the grab, you can have it make the Acrobatics check 
or Athletics check against your Will instead of your 
Fortitude or Reftex. 

As you 11nder90 the transjormcrrion irrto beas1jor111. your body 
8rows l11r3er. heavier. cuulfar more cfon9ero11$. 

Lvl 10 +2 5,000 gp Lvl 25 +5 625,000 gp 
Lvl 15 +3 25,000 gp Lvl 30 +6 3,125,000 gp 
Lvl 20 +4 125,000 gp 
Im plement (Totem) 
Enhancement: Attack ro lls and damage ro lls 
Critical: + 1 d6 damage pe r plus 
Power (Daily): Free Action. Tri99er: You use your wild shape 

power (Player's Handbook 2, page 84) to assume your 
beast form. Effect: While you are in beast form. your size 
is Large, and you gain a power bonus to damage rolls 
using beast form powers through th is totem equal to the 
totem's enhancement bonus. 

C l-J AP' t l;.R 1 I Mnoic Ite m s 



Attacks with this rouah-hewn stone toiern pack a powe1ful 
pmicli. 

Lvl 7 +2 2,600 gp 
Lvl 1 2 +3 13,000 gp 
Lvl 1 7 +4 65,000 gp 
Implement (Totem) 

Lvl 22 +5 
Lvl 27 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

325,000 gp 
1,625,000 gp 

Property: When you use a primal attack power through this 
totem that pushes or slides a creature or knocks a creature 
prone, you deal l d6 extra damage tc> each creature that 
was pushed, slid, or knocked prone. 
Level 17, 22, or 27: 2d6 extra damage. 

This totem is infused witlr venom extracted from corm pt prcclci­
tors of the swamp. 

Lvl 3 + l 680 gp 
Lvl 8 + 2 3,400 gp 
Lvl 13 +3 17,000 gp 
Implement (Totem) 

Lvl 18 +4 
Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 
Critical: . 1 d6 poison damage per plus 

85,000 gp 
425.000 gp 

2,1 2 5,000 gp 

Power (Daily + Poison): Free Action. The next time you 
use a primal attack power through this totem during this 
turn, each creature hit by the attack takes ongoing 5 poi­
son damage (save ends). 
Level 13 or 18: Ongoing 10 poison damage (save ends). 
Level 23 or 28: Ongoing 1 5 poison damage (save ends). 

A co11stantbr smolderi1tl) mote ofjfome dangle?sfrom this to1c111 
and infuses _yorr r cvocu!ions wirli fie1:v powet: 

Lvl 10 +2 5,000 gp Lvl 25 +5 625,000 gp 
Lvl 15 +3 25,000 gp Lvl 30 +6 3.125.000 gp 
Lvl 20 +4 125,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 fire 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 creature takes 1 d6 extra fire damage. 

Power (Daily + Fire): Free Action. The next time you use 
a primal attack power through this totem during this 
turn, each creature hit by the attack takes ongoing S fire 
damage (save ends). 
Level 15 or 20: Ongoing 10 fire damage (save ends). 
Level 25 or 30: Ongoing 1 S fire damage (save ends). 

This black iron rod, bound with bear.fur, empowers your spirit 
companion to bolster nearby nllics. 

Lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl13 t 3 17,000gp Lvl28 +6 2,125,000gp 
Lvl 18 +4 85,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Daily): Minor Action. Until the end of your next 

turn, any ally gains a + 2 bonus to all defenses while adja­
cent to your spirit companion. 

C U A P TE !l I I Mani c Tt e ms 

While you're armed with tlris 9reen wood totem, your group 
eryoys 5reat vitality even in the face of deadly ad1·ersil:)'. 

Lvl 13 +3 17,000 gp Lvl13 +5 425,000 gp 
Lvl 18 +4 85,000 gp Lvl 28 +6 2,125,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical:+ 1 d6 damage per plus 
Property: When you hit with a primal attack power using 

this totem, you or any ally adjacent to you who spends 
a healing surge before the end of your next turn regains 
additional hit points equal to the totem's enhancement 
bonus. 

Nine Furies Totem'' - -· -, .· · , l,e~~f"16+ ' 

This totem is crafted of /Jorn, wood, and sinew. It jlares with 
power as warrior spirits invifJOrate your comrades in halLle. 

Lvl 20 +4 125,000 gp Lvl 30 +6 3,125,000 gp 
Lvl 25 +5 625,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: When you grant temporary hit points to your 

allies with a shaman power. one ally gains additional 
temporary hit points equal to the totem's enhancement 
bonus. 

Power (Daily): Immediate Reaction. TriBaer: An ally you 
can see becomes bloodied. Effect: Each ally you can see 
gains temporary hit points equal to twice the totem's 
enhancement bonus. These temporary hit points stack 
with any existing temporary hit points. 

TOTEM OF NEW BEG1NN1NGS 
Civilization's bones litter the world: crumbling cities, 
fallen towers, and moss-covered stones that were once 
statues celebrating mighty heroes. Nature eventually 
reclaims the resources that mortals have stolen, and 
something new always arises from the wreckage of the 
old. This is life's cycle. New growth and new possibilities 
can exist only through death. 

A totem of new beainninas draws power from this natu­
ral rhythm. In a wielder's hand, the totem briefly spurs 
innovation and creativity, those sensations withering soon 
after they bloom. Experienced wielders learn to harness 
this ebb and flow to channel primal energy at the right 
moment. 

Returning Home: As a unique event, a hero might 
discover a totem of new be8innin8s growing in a hard-to­
reach location associated with his or her previous life. For 
instance, if a hero lived for several years in an urban or 
built-up area that has since been reclaimed by the wilder­
ness, especially as a consequence of war or a battle with 
primal powers, that hero might stumble upon a living 
branch that can function as a totem of new be9inninas 
while returning to visit the ruined homeland. Perhaps 
it's growing from a ruined doorframe of an old home or 
at the grave of the hero's parents. 



C11n·ed i11 die shape of c1 pan1her uncl ad1111wd 111i1h.f1111n>. rhis 
101c111 ora1us ils 11ser feline stealth. 

Lvl 9 +2 4.200 lW lvl 24 +5 525.000 gp 
Lvl 14 +3 21,000 gp Lvl 29 +6 2.625,000 gp 
Lvl 19 +4 105,000 gp 
Implement {Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: +11.16 damage per plus, or 11d10 damage per plus 

against a target granting combat advantage to you 
Power (Daily + Illusion): Minor Action. Until the end of 

your next turn, you are invisible to enemies more than 5 
squares away from you. 

Frstoorwd with talons. claws, and fa118S, this 1011'111 mnkl's your 
alla(ks i11 benst form more dm13erous. 

Lvl 14 + 3 21,000 gp Lvl 24 t 5 52 5,000 gp 
Lvl 19 +4 105,000 gp Lvl 29 +6 2,625.000 gp 
Implement {Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, or +1 d8 damage per plus 

while you are in beast form 
Property: When you use a beast form attack power through 

this totem. you can score a critical hit on a roll of 19-20. 

N1N£ FUR1£S 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, a catastrophic 
dragon of great age and power. As the dragon neared, the 
Furies' peoples fled into the mountains, depending on 
their champions to buy them time to escape. 

For nine days and nights the Furies fought the 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 dragon's 
skull. The cruel voice of the dragon was silenced forever. 

A Nine Furies totem captures the noble deeds of these 
mighty champions. Each totem contains the essence of one 
Fury, and on moonless nights its wielder might just spy a 
spectral hero and dragon battling in the sky. Tilose who bran­
dish one of these totems in battle can draw on a measure of 
that fabled power to aid them against superior foes. 

The Centaurs' Secrets: Some sages believe that the 
centaurs were the first to craft these totems and that they 
alone know the method of their manufacture. To acquire 
such an item, a hero must seek out a tribe of centaurs and 
prove his or her worth by defeating a dragon in battle. Suc­
cess earns not only a Nine Furies totem, but also the potential 
to unearth other long-guarded secrets and forgotten lore. 

Ninth Fury: Conventional legend holds that all the 
champions perished, but some tales suggest that the 
ninth survived and might live still. If she can be found, 
she might grant her totem to a worthy bearer. 

Ce1rve1lfrorn the aree1t claw of a clire benr. this rote111 arowls like 
tlrnt rninhty beast when you char111cl primer! power 1hro118lt it 

Lvl 2 +1 520 gp Lvl 17 +4 65,000 gp 
Lvl7 +2 2,600gp lvl22 +5 325,000gp 
Lvl 12 +3 13,000 gp Lvl 27 t 6 1,625,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: +1 d6 damage per plus 
Power (Daily): Free Action. Tri9Ber: You hit an enemy with 

a primal attack power using this totem. Effect: You knock 
the enemy prone. 

•I 

\\'hen you w<ll"e 1his totem. decora1ed wirl1 dried herbs. liealina 
li9ht s1rc11111s from your :>pirit rnmpa11io11 inro )"1>1ir allies. 

Lvl10 +2 S,OOOgp lvl25 1·5 625,000gp 
lvl IS +3 25,000 gp lvl 30 +6 3,125.000 gp 
lvl 20 +4 125,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage ro lls 
Critical: + 1 d6 damage per plus, and one ally you can see 

within 1 0 squares of you can spend a healing surge. 
Power (Daily): Free Adion. Trin8er: You hil with a primal 

attack power using this totem. Effect: Each ally within 2 
squares of you or your spirit companion makes a saving 
throw with a power bonus equal to the totem's enhance­
ment bonus. 

This bonr totem wadually cl111n9es color in your lurnrls. slr.ifci118 
fi0111 IJl'Cl'rt to IJIU)' (0 lilnfk lu n1,;c11 11,~JUill. 

Lvl ·14 ~ 3 21,000 gp 
lvl 19 +4 105,000 gp 
Implement (Totem) 

lvl 24 +5 
lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: t 1 d6 damage per plus 

525,000 gp 
2,625,000 gp 

Power (Daily): No Action. TriBBer: You use a primal daily 
attack power through this totem and miss all targets. 
Effect: One ally within 5 squares of you regains the use 
of an expended encounter power of the totem's level 
or lowe1: 

• f 

Cnrwcl i11 the for111 of n yc1w11i11a lnt1st. 1/tis towrn rou5es your 
spirit compa111011 n8niust opponems 1he1r draw your arrentiotL 

Lvl 13 - 3 17,000gp lvl 23 +5 425.000gp 
lvl 18 -4 85,000 gp Lvl 28 +6 2,125,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, or +1d10 damage per plus 

while you're bloodied 
Power (Daily): Free Action. Tri9ner: You hit an enemy with 

your spirit's shield power (Player's Handbook 2, page 121 ). 
Effect: That enemy grants combat advantage until the end 
of your next turn. 

Cll A l)'l'E K I I M a9ic It e m :; 
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1\,Joisture co11ti111mllt• bends ewer 1he conch shell that forms this 
rotem ctnd rhen cv11porn1es, r~f1ecrir1y the tides in wl;ich i i once 
liwd. 

Lvl 15 +3 25.000 gp 
Lvl 20 .,.4 125.000 gp 
Implement (Tote m) 

Lvl 25 +5 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 

625,000 gp 
3.125,000 gp 

Critical: + 1 d6 damage per plus, and you push the target 1 
square per plus. 

Property: When you push a creature with a primal attack 
power using this totem, the distance of the push increases 
by 1 square. 

Power (Daily): Free Action. Triaaer: You push an enemy 
with a primal attack power using this totem. Effect That 
enemy grants combat advantage until the end of your 
next turn. 

fhis totem. CO\'ered in 0111/feothers cmd wlons,9ran1:;you rite 
ferocity of ti /mnrin9 lrirrl aHctinsl weaken eel prey 

Lvl 12 +3 13.000 gp Lvl 22 +S 325,000 gp 
Lvl 17 +4 65,000 gp Lvl 27 +6 1.625,000 gp 
Implement (Tote m) 
Enhancement Attack rolls and damage ro lls 
Critical: + 1 d6 damage per plus 
Property: Creatures taking ongoing damage grant combat 

advantage to you. 

TOTEM OF THE N1GHT 
The Endless Swamp is so large amJ 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 cf the ni8hl are made of cypress wood, 
the druids and shamans of the Circle claim that they're 
actua lly the bodies of bats that live deep within the End­
less Swamp. According to this tale, a bat sometimes flies 
too high during daylight and breaks through the thick 
canopy. When touched by the rays of the sun, it turns 
to wood and falls to the swamp floor, where its body is 

harvested to create one 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 number of shamans and druids, collecting each victim's 
totem of the ni8ht as a trophy of the kill. The Circle has 
asked for assistance in destroying the hags. 

Nightheart Cave: This grotto lies near the edge of 
the Endless Swamp. Within is the Heart of Night, a black 
flame that must be extinguished on each winter solstice 
to prevent the opening of a permanent portal Into the 
Shadowfell. It Is taboo for members of the Circle of t he 
Bat to enter the Nightheart Cave, so they must seek a 
champion from outside their order to perform this task. 
The Circle is willing to arm that champion with a totem 
of the ni8ht. 

Totem of tl1e niJJlit 

This totem ofb/11ckened wood is sht1ped like u stylizrcl but unrl 
allows you ro pierce tire l'eil o.f ni9ht. 

Lvl 12 +3 13,000 gp Lvl 22 +S 325.000 gp 
Lvl 17 +4 65,000 gp Lvl 27 +6 1,625,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: You gain low-light vision. Ir you already have low­

light vision. you instead gain darkvision. 
Power (Daily): Minor Action. Until the end of your turn, 

your attacks using this totem ignore cover and conceal­
ment, but not superior cover or total concealment 



rlris lricleous bloodsrainetl to1e1t1 8or9es itself 011 tire life encrl{Y 
ofyou.r foes. 

Lvl 9 +2 4.200 gp 
Lvl 14 +3 21,000 gp 
Lvl 19 +4 105,000 gp 
Implement (Totem) 

Lvl 24 + 5 
l vl 29 +6 

Enhancement: Attack rolls and damage rolls 

525,000 gp 
2.625.000 gp 

Critical: + 1 d6 damage pe r plus, or+ 1d10 damage per plus 
against a target granting combat advantage to you 

Power {Daily): Free Action. Tri99er: You reduce an enemy 
to 0 hit points with a primal power using this totem. 
Effect: You take a move action. 

This iinarled branch. carl'ecl 10 look like a lrorn. chcrnnels the 
frenetic dance.' of revelina sa1yr spirib. 

Lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl 13 t 3 1 7,000 gp Lvl 28 +6 2,1 25,000 gp 
Lvl 18 +4 85,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: +1 d6 damage per plus 
Prope rty: When an ally regains hit points from a primal 

power used through this totem. he or she gains a + 1 bonus 
to speed unti l the end of his or her next turn. 

Power(Daily): Free Action. Tri99er: You hit. with a primal 
attack power using this totem. Effect: An ally you can 
see within 10 squares of you gains a + 1 power bonus to 
speed until the end of the encounter. 

llsecl by clescr1 -chvelli119 ce11taur tribes. this iolc111 slrnpecl Ji"vm 
s1111cls1011e >ummons rhe power of the ierril1le simoom. 

Lvl 15 +3 25,000 gp 
Lvl 20 +4 125,000 gp 
Implement (Totem) 

Lvl 25 +S 
lvl 30 +6 

Enhancement: Attack rolls and damage rolls 

625.000 gp 
3,125,000 gp 

Critical: + 1 d6 damage per plus. and the target takes 
ongoing 1 0 damage (save ends). 
Level 25 or 30: Ongoing 1 5 damage (save ends). 

Power (Daily): Standard Action. You push each creature 
that is ;idjacent to you 2 squares. Until the end of your 
next turn, you gain a +2 power bonus to all defenses 
against ranged and area attacks. 

1lu• rich wood c!ftlris totem is warm le> rlre touch. You can feel 
1/11• life of tlw world pu6i119 tf11·.1ut1h il. 

Lvl 20 +4 125,000 gp Lvl 30 +6 3.125,000 gp 
Lvl 25 +5 625,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: Each a lly within 3 squares of you gains 1 d6 

temporary hit points per plus (roll once and apply the 
result to each a lly). 

Power (Da ily): Free Action. Tri99er: You hit an enemy with 
a primal attack power using this totem. Effect: You or an 
ally within 3 squares of you makes a saving throw with a 
bonus equal to the totem's enhancement bonus. 

,\ sryliudfcrce rnrved into tlris 10re1111111i11111res wirlr 011 anwy 
srowl lo rebriff rhosc who harm your 111/ic;;. 

Lvl 2 +1 520 gp lvl 17 +4 
Lvl 7 +2 2,600 gp lvl 22 +5 
lvl 12 +3 13,000 gp Lvl 27 +6 
Implement (Totem) 
Enhancement: Attack rolls and damage ro lls 
Critical: + 1 d6 thunder damage per plus 

65,000 gp 
325.000 gp 

1,625,000 gp 

Power (Daily + Thunder): Immediate Reaction. Triaaer: 
An enemy hits your spirit companion or an ally within 5 
squares of you with a melee attack. Effect: The triggering 
enemy takes thunder damage equal to your Wisdom 
modifier. In addition, you push it a number of squares 
equal to the totem's enhancement bonus. 

Carved from a brimclicif\vime~flr rrec.'. !Ills tor cm clra1111cls rhe 
bitter cold of the runclra. 

Lvl 9 +2 4,200 gp 
Lvl 14 +3 21,000 gp 
lvl 19 +4 1 OS.000 gp 
Implement (Totem) 

Lvl 24 
Lvl 29 

15 
1-6 

525,000 gp 
2.625.000 gp 

Enhancement: Attack rolls and damage rolls 
Criti ca l: ~ 1 d6 cold damage per plus, and the target is 

slowed until the end of your next turn. 
Power (Daily): Free Action. Tri99er: You hit an enemy with 

a primal cold power using this totem. Effect: That enemy 
is immobilized and grants combat advantage {save ends). 

Irifust•d wllh the ra8c of c1 r1w11sw1d vicious be11s1s. this tolem 
m(l/.ies your spirit companion ir1ti111iclati11f) in bnttle. 

Lvl 8 +2 3,400 gp Lvl 23 +5 425.000 gp 
Lvl 13 3 17,000 gp Lvl 28 +6 2,125.000 gp 
Lvl 18 4 85,000 gp 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Crit ical: + 1 d6 damage per plus, or .,. 1d10 per plus with a 

primal spirit attack power 
Power (Daily): Minor Action. Until the end of the encoun­

ter, each enemy adjacent to your spirit companion takes 
a -2 penalty to attack ro lls. 

fhls charred torem 1vows hoc ro rhe touch n~ yC)ur en em)' erupts 
in l111119ry.flaml's. 

Lvl 4 +1 840 gp 
lvl 9 t 2 4.200 gp 
Lvl 14 +3 21,000 gp 
Implement (Totem) 

lvl 19 -+ 4 
Lvl 24 • 5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: 1·1 d6 fire damage per plus 

105,000 gp 
525,000 gp 

2,625.000 gp 

Property: You gain a +2 bonus to saving throws against 
ongoing fire damage. 

Power (Daily +- Fire): Free Action. Tri99er: You hit an 
enemy with a primal fire power using this totem. Effect 
Each enemy adjacent to you takes ongoing 5 fire damage 
(save ends). 
Level 14 or 19: Ongoing 10 fire damage (save ends). 
Leve/ 24 or 29: Ongoing 1 S fire damage (save ends). 
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'\.Vintenvoocl tvtem 

F11shioned from trees perpetunlly coated in primnlfrost, this 
totem is surrounded by a cloud of freezin8 mist. 

Lvl 4 + 1 840 gp Lvl 19 +4 
Lvl 9 +2 4,200 gp Lvl 24 +S 
Lvl 14 +3 21,000 gp Lvl 29 +6 
Implement (Totem) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 cold damage per plus 

105,000 gp 
525,000 gp 

2,625,000 gp 

Power (Daily): Free Action. Triaaer. You hit an enemy with 
a primal cold power using this totem and deal damage 
to it. Effect: That enemy gains vulnerable 3 cold un ti l the 
end of your next turn. 
Leve/ 14 or 19: Vulnerable 5 cold. 
Level 24 or 29: Vulnerable 10 cold. 

·---·--·--·--·--·-·--·-~---·-·-

WANDS ~ 

Wands only look like the/re too fraglle to ve deadly. 

\r\fands are often considered the most pop11 l<i r arca ne 
im plements because nearly a ll arcane heroes can use 
them. 

vVands are used to store spells, but they ca n a lso 
modify the spells cast through them. Perhaps lhe 
best aspect to these implements is their versatility, 
since they a llow a bard and a wizard, for example, to 
explore each other's magic. 

Except in rare cases, a wand is not large enough or 
strong enough to be used as a weapon. I I" a wand can 
!Unction as either a weapon o.r an implement that 
fact is noted in the item"s description. 

CHAPTER 1 I MC18ic lt em s 

If you are a member of a class that can wiekl 
a WClllU <lS an implement, you can adu l he warn.l's 
enhancement bonus to the attac k rolls and the 
damage rolls of implement powers from that class 
that you use through the wand, and you can use its 
properties and powers. Members of other classes gain 
no benefit from wielding a wand. 

You curse your.foe when you channel your spite throu9h this 
diirk yew wand. 

Lvl 14 +3 2 1,000 gp 
Lvl 19 +4 1 05,000 gp 
Implement (Wand) 

Lvl 24 +5 
lvl 29 +6 

Enhancement: Attack ro lls and damage ro lls 
Critical: + 1 d6 damage per plus 

525,000 gp 
2,625,000 gp 

Property: When you score a critical hi t with the unluck 
power using this wand, the target a lso takes a -2 penalty 
lo attack rolls, skill checks, ability checks, and saving 
throws (save ends). 

Power (Daily + Arcane, Implement, Necrotic): Standard 
Action. As the ba rd's unluck power (Player's Handbook 2, 
page 72). 

CURS1NG WAND 
This wand is cut from yew wood and stained black with 
the ashes of those who suffered accidental deaths. A 
string of curses crawls around the implement, spiraling 
toward its tip. Starting with large lettering in the lokharic 
script, the words gradually shrink until they can be seen 
only through close inspection. The curses themselves 
change with the reader, pinpointing the wielder's flaws, 
fears, and failures. 

The cursin9 wand originated in the hands of a jilted 
lover-a young minstrel spurned for another, younger 
woman. Her heart broken, she poured all her malice 
and hate into her wand, imbuing it with the darkest 
and most sjnister curses imaginable. With the imple­
ment complete, she hunted down her former paramour 
and put a curse on him that turned everything he 
touched to ash until the day he died under mysterious 
circumstances. 

The cursin9 wands found in the world today are 
reproductions of the original and, although potentially 
powerful in their own right, lack the full weight of the 
original creator's malevolence. Still, things have a way of 
going wrong when a cursina wand is present. 

Defeat the Renegade Minstrel: Zasterly, a middling 
performer of little talent, holds a town hostage, living 
as a lord and compelling the locals to leap to his every 
whim. Those who have refused have found themselves 
t he targets of his acid tongue and cruel spells delivered 
through a cursina wand. Over time, each of Zasterly's 
enemies has died in a lethal accident. The townsfolk are 
terrified of the minstrel and will pay someone well to 
remove him from power. 

>( 
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T/1 is aem·topped wand's fruailc appe11rc111 ce ue/i('S its SlrellfJfl1. 

lvl 4 + 1 840 gp Lvl 19 +4 'I 05,000 gp 
lvl 9 +2 4.200 gp Lvl 24 +5 525,000 gp 
lvl 14 +3 21.000 gp Lvl 29 +6 2.625,000 gp 
Implement (Wand) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: When you hit an enemy with an arcane force 

power using this wand, the next attack that hits that 
enemy deals 1 extra force damage. 
Level 14 or 19: 2 extra force damage. 
Level 24 or 29: 3 extra force da111dge. 

Power (Daily): Standard Action. As the artificer's spike wire 
power (fBERRON Player's Guide, page 4 8), which is re pro· 
duced below. 

Spike Wire Artificer Attack l 

You throw a bundle <if barlml wire rlwt bires /1110 )'(IUr enemy's 
flesh. dimJillB dvepcr and cleep1•r. 

Encounter + Arcane, Force, Implement 
Standard Action Ranged 1 0 
Target: One creature 
Attack: lntellig(~nce vs. Fortitude 
Hit 1d8 + Intell igence modifier force damage. Until the 

end of your next turn. any attack deals extra damage to 
the target equal to your Wisdom modifier. 

This pale wcuul harnesses jiile anti makes ii your sc•rvnnt. 

Lvl 9 ~2 4.200 gp lvl 24 +5 525.000 gp 
lvl 14 +3 21.000 gp lvl 29 +6 2.625,000 gp 
Lvl 19 +4 105,000 gp 
Implement (Wand) 
Enhanceme nt.: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: When you use an arcane power through this 

wand to grant yourself or an ally a bonus to saving throws 
and the saving throw roll is lower than this wand's 
enhancl:!ment bonus, you or the a lly can reroll the saving 
throw and use e ither result. 

Power (Daily): Standard Action. As the artificer's altered 
luck power (EnrRRON Player's Guide, page 49), which is 
reproduced below. 

Altered Luck Artificer Attack 3 

Yo1tr ma9ic l>lasrs cm enemy n11<I rran~fers its luck to tl nearby ally. 

Encounter + Arcane, Implement 
Standard Action Area burst 2 within 10 squares 
TargPt: One creature in burst 
Attack: Intell igence vs. Will 
Hit: 1 d6 + Intelligence modifier damage, and the target 

takes a -2 penalty to saving throws until the end of your 
next turn. 

Effect: One ally within the burst gains temporary hit points 
equal lo S + your Wisdom modifier and a + 2 bonus to an 
attack roll, a ~kill check, an ability check, or a saving throw 
before the end of your next turn. The ally can use the 
bonus after determining the result or a ro ll. 

This thick pry har does double duty as a wcuipo11 and <111 

implement. 

lvl 24 +5 525,000 gp Lvl 29 +6 2.625,000 gp 
Impleme nt (Wand) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: You gain an item bonus to Strength checks 

to break open doors or chests equal to the wand's 
enhanceme nt bonus. 

Property: This wand can be used as a melee weapon, 
functioning as a mace. You can add its enhancement bonus 
to the actack ro lls and damage rolls of melce weapon 
attacks. 

Power (Da ily): Minor Action. As the artificer's iron-hide 
infusion power (EBERRON Player's Guide, page 53), which is 
re produced below. 

Iron-Hide Infusion Artificer Utility 16 

You crus/1 a bit of iron in your hand, inf11si119 it with protccli,•e 
ma9ic. You rhcu CCl5t the dust onro _1'011r allies' armor. 

Encounter + Arcane 
Minor Actio n Close burst 5 
Target: You and each ally in burst 
Effect Each target gains a +4 bonus to AC until the end or 

your next turn. 

1RON WAND 
A thick length of iron easily mistaken for a pry bar, an 
iron wand is an unlikely implement. The wand's tip is a 
flattened wedge with a notch in the middle; its base is a 
hooked wedge ideal fo r prying open doors, chests, and 
just about anything e lse that needs opening. An iron wand 
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 fight on her 
behalf, an iron wand is an Invaluable accessory, useful for 
battering enemies and focus ing one's concentration when 
working with arcane magic. 

Defeat the Iron Mage: A warforged artificer known 
only as the Iron Mage wields an iron wand in battle to 
great effect. Surrounded by a legion of lesser warforged, 
golems, and other constructs, he resides in a great fortress 
in the heart of a blasted wilderness where nothing grows 
and the corpses of those who oppose him swell beneath 
ri mPrciless sun. Adventurers who defeat him can wrest 

control over his followers and his wand. 
Join the Forgesmiths: The Forgesmiths were the first 

artificers to fas hion iron wands. Shunned by their fe llows 
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. 
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Alasrer's wand of eyes of tlie vesti9e 

HAWTHORN WAND 
Where hawthorn grows, evil fears to tread. Favored by the 
fey spirits, hawthorn wood is reputed to be a great con­
duit for arcane energy-some of the best wands are made 
from this wood. A hawthorn wand is an 18-inch wand that 
tapers to a fine point. Varnic:hed to give the implement 
an amber finish, 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-Draaon Ante or receive a small 
windfall in coin or opportunity. The wand's true power, 
however, is to bend reality in its wielder's favor so that 
he or she can slip free from dire situations. 

Befriend the Green Sisters: The most famous makers 
of hawthorn wands are the Green Sisters, a small circle of 
dryads who dwell deep in the Western Wood. One who 
stumbles across the dryads are certain to find death, 
unless the hapless traveler sings a song that moves the 
trees themselves. If the singer succeeds, the dryads have 
been known to bestow a boon in the form of a hawthorn 
wand to the performer who so impressed them. 

Save the Famous Minstrel: Aloysius, a famous war­
rior and minstrel, is a bard of unequaled 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 find the legendary singer and bring 
him back to safety. The king has promised to bestow a 
hawthorn wand to whomever brings back the bard, or at 
least proof of his death. 

C HAPT FR J 1 Ma9i c hems 

This ebony wa11tl strikes your tnr,qers wirli clemsrori119 poll'('r. 

Lvl 4 ~ 1 840 gp Lvl 19 +4 105,000 gp 
Lvl 9 +2 4,200 gp Lvl 24 +5 525,000 gp 
Lvl 14 +3 21.000 gp Lvl 29 +6 2,625,000 gp 
Implement (Wand) 
Enhancement: At.tack rolls and damage rolls 
Critical: 11 d8 damage per plus 
Property: When you hit with the eyes of tlie vestiye power 

using this wand, the second creature can be within S 
squares of the target instead of 3 squares, and you gain a 
+1 bonus to your Warlock's Curse extra damage for that 
attack. 

Power (Encounter): Standard Action. As the warlock's eyes 
of the vesti9e power (Arcane Power, page 73), which is 
reproduced below. 

Eyes of the Ve~igi'r:~"'_:? -~---4 Warlock Attack 1 

\'our enemy's eyes 9low with 1111 efdritch /i«Jlir ns your vesli,(1 1! 
IL1ke.s liold crnd scour; that foe's mind 111l1ile you curse another 
11earbyfoe. 

At-Will + Arcane, Implement, Psychic; Varies 
Standard Action Ranged 10 
Target: One creature 
Attack: Constitution vs. Will 
Hit: 1 d6 + Constitution modifier psychic damage. Choose 

the target or a creature within 3 squares of the target 
and within the ta rget's line of sight. You place your 
Warlock's Curse on that creature; if the creature is al­
ready cursed by you, you can deal your Warlock's Curse 
extra damage to that creature instead of to the ta rget. 
Level 2 1: 2d6 + Constitution modifier psychic d.im;igc. 

\!Virlt fhls red palm wamL)'our pha11ro111s contil11H' ro horns) 
your erw111ies. 

Lvl 4 +1 840 gp 
Lvl 9 , 2 4,200 gp 
Lvl 14 +3 21,000gp 
Implement (Wand) 

Lvl 19 +4 
Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 

105,000 gp 
525,000 gp 

2,625.000 gp 

Property: After you hit an enemy with the illusory ambush 
power using this wand, when that enemy attacks while it's 
taking the penalty to attack rolls, it takes psychic damage 
equal to 3 + this wand's enhancement bonus. 

Power (Encounter): Standard Action. As the wizard's ii· 
lusory ambush power (Arcane Power. page 101 ), which is 
reproduced below. 

You creatl' an illusion of swirling srieccral assailcrnrs that swc1m1 
over yo11r enenrJ~ 

At-Will + Arcane, Illusion, Implement, Psychic 
Standard Action Ranged 10 
Target: One creature 
Attack: Inte lligence vs. Will 
Hit: 1 d6 + Intell igence modifier psychic damage, and the 

target takes a -2 penalty to attack rolls until the end of 
your next turn. 
Level 21: 2d6 + Intelligence modiner psychic damage. 



Di.111;1cr awaits those beouiled br this crooked l1ickcny wand. 

lvl 4 +1 840 &'P Lvl 19 +4 105,000 gp 
lvl 9 +2 4,200 gp Lvl 24 +S 525,000 gp 
lvl 14 +3 2 1,000 gp Lvl 29 +6 2,625,000 gp 
Implement (Wand) 
Enhancement: Attack rolls and damage rolls 
Critical: -.-1 d8 damage per plu.s 
Property: When you hit with the misdirected mark power 

using this wand, the ally that marked a target gains a + 1 
bonus to attack rolls against that target until the end of 
your next turn. 

Power (Encounter + Arcane, Implement): Standard 
Action. As the bard's misdirected mark power (Player's 
Handbook 2, page 68). 

\
11>11r illusory l1olrs bero11w more ominous witlr rhis ~1noky am­

brr wand. 

lvl4 +1 840gp 
lvl 9 +2 4,200 gp 
lvl 14 +3 21,000 gp 
Implement (Wand) 

Lvl 19 +4 
Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 

105,000 gp 
525,000 gp 

2,625,000 gp 

Property: When you hit an eniemy with the phantom bolt 
power using this wand. you c:an slide that enemy 1 extra 
square. 

Power(Encounter): Standard Action. As the wizard's 
phantom bolt power (Arcane Power, page 101 ), which is 
reproduced below. 

Rhantom Bolt Wizar Attack 1 

You wave your ham/, and your.foe sees a vo/1 of fire stre11kint1 
1owe1rd it. The ene111y dives e1wt1y from the imaaincd threat. 

At-Will + Arcane, Illusion, Implement, Psychic 
Standard Action Ranged 1 0 
Target: One creature 
Attack: Intelligence vs. Will 
Hit: ld8 + Inte lligence modifier psychic damage, and you 

slide the target 1 square. 
I.eve/ 21: 2d8 + Intelligence nnodifier psychic damage. 

llris ll'cmcl is especially deadly I<> creat:ures you lrm•cn'r !tanned 
yet. 

lvl 4 -'-1 84 0 gp 
Lvl 9 +2 4,200 gp 
Lvl '14 +3 21,000 gp 
Implement (Wand) 

Lvl 19 +4 
Lvl 24 1-5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 psychic damage per plus 

105,000 gp 
525,000 gp 

2,625,000 gp 

Property: When you hit an enemy at maximum hit points 
that is affected by your Warlock's Curse with the spiteful 
9lamor power using this wand, you deal an extra die of 
Warlock's Curse dnmngc to tlhat enemy. 

Power (Encounter): Stand;ird Action. As the warlock's 
spiteful alamor power (FORGOffEN REAU\IS Player's Guide, 
page 35), which is reproduced below. 

Spiteful Gla·m_os:_ , Warlock (Dark) Attack 1 

The mere siiJl1! of you is anarhemll to your enemy 

At-Will• Arcane, Implement, Psychic 
Standard Action Ranged 1 0 
Target: One creature 
Attack: Charisma vs. Will 
Hit: 1 d8 +Charisma modifier psychic damage. or 1 dl 2 + 

Charisma modifier psychic damage to a target at maxi· 
mum hit points. 
Level 21: 1d8 + Charisma modifier psychic damage, or 

2d12 + Charisma modifier psychic damage to a target 
at maximum hit points. 

Wielding this hackbm)' wancl sharpens your ro11911e c111d ho11t's 
your wit 

Lvl 4 +l 840 gp 
Lvl 9 +2 4,200 gp 
Lvl14 +3 21,000gp 
Implement (Wand) 

Lvl 19 +4 
Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 

105,000 gp 
525,000 gp 

2,625,000 gp 

Property: When you hit with the vicious mockery power 
using this wand. choose a different enemy within 2 
squares of the target. That enemy takes a penalty to attack 
rolls equal to your Intelligence modifier until the end of 
your next turn. 

Power {Encounter + Arcane, Charm, Implement, 
Psychic): Standard Action. As the bard's vicious mockery 
power (Player's Handbook 2, page 69). 

DlAMOND WAND 
A sparkling diamond the size of a human's thumb caps 
the base of this wand. The smooth holly wood tapers from 
the gemstone until it terminates at a slightly rounded tip. 
The gem glimmers with faint light when the wand focuses 
arcane energy, and shines brightly when used with a spell 
that creates and manipulates force. 

A cabal of artificers flrst created this wand as a means 
to focus their concentration when manipulating arcane 
energy into the solid material they called force. The dia­
mond aids in this process, helping the wand wielder adapt 
his or her magical creations to meet most circumstances 
on the battlefield. For this reason, diamond wands were 
valued among battlesmith artificers. 

Join an Artificer Guild: One of the best ways to 
acquire the implements of artificers is to join one of their 
societies. Artificers who gather into academies and labo­
ratories to combine their efforts sometimes provide items, 
such as diamond wands, to new members. The common 
test for admission is to create an item the group deems 
worthy of its respect. 

Trawl a Battlefield: Avyn Wastel, a gnome artificer of 
some fame, took part in the Battle of Nine Stars, a terrible 
conflict that laid waste to nearly a square mile of countryside. 
Waste! led a detachment ofwarmages against a host of hid­
eous creatures born from the nine fallen stars. Stopping the 
threat cost Avyn and his cohorts their lives, and their bodies 
were never recovered. The battlefield might still contain their 
weapons and gear, including Wastel 's diamond wand. 

C lli\l'J'l-:1{ 1 I1"1anic ltems 



You cM sir rink the size of yow· attack's area with !his wand. 
m11kin9 it more precise. 
Lvl 10 + 2 5,000 gp 
Lvl 15 +3 25,000 gp 
Lvl 20 +4 1 25,000 gp 
Implemen t (Wand) 

Lvl 25 +5 
Lvl 30 +6 

Enhanceme nt: Attack rolls and damage rolls 
Critica l: 1 d6 damage per plus 

625,000 gp 
3.125,000 gp 

Power (Encounter): Minor Action. The next a rea 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 + Arcane, Im plement, Lightning): Standard 
Action. As the wizard's shock sphere power (Player's 
Handbook, page 16 1 ). 

1l~ )'Our spell obli1erntes your enern)~ this Item')' juniper wand 
creates a slrirr1111erill[J proreclive shield. 

Lvl 4 + 1 840 gp Lvl 19 +4 
Lvl 9 +2 4,200 gp Lvl 24 ~s 

Lvl 14 + 3 21,000 gp Lvl 29 +6 
Impleme nt (Wand ) 
Enhanceme nt: Attack roll~ and damage rolls 
Critical: + 1 d6 damage per plus 

105.000 gp 
525.000 gp 

2,625,000 gp 

Property: When you score a critical hit with an art ificer 
attack power using this wand, you or one ally within S 
squares of you gains a + 2 bonus to AC until the end of your 
next turn. 

Power (Daily): Standard Action. As the artificer's shieldin9 
cube power (E6£RRON Player's Guide. page 48). which is 
reproduced below. 

Shielding Cube Artificer Attack 1 

fou direct <1 minute cube col'ered in rune> into the fmy. Al­
r/10u9h s11111ll. rhe cube rontoins a force 1/ia1 bashes foes crnJ 
slt ic!tls allies. 

Encounter + Arcane, Force, Implement 
Standard Action Ranged 1 0 
Target: One creature 
Attack: Intelligence vs. Renex 
Hit: 2d6 + Intell igence modifier force damage. 
Effect: Until the end of your next turn, any ally gains a + 1 

power bonus to AC while adjacent to the target. 

Chamis cnst d1roi.9h t11is rwinklirw Holden wand rei1d1 rlie most 
distant cif foes. 

Lvl 4 +1 840 gp 
Lvl 9 +2 4,200 gp 
Lvl 14 f 3 21.000 gp 
Implement (Wand) 

Lvl 19 --t·4 
Lvl 2'1 +S 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 
Critica l: + 1 d6 damage per plus 

105,000 gp 
525,000 gp 

2,625.000 gp 

Property: When you use a ranged arcane charm puw~r 
through this wand, the power's range increases by 2 
squares, and you ignore cover and concealment. 
Level 14 or 19: 5 squares. 
Level 24 or 29: 10 squares. 

Power (Daily +Arcane, Charm. Im plement): Standard 
Action. As the bard's fast friends power (Player's 

&:°'"'.:~·:~:)~ I 1 M<01JI< h<m• 

VVhe11.you direct your allies wilh this locewood wa11d, they reaclr 
beyontl t/adr r10mial limitalio11s. 

Lvl 10 +2 5,000 gp 
Lvl 15 +3 25,000 gp 
Lvl 20 +'I 125,000 gp 
Implement (Wand) 

Lvl 25 -5 
Lvl 3 0 +6 

Enhancement Attack rolls and damage rolls 
Crit ical: + 1 d6 damage pe r plus 

625,000 gp 
3.1 25,000 gp 

Pro perty: When you use the inspire competence power 
through this wand, each affected ally adds this wand's 
enhancement bonus to skill checks made with the skill you 
selected. 

Power (Dally+ Arcane): Minor Act ion. As the bard's 
inspire competence power (Player's Handbook 2, page 70). 

• 'I': •• II 

After )'<Ill u~e this buzzi 1111 redwood wcmd, 11 cracl~ of rh1111der 
indice1tes rl111t your 111a8ical effect ren111ins on a11 e1rc111): 

Lvl ·14 +3 2 1,000 gp Lvl 24 +5 525,000 gp 
Lvl 19 +4 105,000 gp Lvl 29 +6 2 ,625,000 gp 
Im plemen t (Wand) 
Enhancement: Attack rolls and damage rolls 
Critica l: + 1 d6 thunder damage per plus 
Property: When you hit an enemy with a thunder power 

using this wand. until the end of your next turn that enemy 
takes thunder damage equal to this wand's enhancement 
bonus whenever one of your all ies hits it. 

Power (Da ily +Arcane, Imple me nt, Thunde r): Standard 
Action. As the bard's distractin9 slrout power (Player's 
Handbook 2, page 72). 

\ '\'and of 11llure and w1111d of tluuulcrous tm9uislt 

·-·--·-·-~---·-·---·-------·-·-·-

ARMS SLOT 1TEMS ) 
S11ields and liracers m·e defensive tools. b111 in the lcmaitafJe 
of lltaFJiC, s/ rields defend anti &racers destroy 

fhc mo'>L iconic heroes arc never seen \dthout tJ1eir 
shields, and bracers se1Te as a lesser defense fo r war­
r iors who need their arms un lettered. 

Enchantments 0.11 shields magni£y their purpose, 
granting their wielders superior defenses. Some draw 



a dragon's breath into thE'm to spare a llies, w hile 
others guard I hci r holders w ith a larger shield of 
force thm falls when pierced. A set of qualit ies t hat 
pertains to a magic c;hield can bE' applied to a lighl 
shjeld. a heavy ·hicld, or any shield, as noted in each 
item's description. 

Bracer-; grant Lhcir wearers g reater deftness in 
combat, adding power where there is a lready grace, 
and turning a simple wou nd into a fatal blow. They 
arc more offensively oriented than shields. 

Tiris steel shield absorbs the power from attacks. proteccinJJ borh 
you and your 11llies. 

Item Slot: Arms 65,000 gp 
Shield: Any 
Power (At-Will): Immediate Interrupt. Tria9er: An area 

attack misses you and hits an a lly. Effect: The t riggering 
attack instead misses th e a ll y. 

11rrse plntirrum brncers nre e11arnvrd with a s.rmbol of an eye 
wrrathe<l injlmnes. 

Item Slot: Arms 105,000 gp 
Property: W hen you hit an enemy that is granting combat 

advantage to you w ith an arcane attack power, the attack 
deals 1dl0 extra damage against the enemy. You also 
regain a number of hit points equal to the extra damage 
roll result. 

ANKHMO N'S BRACERS 
When the lich Ankhmon was preparing his undead army 
to fight the army known as the Celestia l Com pany. he 
created a pair of brace rs 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, 
granting power to a number of warlocks. 

A lich named Revadal, who derives his power from a 
pact wi th 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 them, they could be used 
without taint. 

Thwart Revadal: Revadal doesn't have Ankhmon's 
bracers, but divinations have revealed that he is using h is 
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 find the bracers first before Revadal can perform this 
terrible deed. 

Bloodhound braccrs 

\Nhilr you wear tl1rse brncrrs, wlre11you11ttack rnpidlj( you wn 
focus more power i11to your Ll lturks. 

Ite m Slot: Arms 5,000 gp 
Property: When you hit a n enemy with a melee attack, you 

gain a -1 bonus to attack rolls against that target until the 
end of your turn. 

You can rrnck a wounded foe tmd strike it down when it's most 
l'lllnemble. 

Ite m Slot: Arms 1 7,000 gp 
Property: Creatures that are taking ongoing damage grant 

combat advantage to you. 
Power (Daily): Free Action. Tri89er: You bloody an enemy. 

Effect: That enemy takes ongoing 5 damage (save ends). 

Th.is simple br<rn'ler wit Ir liny arcwre symbols clanalinafi'um it 
lets you ' hcr rc in your fc>e>' voocl lurk. 

Lvl 8 3,400 gp Lvl 18 85.000 gp 
Ite m Slot: Arms 
Prop erty: You gain a I 1 item bonus to saving t hrows against 

ongoing damage. 
Level 18: + 2 item bonus. 

Powe r (Daily): Immediate Reaction. Tri89er: An enemy you 
can see succeeds on a saving throw. Effect: You make a 
saving th row. 

Your hands are as ~ffectfrl' us an animars claws a1 dimbirra 
while wcnrinn tlrcse rou8/1 leather brncers. 

Ite m Slot: Arms 45,000 gp 
Power (Daily): Minor Action. You gain a climb speed equal 

to your speed unti l the end of the encounter. 
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Fl.ameward shield 

This ebony shield witli aclamanline studs protects you from dark> 
eneraies. 

Lvl 15 25,000 gp Lvl 25 62 5,000 gp 
Item Slot: Arms 
Shield: Any 
Property: You gain resist 10 necrotic. 

level 25: Resist 15 necrotic. 
Power (At-Will): Immediate Interrupt. Tri99er: You are 

targeted by a necrotic attack. Effect: All other targets of 
that attack gain resist 1 0 necrotic against the attack, and 
you lose resist necrotic for the attack. 
Level 25: Resist 1 S necrotic. 

These orname111al gold bracers help you to hit harder. 

Lvl 3 680 gp Lvl 23 425,000 gp 
Lvl 13 17,000 gp 

Item Slot: Arms 
Property: When you score a critical hit, the attack deals 1 d6 

extra damage. 
Level 13: 2d6 extra damage. 
level 23: 3d6 extra damage. 

Stylized 90L:len.flames adorn this deep reel shield. 

Lvl 16 45,000 gp Lvl 26 1,125,000 gp 
Item Slot: Arms 
Shield: Any 
Property: You gain resist 10 fire. 

Level 26: Resist 15 fire. 
Power (At-Will): Immediate Interrupt. Tri99er: You are 

targeted by a fire attack. Effect: All other targets o.f that 
attack gain resist 10 fire against the attack. 
Level 26: Resist 15 fire. 

C I TAPT J::R l M<ttJicltems 

LUN1A'S BRACELET 
Tbousands of years ago, a being known as Lunia (different 
stories say she was a goddess, an exarch ofSehanine, or a 
primal champion) blessed her followers with the ability 
to fight evil lycanthropes. She led them in battle against 
an army of werewolves that were plaguing the forest. In 
that conflict, an exarch of Yeenoghu was summoned to 
fight Lunia, and the two engaged in a massive battle. In 
the end, Lunia sacrificed herself in a burst of moonlight 
that destroyed the exarch and removed lycanthropy from 
the werewolves' bloodlines. 

Some of Lunia's followers managed to capture a frac­
tion of her light and t urn it into a small charm bracelet. 
The bracelet helped them in their battle against evil 
lycanthropes. Though she is largely forgotten now, some 
still worship or pay homage to Lunia. 

Stop the Lycanthropes: A small army of lycanthropes 
has found an ancient relic of a lost faith. The item is said 
to be a great bane to them, so they're trying to keep it 
out of the hands of their enemies. The werewolves are 
encroaching on civilization and are getting increasingly 
aggressive. Local leaders have put out a call for heroes to 
drive the werewolves back, possibly by claiming the item, 
which is said to be a bracelet. 

Holy Pilgrimage: Divinations by worshipers of Sehanine 
have revealed that an ancient relic of Lunia lies in a temple 
that is under siege by werewolves. Sehanine's people say 
that temple priests are seeking the aid of heroes who will 
repel the attack and are offering the item in return. 

111is Iar9e shield appears to be composed entirely of force. It 
protects you 11ntil you're struck by an attack. 

Item Slot: Arms 9,000 gp 
Shield: Heavy 
Property: At the start of each encounter, you gain a+ 1 

bonus to AC and Reflex until you're hit by an attack. 

These metal and leather bracers have a constant sheen of frost. 

Item Slot: Arms 1 7,000 gp 
Property: When you hit an enemy with a charge attack, 

enemies adjacent to that enemy take cold damage equal 
to your Strength modifier. 

~~eeper '~.(Shield 
This black iron shield with 9ilt eds es allows your allies to make 
!0119-rantJe attacks with less risk. 

Item Slot: Arms 4,200 gp 
Shield: Heavy 
Property: Allies adjacent to you gain a+ 2 shield bonus to 

AC and Reflex against opportunity attacks provoked by 
using ranged or area powers. 

Power (Daily): Immediate Interrupt. Tri99er: An ally ad­
jacent to you provokes an opportunity attack by using 
a ranged or area power. Effect: The opportunity attack 
targets you instead. 



1111:0 sihw hmceler co11rai11( chorrm of stnr .. 111111 1110011s tlrcrt 
lwld po11w C1J/C1i1Lq b'Cunrhropc,. 

Item Slot: Arms 680 gp 
Property: Treat weapons you wield (including ammunition, 

thrown weapons, and the like) ,1s silvered (Player's 
Handbook, page 220). 

Power (Daily): Free Action. Tri89er: You hi t a shapechanger 
with a weapon attack. Effect: "T he creature reverts 
to its natural form and can't use polymorph powers 
l~ve ends). 

I Im li9ft111l1<11f shield cllSJ'lays 1111 ir1(f,11niu oJ 111·11 cr~o:ed ctr· 

rem·,, (lilt' nctcl1ed lJri't'n and thl' otlli'I red. 

Item Slot; Arms 520 gp 
Shield: Light 
Power (Dally): Minor Action. You and each ally within 5 
~c1uares of you gain temporary hit points equal to the 
number or healing surges you have remaining. 

I fr1·~e 9m_1 ll'clllwr bracer~ fer yc>u d111r1/I! with tlu• s1re11ntl1 of 
,, w···JI ,,,.,1 .. t. 11sin9 more po11·erf ul 1111acks tl1c1t1 \"llll ordi11aril_1 
Mlf1f. 

hem Slot: Arms 25,000 gp 
Power (Encounter): Free Action. Tr189er: You charge an 

enemy. Elfert: You can use an at-will melee attack power 
ln~tead of a melee basic al:ti!ck against thm enemy. 

Rl·~cmlilhru coiled snakes. tire'"' hrurrr .. 'llc111111)tmr1•icri111 
when 1 <lll attack 1dtl1 surpri.(<' 

Item Slot: Armo; 85.000 gp 
Property: While you're hidden from the target of your 

attack. you deal 1 dB extra poison d.-image on attacks 
ag.iinsl that target. 

111i..< p11fi,lred shield 11/emns ll'idr moo11li11l11. even In the midtllt• 
l!frlrrc/m. 

Ite m Slot: Arms 840 gp 
Shield: Any 
Power (At-Will): Minor Actlon. The shield sheds bright 

light S squares in all directions. You can end this effect as 
a minor action. You and your allies within Lhe light treat 
your weapons (including ilrnmunition, thrown weapons, 
and the like) as silvered (Player's Hanrlbook, page 220). 

l711s 11ofrl cmd silwr slrielci protects yo11.frc.m1 cw1y ollock 
i rrra11f 11c1l1lc. 

Item Slot: Arms 3,12S.OOO gp 
Shield: Any 
Property: You gain a + 1 shield bonus to Fortitude and Will. 

If this item is a heavy shield. the shield bonus increases 
lO I 2. 

Power (Daily): Minor Action. You gain a +S bonus to all 
<lcfen~cs until the end of the encounter. 
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I rimmetl irt copper. rlfr; m:un.• shil'lcl tapers IO 11 slturp poi II!. 

Lvl 16 45,000 gp lvl 26 1.125.000 gp 
Item Slot Arms 
Shield: Any 
Property: You gain resist 10 lightning. 

Level 26: Resist 15 1igh111lng. 
Power (At· Will): Immediate lnterrulPL. Tri9aer: A lightning 

attack targets you. Effect: All other targets of the trigger 
Ing attack gain resist S lightning against that allack. 
level 26: Resist 10 lightning. 

nib shielcl opem. likl' tl porrcil tll _l1lllr con111rand. l1rit;/l) rrup 
pi1111yDur1'111.'lll.' lmidt'. 

Item Slot: Arms 525,000 gp 
Shield: Any 
Property: When you gmb a creillure, lt takes a · 2 penalty to 

Athletics check' or Acrobatics checks to escape the grab 
and to attack rolls against targets other than you. 

Power (Daily): Immediate Reaction. Trl98er: An enemy 
adjacent lo you misses you with a melee attack. Effect: 
The triggering enemy disappears until the end of its next 
turn. Then it reappear.; in any unoccupied space of its 
choice within 5 squares of you. 

SHlELD OF S1LVER L1GHT 
The township of Brocada was being preyed upon by 
lycanthropes who controlled the sewers and who had 
managed to capture most of the city's silver supply. A 
group of halfling heroes descended into the sewers to 
face t he beasts. and one of them created this shield as 
their ace in the hole. 

After their success, the creator of the shield set it aside 
as a curiosity. thinking it was too specialized to be of much 
use to anyone else. It sat on a shelf for many years, and 
likely would have been forgotten . But a vengeful wererat 
stole it and was about to kill Its creator when a handful 
of knights who had been pursuing the beast rescued the 
old halfling. In the aftermath, they found out about the 
shield, and the halfling was surprised at how enthusiastic 
these adventurers were to see it replicated. 

By Silver Command: A local bandit is using a shield of 
silver liaht to keep his werewolf underlings in line, and they 
have been very successful in their raids. Claiming the shield 
would be only one reward for stopping these bandits. 

The Wererats Return: Brocada is once again menaced 
by wererats. The city gates have been closed, and its citizens 
live in fear. A descendant of the original shield's creator has 
a map to a cache of silver weapons, one of which is a shield 
of silver li9ht. stashed in the sewers below the city. He will 
give the map to heroes who pledge lo end the menace. 
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WlNTERWARD SH1ELD 
The Snowfang tribe llved in the far north. free to roam 
the ice without fear or constraint. That changed when a 
white dragon began to raid their homes, usually claiming 
their wealth, but sometimes kidnapping and E~ating their 
children. A courageous band of tribesfolk led by the hero 
Ice Elk took the fight to the dragon. 

The heroes struck great blows, but eventually the 
dragon released his powerful breath. In an act cif self·sacrl 
flee, Ice Elk held forth his shield, protecting his aompanions 
from the brunt of the blast but taking it upon himself. Ice 
Elk was frozen solid, but his sacrifice gave his mmpanions 
time to land a killing blow on the dragon, and his shield 
was returned to the village as a tribute to his c:ourage. 

Slay the Dragon: The Snowfang tribe is now gone, and 
rumor says the shield was reclaimed by another white 
wyrm. This dragon is plaguing the scattered tribes that 
arose from the remnants of the Snowfang peciple, taunt· 
ing them with the knowledge that he possesse:s a symbol 
of their diminished culture. He has even gone so far as to 
defile some of the ancient cairns of the peoplt!!. They are 
again looking for heroes to defeat the wyrm and restore 
their glory. 

J\rcane n111es Ji11·111 u spiml pnllcru or1 tlw .~111Jc1c<' t'f this shield. 
which ~en-es lo tlrnll' 11111/(' 11t111d1> Wll'ord iL 

Item Slot: Arms 21,000 gp 
Shield: Any 
Power (Daily): Immediate Interrupt. Tri88er: An e ncmy 

targets you with a burst or blast attack. Eff ec~ The trig 
gering enemy takes a -4 penalty to attack rolls against all 
other targelS of the aw1ck. 

I ' 

l /1is in- wltill' shirld wlrh a sll1•,•r rim Is chill ro rlu· 1,nud1 n~ it 
drc111•s .lht' colcl ta iL~r!f. 
L~ 16 45~00gp L~26 IJ 25~00gp 

Item Slot: Arms 
Shield: Any 
Property: You gain resist 1 0 cold. 

Level 26: Resist 15 cold. 
Power (At-Will ): Immediate Interrupt. TriJJBer: You arc 

targeted by a cold attack. Effecc All otJ1er targets of the 
attack gain rC'Sist 10 cold against that attack. and you 
lose your resistance lO cold for the auack. 
Level 26: Resist 15 cold. 
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FEET SLOT lTEMS 

foo19ear mi9ht neutralize impediments or step you rhrou9'1 
tirne. lmt the best boots also make a fii..•liio11 state men f. 

Magic footgcar almost always afTcc ts spc•ed or move 
menl. Whether your boots. shoes, or sandals let you 
dash away when wounded or avoid opportunity 
attacks, they do the ir job by getting you a round lhe 
battlefield. 

l11ese rc,J lemlrer boots come olive wherr your hlood L~ spilled. 

Item Slot: Feet 45,000 gp 
Property: You gain a + 1 item bonus lo Reflex. 
Power (Daily): Immediate Reaction. Triaaer: An enemy 

bloodies you. Effect.: You shift your speed. 

lhese lil)llC\veivht canvas boots are perfect for athletes. sm1t/_1• 
increasi119 rhe le11a1h of leaps. 
Item Slot: Feet 1,800 gp 
Property: You gain a + 2 item bonus to Athletics checks to 
jump. 

Power (Encounter): Move Action. You make an Athletics 
check to jump as if you had a running start. You add 3 
squares to the distance jumped for a long jump, or 2 
squares for a high jump. 

H' ith these poli>hed learher boo1>. you 11n• hard ro slow down. 

Item Slot: Feet 1.000 gp 
Power (Encounter}: Immediate Reaction. Triaaer: An effect 

slows you. Effect: You make a saving throw against the 
triggering effect. On a save, the effect ends. 

Power (Daily): Minor Action. You gain a+ 1 power bonus 
to speed until the end of the e ncounter. 

,\fa9ic boots come in a multitucle of styles 

Clearin9 cleats 

These spri11ar boots let you act out cif'harm 's WCI)' when you 
need to catch your brcatk 

Item Slot: Feet 1,600 gp 
Prope rty: When you use your second wind, you can shift 2 

squares. 

,, 
Your focs will makC:' 11•ay for ) 'Oil wlrilc you're 111e11rit1JJ these steel 
boots. 

Item Slot: Feet 1 3,000 gp 
Power (Daily): Minor Action. Until the end of your turn, 

you can move through enemy spaces, and you don't pro­
voke opportunity attacks when moving. 

These k11obby-soled boots re111pomrily wiirp 1!1e rerrain aro1111d 
rou. de,1rir1JJ an easy pntlr. 

Item Slot: Feet 1,125,000 gp 
Pro perty: Yo u ignore difficult terrain. 
Power (Daily): Minor Action. Each ally within S squares of 

you Ignores difficult te rrain until the e nd of the e ncoun­
ter, even if that a lly moves more than 5 squares from you. 
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Step in and out the Feywild with tl1is leafwei9h1.jolll'wear. 

Item Slot: Feet 525,000 gp 
Property: You gain a +2 item bonus to ReAex. 
Powe r (At-Will • Teleportation); Immediate Reflction. 

Tri33er: An attack misses you. Effect: You teleport 3 
squares. 

These plain way ba1tds au.ide your landi118 when you topple. 

Ite m Slot: Feet 3,400 gp 
Property: When you' re knocked prone (i111cluding when you 

fa ll unconscious), you can fall into any unoccupied adjacent 
space instead of your current space. Being prone does not 
grant enemies combat advantage. 

These styli,;lt kn.ee-hiflli boots lei you look fJD0£1 while they spur 
your steed. 

Ite m Slot: Feet 840 gp 
Property: While you ride a mount, it gains a+ 1 item bonus 

to speed. 

Thes·e supple buckskin boots let you slide rhrou.glr the desert 
sand like c1 clolphi11 thrcm9h water. 

Item Slot: Feet 21,000 gp 
Property: You gain a burrow speed of 6 in sand. You can 

breathe sand as if it were air. 

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 find the ruins of this ancient civilization 
and study its culture, the adventurer and self-styled arche­
ologist Thaigan Thornburn led an expedition to the Endless 
Desert. He had boots crafted for the trek that would allow 
him to swim through the sand like it was water. 

Thaigan led his expedition into the desert and was 
never heard from again. Some believe that the group was 
waylaid by bandits. Others think that the archeologist was 
slain by one of his guards for his new boots. 

Thornburn, I Presume: The explorers who went 
searching for the ancient civilization are most likely dead, 
but their loved ones have promised a reward to anyone 
who brings back the bodies, or at least locates them. They 
have implied that the explorer owned a powerful item 
that allowed its wearer to master the desert. Perhaps that 
item was a pair of sandwa/ker boots. 

Capture the Murderer: Thaigan Thornburn's murderer 
is rumored to have escaped the desert with the archeolo­
gist's sandwalker boots. Whoever hunts down this murderer 
can avenge the explorer's death, prevent the killer from 
perpetrating further evil, and lay claim to the magic 
boots. 

CHAP T EH 1 I Ma9ic It ems 

These roui[Jh hide boors ore de11rb1 well used. l>ut they never 
wenr 01Lt. 

Item Slot: Feet 45,000 gp 
Property: While bloodied, you don't provoke opportunity 

attacks when moving, using ranged powers, or using 
area powers. 

·---·-·-·---·-·--·-·----·--·--·-

HANDS SLOT 1TEMS ~ 

An adve11turer·s 9loves do more than just keep lier hands 
warm. 

Any task performed with the hands can be improved 
witJ-1 ma~ical handwcar. Encha nted gauntlets allow 
warriors to unleash devastating f!ttacl<s or disrupt 
those of enemies. Magic gloves have many purposes 
bul ol"lcr1 improve the use of skills Lhat require fine 
control or subtlety or help with tasks that require the 
hands, such as healing. 

These black silk tiloves help )'OtL misdirect your opponent's 
attention. 

Item Slot: Hands 2,600 gp 
Property: You gain a +2 item bonus to Bluff checks to gain 

combat advantage. 
Power (Daily): Minor Action. You gain combat advantage 

against the next creature you attack this turn. 

'/1ie biootl of wounded foes strea:ms aloiw clie joints of chesc 
rnsty-looki119 steel 9aimtlets. 

Lvl 4 840 gp Lvl 24 525,000 gp 
Lvl 14 21,000 gp 

Item Slot: Hands 
Property: You gain a + 2 bonus to damage ro lls against 

bloodied targets. 
Level 14: +4 bonus. 
Level 24: +6 bonus. 

Arcnne enerm' crncldes over these fin wirlcts. disruptillfJ 
teleportarion. 

Item Slot: Hands 1 7,000 gp 
Power (Daily): Immediate Interrupt. Tri99er: An enemy 

withi111 2 squares of you teleports. Effect: You negate the 
te leport, and the triggering enemy can't teleport until the 
end of your next turn. 

\Viih ilt.eSe $kin·ti[Jht gloves you rnn create e1 small portal 
tlrrou9h which to manipulate ol~ects. 

Item Slot: Hands 45,000 gp 
Property: You gain a +4 item bonus to Thievery checks. 
Power (Daily): Standard Action. You make a Thievery 

check against a target up to S squares away from you. 
You must have line of sight to the target. 



\\ 11ilc weari11g tlrese alo1•es. you help 11 companio11 recover 
i]uickly with but <1 touch. 

Item Slot: Hands 1,000 gp 
Power (Daily): Minor Action. An ally adjacent to you 

makes a saving throw. 

Encrusrerl with de11mu11I ice, these t1loves dorr'tfreeze your 
lrmuls while wom. 

l vl 11 9,000 gp lvl 21 225.000 gp 
Item Slot Hands 
Property: Choose one: Your cold attacks gain a -i 2 bonus to 

damage rolls, or your cold attacks ignore 5 of the target's 
resistance to cold. You can switch between properties as a 
minor action. 
Level 21: +4 bonus. or ignore 10 resistance to cold. 

TI11:se block leather 9lores are limned with an aum of force 1lw1 
shatters or deflects projeailes aimed al you. 

Item Slot: Hands 9,000 gp 
Power (Daily): Immediate Interrupt. Triaaer: A ranged 

attack that targets AC or Reflex hits you. Effect: You gain 
a +4 power bonus to AC and Reflex against the triggering 
attack. 

These h~a".)' steel 9auntlr1s reward 9rear risk a111I heroism. 

Item Slot: Hands 1,625,000 gp 
Property: When you spend an action point to make an 

attack, you gain a + 2 bonus to attack rolls for that attack. 
Property: When you spend an action point to make an 

attack and the attack deals damage, you gain temporary 
hit points equal to your he<1ling ~urge value. 

J11ese oauntlets, covrred with bear fur, make your ttmh attacks 
1111cl esrapes more effective. 

Item Slot: Hands 3.400 gp 
Property: You gain a +3 item bonus to Strength checks 

to grab a creature and to Athletics checks or Acrobatics 
checks to escape a grab. 

These sreel oauntlets reward risk and lreroisrn. 

Item Slot: Hands 65,000 gp 
Property: When you spend an action point to make an 

attack. you gain a 4 1 bonus to attack rolls for that attack. 
Property: When you spend an action point to make an 

attack and the attack deals damage, you gain temporary 
hit points equal to one-half your healing surge value. 

ffrothrn11r's 9au11tlets 

HROTH'MAR'S GAUNTLETS 
During the ancient war between the primordials and 
the gods, the mammoth titan Hrothmar was a powerful 
weapon. He could take the form of a comet, slammlng 
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 ofHrothmar'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 Hrothmor's 9ountlets might be buried in a city that 
was destroyed by a meteorite strike centuries ago. Other 
treasure hunters have heard the same rumors. Only the 
first to arrive can claim the prize. 

Rumors of War: A band of primordial worshipers seek 
to rekindle the 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 Hrothmor's 9auntlets. 

C H 1\ P I FR l I Ma11ic ltems 



Many illusionists are content to spend their lives perfonn­
ing simple tricks, whether to cheat and steal or to amuse 
people for profit. Zalian, one of these minor wizards, 
owned a pair of magic gloves handed down through his 
family from a powerful illusionist of ages past. However. 
being far less skilled at magic than his talented ancestor, 
Zalian earned a meager living. 

Kellevec was a traveling illusionist who sought inexpe­
rienced spellcasters to exploit. He noticed Zalian's gloves 
and coveted them. Kellevec trapped the lesser illusionist 
in a maze of false visions, where Zalian wandered until 
he collapsed from dehydration and starvation. Kellevec 
stole the illusionist's 8/oves and what little coin his victim 
had amassed, then moved on with his ill-gotten prize. 

Find Kellevec: Although Zalian was a minor wizard, 
the story of his robbery has become well known. Kellevec 
is rumored to be in the local area, committing more thefts 
with the help of the illusionist's aloves. He has yet to be 
caught, but if someone were to take his magic gloves, he'd 
have a harder time escaping. 

A Greater Master: Kellevec was secretly working for a 
shadowy drow mage who seeks magic to boost his own 
spells. The drow runs a criminal organization in a nearby 
city and is an even more formidable challenge now that 
he has the gloves. 

C l l APffH 1 I Moyie lt ems 

'l'h1'se ma~sil•c, black iro119mm1/ets are dotted with red rrwrnl 
stutls. ·nie)' crea1e slwck waves their hurl f oes to rhc nround. 

Item Slot: Hands 85.000 gp 
Property: Prone creatures don't gain the normal+ 2 bonus 

to all defenses against your ranged attacks . 
Power (Daily): Minor Action. Make an attack: Close burst 

5; ta rgets each enemy in burst; Constitution or Charisma 
~4 vs. Reflex: on a hit, you knock the target prone. You 
gain an additional +2 bonus to the attack roll against any 
target affected by your Warlock's Curse. 

These shi111111t'ri119 9lo1•es enhance your i/lusio11 spells and lei 
you quickly alter an illusion that would otherwise be ineffective. 

Item Slot: Hands 4,200 gp 
Property: When you hie an enemy granting combat 

advantage to you with an illusion attack powe r, that enemy 
takes a - 2 penalty to saving throws against the power's 
effects. 

Power {Daily): Free Action. Tri88er: You miss with an illu­
sion attack power. Effect; You reroll the attack roll and 
must use the second result. 



You seem to /rave rnorP !hem rhe normal c1llot111en1 cffl 11J.Jers 
while we11rin9 tl1ese simple 8/oves. 

Item Slot: Hands 125,000 gp 
Property: You can wear and gain the benefit of one 

additional magic ring while wearing these gloves. 

\'011 Cllll store a nasty surprise ill these plain lookillJJ lJfOl'eS to 

e11veno11111 weapon at a 1110 111e11t 's nor ice. 

Item Slot: Hands 840 gp 
Power (At-Will): Standard Action. You store one dose of 

poison 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 poi­
son to a weapon you're holding; doing so consumes thar 
dose of poison. 

- --·~·-·--- ·--·-... ··--·-·--·-·-·-

HEAD SLOT 1TEMS 

,\circler to clear 1lre mind. a helmet to co111ma11d rlrc 
weak-willed. a11 Joun stone to 9ra11t ·esoteric powers- the 
possibilities arc 11early Li111itless. 

The head hol<ls the mind and the m.ajority of Lhc 
senses. and magic items that take up the head slot 
follow tlwt theme. Among other things. they improve 
an arcan ist's focus on rnagic. protect a hero from 
mental intrusions, or bear tcstnment to the wearer's 
nobility and glory. 

This tanned mrcl fUreJ bee1r head aids you wlrile you are 
rranif nrr11ed. 

Item Slot: Head 4.200 gp 
Property: You gain a + 2 item bonus to Nature checks. 
Property: While you're affected by a primal polymorph 

power, you gain a +1 bonus to Will. 

Three 111iniawre heads of 11 chimera stare out from t11is I read 
11~ar. nra11ti118 you 1/1e m11lqfacetcd nbilities of tho I be11:>t. 

Item Slot: Head 45,000 gp 
Property: You can use only one of the headdress's powers 
each day. 

Power (Daily): Free Action. Tri88er: You score a crit ical hit 
against an enemy. Effect: That enemy takes ongoing 10 
damage (save ends). 

Power (Daily): Free Action. Trinaer: You hit with a charge 
attack. Effect: The charge attack deals 2d10 extra 
damage. 

Power (Daily): Minor Action. You gain resist 15 acid, resist 
1 Scold, resist 1 5 lightning, or resist 15 poison (chosen 
when the item Is created) until the end of the encounte r. 

This pl11tinum ba11d sp11rkles 111i1lr C'mbedd11d golclcrr topazes. 
9uarclin9 lllJllillSI mental disniption. 

Item Slot: Head 9.000 gp 
Property: You gain a + 2 item bonus to saving throws against 

dazing or stunning effects. 
Power (Encounter): No Action. Tri1J1Jer: You are dazed or 
stunned at the start of your turn. Effect: You sustain a 
power that normally requires a minor action to sustain. 

J\s your foe.s shnkc off disablinB 11fec1~. rhis thick wpper 1ieod­
hand nrnnts your 11/lies similar relief. 

Item Slot: Head 13,000 gp 
Property: When an enemy saves against an effect you 

created, this item's power recharges. 
Power (Daily): Minor Action. An ally you can see within 10 

squares of you makes a saving throw. 

This majestic pl11ti11u111 Cl'Ol\'11 is fi1 only for the are11test of 
heroes. 

Item Slot: Head 2,625,000 gp 
Property: You can spend two action points in an encounte r. 

The nemlike eye rluu 5Wres.from rhe brow of rlris.findy IVl'OUJJhl 
mithral helm ri•veals what is hidden. 

Item Slot: Head 85.000 gp 
Property: You gain a +4 item bonus to Perception checks. 
Power (Daily): Minor Action. You can sec invisible crea· 

turcs until the end of your next turn. Also, choose one in· 
visible creature that you can see. That creature becomes 
visible and can' t become invisible again unti l the end of 
your next turn. 

J\ 9/0111i119 ball uflinht huzzes arountl your heat!. clrmri118 irr 
faes tlwi attack yaufrcmr n clisle111ce. 

Item Slot: Head 225.000 gp 
Property: You gain a + 2 item bonus to Will. 
Power (At-Will): Immediate Reaction. Tri99er: An enemy 

hits you with a ranged attack. Effect: You pull the trigger­
ing enemy 2 squares. 

Chim C'ra headclress 
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Essettce of the wisp 

G1BBER1NG LUMP 
A floating mass of twisting flesh, this grotesque item 
continually reshapes itself, growing eyes and mouths and 
losing them just as quickly. A rambling stream of nonsense 
words spouts from its mouths; baleful stars issue from its 
eyes. These features give the item an appearance of life, 
but it lacks even the twisted intelligence of a gibbering 
beast. 

Those who wear a gibbering lump are often thought 
mad, though some adventurers acquire one for just that 
purpose. 

Gibbering Marauders: Several gibbering abomina­
tions have been wreaking havoc across a wide peninsula, 
moving randomly between the scattered settlements 
and ruins. A group of slaads follows them, reveling in the 
chaos being created. If those dangers can be overcome, 
it's said that slicing off a bit of flesh from an abomination 
creates a gibbering lump. 

Escapees from the Far Realm: Stories tell of a sporadic 
portal to the Far Realm that opens atop a mountain in the 
Underdark of the 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, 
bizarre oozes, and scraps of flesh. A gibbering lump might 
be found among the leavings. Regardless, sealing the 
portal is probably best for all. 

~.· "" - ·~·. · ~ CHAPTE H 1 I Ma9ic Items 

Mtgijl:I 
This slender silver and moonstone cirdetgrants you a small 
ll'le<JSure of fey a race. 

Item Slot: Head 3,400 gp 
Property: At the start of each encounter, you gain temporary 

hit points equal to your Charisma modifier. 

A Sm.all fiery bird orbits your shoulders, w11rdin8 aaainsr flame 
arrd bw·nin,9 those who strike you at ranse. 

Item Slot: Head 1,625,000 gp 
Property: You gain a +4 item bonus to damage ro lls with fire 

implement attack powers. 
Property: Any enemy that hits you with a ranged attack 

takes 1 d1 2 fire damage. 

Lvl 20 125,000 gp 
Item Slot: Head 
Property: You gain a + 1 item bonus to Will. 

level 30: + 2 item bonus. 

3,1 25,000 gp 

Power (Encounter + Psychic): Immediate Reaction. 
Trisaer: An enemy hits you with an attack that targets 
Will for the flrst time in an encounter. Effect: The trigger­
ing enemy takes 2d1 2 psychic damage. 
Level 30: 3<l12 psychic damage. 

These varicolored lenses orbiLaround your liead al eye level. 
improvin9 your vision as needed. 

Item Slot: Head 425,000 gp 
Property: You gain darkvision and a +5 item bonus to 

Perception checks. 
Property: You can use these lenses as a focus for :scrying 

rituals that require a focus worth 425,000 gp or less. 
Power (At-Will, 3 Charges/ Day): Minor Action. You spend 

the number of charges indicated and gain the special 
sense described until the end of the encounter. 
Charges Sense 

1 You learn the resistances and vulnerabi lities 
of any creature you look at (but not 1lhe values 
of those resistances or vulnerabilitie:s). 

1 You gain a +S power bonus to Perception 
checks to spot traps. 

2 You gain truesight 1 O. ,,,. 
T/iis irnrica!e t101den crown ensures that the breacl1h of your 
knowleclw is unparalleled. 

Lvl 7 2,600 gp Lvl 27 1,625,000 gp 
Lvl 1 7 65,000 gp 

Item Slot: Head 
Property: You gain a+ 1 item bonus to Arcana, 

Dungeoneering, History. Nature, and Religion checks. 
level 17: + 2 item bonus. 
Level 2 7: + 3 item bonus. 

Power (Daffy): Free Action. Triaaer: You make an Arcana, 
Dungeoneering, History, Nature, or Religion check and 
dislike the result. Effect: You rerol l the check and use 
either result. 



LENSES OF THE LU'MlNARY 
In all of Bael Turath. the g reat library at Taru Maaj he ld 
the most extens ive sto re of knowledge. The t ie flings jea l· 
ously guarded their knowledge a nd entruste d a figure 
they called the Luminary w ith the job of ga tekeeper of 
the libra ry. The lenses of the Luminary were o rigina lly ere· 
ated to a llow this a ugust personage to see through the 
disguises of a nyone who tried to sneak in. This item was 
presented to the Luminary by a school o f tiefl ing m agi· 
cal craft e rs. Over time, more le nses were added to suit 
different needs . Eventually, a plethora of d iffe re nt lenses, 

composed of special types of g lass and crystal. m ad e up 
the array. 

After the fa ll of Bael Turath, the library a t Ta ru Maaj 

was lost- buried, burned, or pe rhaps even ripped from the 
world and hidden o n another plane. Legend has it th at 
1he lenses oft.he Lumina ry survive d. 

Loot the Lu m inary: The Lu mina ry was an e nigmat ic 
figure who lived a long life. Som e records say the librarian 

ltves still, guarding the repos itory {or wha t re m ains of it). 
Heroes who find t he library might be able to steal o r w in 
the lenses of the Luminary. 

Gathe r the Lenses: An o ld tie fli ng has been telling 
a story about a vaul t hidden near w he re the lenses of 
the Luminary a re kept He says t he le n ses h ave been 
dismantled and concealed in a cham ber full o f valuable 
gemstones, a ll s im ilar in appearance to the lenses. For a 
share of gems, he's w ill ing to reveal the vault's locat ion, 

but solving the riddle of which lenses are true and recon· 
structing them is a job for heroes. 

111is wlrite pm·rrle1iu 111r1sk with 11old i11l11y is illl' 1Ju11e of 1111dec11l. 

Item Slot: Head 3.400 gp 
Property: When you use a Channel Divinity class feature, 

until the end of your next turn, you deal 1 d6 extra radiant 
damage against undead enemies and can score a critical 
hit against undead enemies on a roll of 1 8-20. 

- ·-- --·--·--·----·-----·-
NECK SLOT lTEMS _) 

·\dorn111c11L or lift'·SOl'ino lllClfJir? Cc111'1 ir he uorh? 

~lost people never rl'a lizc the great '"d luc of a ~jmplc 
cloak or a m u le t. Su ch magic ite m s arc second 01,ly 
to magic a rmor in term-; of dcfomivc won h. The 
cnh.ancemeJJ t bonus of neck slot item s improve.; For­
l1111dc, Hcnex. n nd \!Viii , a 11d m ost items ollcr other 
benefits related to defense o r hcallh. 

Good luck be[Jcts 1m.111 lietwr luck whc11 yott wr11r thi;, onm/et. 

Lvl 2 +1 520 gp l vl 17 +4 65,000 gp 
lvl 7 +2 2,600 gp Lvl 22 +5 325,000 gp 
Lvl 1 2 + 3 1 3.000 gp Lvl 2 7 .LG 1.625,000 gp 
Item Slot Neck 
Enhancement: Fort itude, Renex. and Will 
Property: When you ~core 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 
enhancemenL bonus. 

This cmmlet allows _vo11 IO il ifuse your voire with n sw/11 ess tlw1 
//li ps the heart.s of your foes. 

Lvl 2 +1 520 gp 
Lvl 7 + 2 2,600 gp 
lvl 12 +3 13,000 gp 
Item Slot: Neck 

Lvl 1 7 + 4 
Lvl 22 +5 
Lvl 17 .;-6 

Enhancement: Forti tude, Re flex, and Will 

65,000 gp 
325.000 gp 

1,625.000 gp 

Power (Da ily): Free Action. Tri99er. You use a power to 
produce an e ffect lhat a save can end. Effect: Each target 
of the power takes a penalry to its first saving rhrow 
against the e ffect equal to the amulet 's enhancement 
bonus. 

~ 

This sill'cr 111m1lr1 lie111 s au e11nmve1/ prayer for hei1lth 11ml hral 
il1«J 0 11 lls bctdl. 

l vl 9 + l 4,100 gp 
Lvl 14 +3 2 1,000 gp 
Lvl 19 .L4 1 05,000 gp 
Item Slot Neck 

lvl 24 +S 
lvl 29 +6 

Enhancement: Fortitude, Reflex. and Will 

525,000 gp 
2,625,000 gp 

Property: Your healing surge value increases by an amount 
equal to the amule t's enhancement bonus -1. 

Power (Da ily + Healing): Free Action. Tri88er. You spend 
a healing surge to regain hit points. Effect: You regain 
additional hit points as if you had spent another healing 
surge. 

Polished to a mirror .fluish, r/1is bronze disk refleCTs lilJhr upon 
those closest to you.. Wtlrtli119 tl1C·111. a1-1a i1 L~t d1111ye1: 

Lvl 3 ..-1 680 gp l vl 1 8 4 
Lvl 8 + 2 3,400 gp Lvl 23 +5 
lvl 1 3 +3 17.000 gp l vl 28 +6 
Item Slot: Neck 
Enhancement: Fortitude, Renex, and Wil l 

85,000 gp 
425.000 gp 

2.,125,000 gp 

Power (Daily}. Immediate Interrupt. Tri89l'r. An ally ad­
jacent to you is hit by an attack. Effect: The ally gains a 
power bonus to all defenses equal to the amulet\ en· 
hancement bonus until the start of your next turn. 
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BADGE C)F THE BERSERKER 
This tangled knot of teeth, bone, and leathery flesh forms 
a screaming sava,ge's face, twisted in insane wrath. Each 
piece captures the essence of fallen warriors famed for 
their reckless courage and thirst for violence. When 
pinned to clothing or armor, the spirit the badge contains 
transfers to the wearer, protecting her from the blades 
and arrows of lesser foes as she seeks an enemy worthy 
of her attention. 

Among certain1 primitive tribes, shamans fashion these 
badges to protect1theirfavored champions, binding the spir­
its of fallen warrio1rs into the fetishes to lend their strength 
and insight to tha1t war leader. The badges are worn with 
honor, marking that warrior's duty to the tribe. 

Explore the IKhittean Barrows: In bygone times, 
once each generation, the Khittean clans formed into 
vast hordes and spread across the land to slaughter all in 
their path. Surviving warriors returned with the corpses 
of their greatest champions and interred them in great 
tombs. It's said that the remains of those warriors can 
be used to create a potent badae of the berserker, but the 
barrows have remained untouched for centuries, because 
the champions' spirits guard the dead. 

Defeat a Tribal Champion: The Skulltaker clan gained 
its name from the members' habit of cutting off the heads 
of their victims for perverse rituals. The clan's greatest 
warrior is Tusk, a vile ore said to have ogre blood in his 
veins. Stories say that when he charges into battle, no 
weapon can touch him. They also say that he wears a 
badae of the berserker. 

Assassin's· Cloak · ~ 

This volumirwus cloak swallows you up, deadenina the sounds 
you make cmd conceali1vJ your mo11e111e11L~. 

Lvl 14 +3 nooo gp 
Lvl 19 +4 105,000 gp 
Item Slot: Neck 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Fortitude, Reflex. and Will 

S:25,000 gp 
2,625,000 gp 

Property: When you make a Stealth check, you roll twice 
and use e ither result. 

Power (Daily + Illusion): Minor Action. Make an attack: 
Close burst 2; Charisma + t he amulet's enhancement 
bonus vs. Will; on a hit, you're invisible to the target 
(save ends). 

This fearsome bacl8e, crafted from bits of bone and leathery 
flesh , is favored by those wh.o savor wkin8 the fiah.1 to the 
enemy. 

Lvl 1 +1 520 gp Lvl 17 +4 65,000 gp 
Lvl 7 +2 2,600 gp Lvl 22 +S 3:2s,ooo gp 
Lvl 12 +3 13,000 gp Lvl 27 -~6 1,62 5,000 gp 
Item Slot: Neck 
Enha ncement: Fortitude, Reflex, and Will 
Property: When you charge, your movement made as part 

of t he charge doesn't provoke opportunity attacks. 



TI1is blood-red crystal absorb:; rite life force of your defeated foes, 
liolstcrina )10llr defen::es. 

Lvl 20 +4 125,000 gp Lvl 30 +6 3,125,000 gp 
Lvl 25 +5 625,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 
Property: When you reduc<! a nonminion creature to 0 hit 

points, you gain a cumulative + 1 item bonus to Fortitude, 
Reflex, and Will (maximum +3) until the end of the 
encounter. 

This cloak lets you slip throunh the Feywild cmd <c1ll 11po11 irs 
winds to move ) 'Oii o.fJ rite around. 

Lvl 20 +4 125,000 gp Lvl 30 -'-6 3,12 5,000 gp 
Lvl 25 +5 625,000 gp 
Item Slot: Neck 
Enhancement: Fortitude. RE!flex. and Will 
Property: You gain resist 1 5 psychic. 

level 30: Resist 20 psychic. 
Power (Daily+ 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 of your next turn. 

This cloak is briBJttly colored and co1•erecl hr 11oclules. like 1lre 
skin of a slaacl , and its effecl5 are just us chaoric. 

Lvl 14 -r3 21.000 gp Lvl 14 t S 515,000 gp 
Lvl 19 +4 105,000 gp Lvl 29 +6 2,625,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Re:flex, and Will 
Property: You gain resist 10 to all damage from elemental 

creatures. 
Level 24 or 29: Resist 1 5 to all damage from elemental 

creatures. 
Power (Daily + Teleportati•on): Immediate Reaction. 

Triyyer: An enemy hits you with an attack that targets 
Fortitude, Reflex, or Will. Effect Rol l a d6 and apply the 
appropriate result. 
1-2: You take hair damage from the triggering enemy's 

attack. 
3-4: You teleport 1 dB squares. 
5-6: The triggering enemy takes damage equal to the 

damage it dealt you. 

. .. 
Dormina this dark brc>wn cloak lees you perceh•c the world_fro111 
11 1lifferenc perspectil'e. 

Lvl 14 + 3 21.000 gp 
Lvl 19 +4 105,000 gp 
Item Slot: Neck 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Fortitude. Re·flex, and Will 

515.000 gp 
2,625,000 gp 

Power (Daily • Polymorph)1: Standard Action. You assume 
the form of an ordinary bat' and gain a fly speed equal to 
your speed until the end of the encounter or until you 
end the effect as a minor action. You can't attack, carry 
anything, or manipulate objects while In this fonn. If you 
end this effect while you' re still airborne, you float to the 
ground without taking falling damage. 

Clwoscloak 

This wn cloak blends in pc>rfectl)' with the desert sand. 

Lvl 13 +3 17.000 gp Lvl 23 +5 425,000 gp 
Lvl 18 +4 85.000 gp Lvl 28 +6 2,125,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Heflex, and Will 
Power (Daily): 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 sand in 
an attack: Standard action; Close burst 3; targets each 
enemy in burst; Constitution + the cloak's enhance­
ment bonus vs. Fortitude·; on a hit , the target takes 1 d6 
damage per plus and is blinded until the end of its next 
turn. If you make this attack, the concealment granted by 
this power ends. 

This cloak e11wraps yo11 in a veil of slrwlows. l;eepinB your en­
emies COllSlrrnt/y JJUCSSillB· 

Lvl 19 +4 105,000 gp Lvl 29 +6 2,625,000 gp 
Lvl 24 +5 525,000 gp 
Item Slot Neck 
Enhancement: Fortitude. Fteflex, and Will 
Power (Encounter): Minor Action. Until the end of your 

next turn, each enemy that you have concealment or 
cove r against grants combat advantage to you. 

C I l A P 1 l: R 1 I i'l·I a JI i c rte 111 s 
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TI1b silver-white doak tilimmers a11d shi111111ers whrn _yo11 wle­
port, hamperintJ your enemy's nhillty ro lornie you. 

Lvl 9 +2 4,200 gp lvl 24 -S 525,000 gp 
Lvl 14 +3 21,000 gp Lvl 29 +6 2,625,000 gp 
Lvl 1 9 +4 1 05,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 
Property: When you use a teleportatlon power. you gain a 

+ 2 bonus to AC and Reflex until the end of your next rum. 
Power (Daily): Minor Aclion. You regain the use of an en­

counter teleportation power that you have already used 
during this encounter. 

You liave 1111co111111011 co11.flcle11ce while this shorl silk CCIJI<' han,qs 
(rom your shoulclrrs. 

Lvl 8 r2 3.400 gp 
Lvl 13 + 3 17,000 gp 
Lvl 18 +4 85,000 gp 
Item Slot: Neck 

Lvl 23 +5 
Lvl 28 +6 

Enhancement: Fortitude. Reflex, and Will 

425,000 gp 
2,125.000 gp 

Property: You gain a ~ 2 item bonus lo saving throws against 
charm and fear effects. 

Power (Daily + Charm): Immediate Interrupt. Tri93er: An 
enemy targets you with a d1arm or fear power. E[Jec1; 
You change the target of that power from yourself to any 
other creature within 5 squares of you. 

CLOAK OF THE DESERT 
The Empire of Sand, which ruled over the great desert, 
greatiy abused the nomadic tribes that traveled in its 
lands. Out of this abuse was born the nomadic people's 
greatest hero, Shelani. She rose from a destitute back­
ground to become the most desirable courte~an in the 
e mpire. 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. Shelani struck with a secret weapon made 
for her by the desert witches. Her cloak transformed her 
into a swirling sandstorm that flayed the flesh from the 
e mperor a nd 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 burled under millions of tons of sand. 

Lamia Lair: A group of lamias has taken up residence 
in the desert above the buried empire. The lamlas have 
found Shelani's doak of the desert and are using it to flay 
the flesh of any who come near their lair. Several mer­
chants who have lost caravans to the lamias are looking 
to hire someone to take care of the problem. 

Thaigan's Research: The explorer Thaigan Thorn­
burn learned about a group of ruins on the edge of the 
desert. He was on his way to another site and never got 
to explore the ruins, but he made notes that both magic 
and monsters thrived in the area, Including rumors of a 
cloak of the desert. 

C llAPIJ:llJ 1 Manicftc1t1s 

MEDALLlON OF THE MlND 
Medallions of the mind were flrstfashioned by the mystics 
ofTe.llac 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 pupi~ 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 Mastermind: Though it's unknown how they 
acquire them, mind flayers often give medallions of the 
mind as rewards to particula rly useful servants. Finding 
and defeating a mind flayer infiltrator or, better yet, a 
mind flayer mastermind, would be a way to acquire such 
an amulet. 

Locate the Dream of Tellac Moh: Although Tellac 
Moh is no more, its dream lives on. Sequestered away in 
a dim corner of the Plane of Dreams are the dreams of the 
order's finest minds. each held in perfect stasis. Explorers 
w ho reach this distant plane sometimes leave tokens of 
respect for t heir fallen heroes. It's said that those who 
reside there sometimes give a medallion of the mind to 
heroes who survive the journey. 

This )imple mnulet consists of 11 cord wmppetl <1ro11ml n chunk 
<1"bo 11c or lioi·11 jnm1 n cle111011. 

Lvl14 +3 21,000gp 
Lvl 19 +4 1 OS,000 gp 
Item Slot: Neck 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: fortitude, ReAex, and Will 

525,000 gp 
2,625,000 gp 

Power (Daily): Minor Action. Choose acid, cold, fire, 
lightning, or 1hunder. You gain resist 10 to the cho~en 
damage type until the end of the encounter. 

The iry whi1e:Ji1r <f this cloak prolect> y()11 ll[Jl1i11Sf fros I. 

Lvl4 +l 840gp Lvl19 +4 105.000gp 
Lvl 9 +2 4,200 gp Lvl 24 +5 525,000 gp 
Lvl 1'1 +3 21.000 gp Lvl 29 +G 2,625,000 gp 
Item Slot: Neck 
Enhancement: Fortllude, RcAex. and Will 
Property: You gain resist 5 cold. 

level 14 or 19: Resist 1 0 cold. 
Level 24 or 29: Reslsl 15 cold. 

Power (Daily): Immediate Reaction. Tri99er: An enemy 
adjacent to you hits you. Effect: The triggering enemy is 
knocked prone. 



Thi.( ~1111111 ll'hitc and n•J pin hrlps rlro~t· whc1 S<·ek to tml you. 

lvl 2 1 520 gp lvl 17 ~4 65.000 gp 
lvl 7 ~ 2 2,600 gp Lvl 22 ...-5 325,000 gp 
Lvl n ·1 3 13,000 gp Lvl 2 7 , 6 1.625,000 gp 
Item Slot: Neck 
Enhancement: Fortitude. Reflex, and Will 
Property: Allies gain a i-5 bonu<; to Heal checks to 

admlni,ter fi rst aid to you. 

1\lonkt'\ \ pnw or mbbir's foot. rhh lucky charm help) you s1wrd1 
1i1 rori fmm rhe Jm~·) of de.fear. 

Lvl 4 + l 840 gp 
lvl 9 +2 4.700 gp 
Lvl14 3 21.000gp 
Item Slot: Neck 

Lvl 19 +4 
Lvl 24 +5 
Lvl29 -t 6 

Enhancement: Fonltude, ReAex, and Will 

105,000 gp 
525.000 gp 

2.625,000 gp 

Power (Daily): No Action. Tri98er: You miss with an attack 
or fall a skill check. ability check, or saving throw. Effect: 
Roll a d6 and add the result to Ule attack roll. 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 

results. 

Tlrr 1u1wrf1_1'>1 pupil on rlr!s mednfllon 11 lows so_f1ly 111he11 your 
fho119/11s tu kc rDOI in tfrr mint:fs of tlrow t1rou11J .'OU. 

lvl 14 -t 3 21.000 gp Lvl 24 +5 525,000 gp 
lvl 19 ,.4 105,000 gp Lvl29 +6 2,625,000 gp 
Item Slot: Neck 
Enhancement: Forti tude. ReAex, and Will 
Property: You gain an item bonus to Ins ight checks equal to 

the medallion's enhancement bonus. 
Property: You can communicate telepathically with any 

creature you can sec. Those willing to communicate with 
you can send thoughts back to you, allowing two-way 
communication. Thi" telepathic communication fulfills tlle 
requirement of a class feature or power that a target be 
able to hear you. 

Power (Daily): Free Action. Trl98<'r: An enemy you grant 
combat advantage to hits or ml<;ses you. Effect: The trig­
gering enemy grants combat advantage to your allies 
until the start of your next turn. 

Tiris umult't helps lret1lrrs stau11d1 ll'tlt111d'. 

lvl 9 + 2 4,200 gp 
Lvl 14 I 3 21,000 t:P 
Lvl 19 4 1 05,000 gp 
Item Slot: Neck 

Lvl 24 -5 
Lvl 29 +6 

Enhancement: Fonitutle, ReAex, ancJ Will 

525.000 gp 
2,625.000 gp 

Property: You gain .in Item bonus to He;il checks equal to 
the amulet's enhancement bonus. 

Property: 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. 

Each ke;i tlrrradcd 1lrro119ft thf, leurlwr rord rrrckl11ce cn 11 11nltl(k 
a porltll. evcn 0111• )<lll lrm·rrr'r dtrcc11•d_1t.'L 

Lvl 3 ~ 1 680 gp Lvl 18 .,.4 
Lvl 8 i.2 3,400 gp Lvl 23 +5 
Lvl 13 + 3 17,000 gp Lvl 2 8 +6 
Item Slot: Neck 
Enhancement: Fortitude. ReOex. and Will 

85,000 gp 
425,000 gp 

2.125,000 gp 

Property: You gain an item bonus to Thievery checks Lo 
open locks equal to the necklt1ce's enhancement bonus. 

Power (Daily + Teleportation): Minor Action. If you're 
grabbed or restrained, you can telepon 3 squares. 
level 1 J or 1 R: TPlcport 5 squares. 
Levr/ 23 or 28: Teleport l 0 squares. 

Thi5 nmulrt, co11~i..r11111of11 nwsic t')<' wi rltin a dor/1 pouch. lr11> 

rlw power to fo,.1ifi. _nru. 

Lvl 8 +2 3,400 gp 
Lvl 13 + 3 1 7.000 gp 
Lvl 18 4 85.000 gp 
Item Slot: Neck 

Lvl 23 +5 
Lvl 28 6 

Enhancement: fortitude. ReAex. and Will 

425,000 gp 
2,125.000 gp 

Power (Encounter): Immediate Reaction. Tri88er: An ally 
within 10 squares of you bloodies an enemy. Effect: TI1e 
ally gains temporary hit points equal to 3 the amulet 's 
enhancement bonus. 
Level 18 or 2 3: 6 + the amulet 's enhancement bonus. 
Leve/ 28: 9 1· tlle amulet's enhancement bonus. 

TI1t• l1l11ck 8""' on rlri~ lhin , ifrl'r cl111i111:11rn-'1V/rf1e when ymr'r•' 
expo''"' h> poL<on. 

Lvl 4 +1 840 gp 
Lvl 9 2 4,200 gp 
Lvl -i4 +3 21.000 gp 
Item Slot: Neck 

Lvl 19 ~4 
Lvl 24 +5 
Lvl 29 +6 

Enhancement: Fortitude, Reflex. and Will 
Property: You gain resist 5 poison. 

Level 14 or 19: Resist 1 0 pol~on. 

Lwe/ 24 or 29: Re~lst 20 poison. 

105,000 gp 
525.000 gp 

2.62 5.000 gp 

Power (Daily): Immediate Interrupt. Tri99er: You take 
damage from a poison attack. (/feet: Your resistance to 
poison increases by 1 5 until the end of your next tum. 

Tlt1> brlshr ~d srvnt• 01111 Holtlcn d111ir1 blced .. fr..>1·1) when .11111 

O\'t'rconre a terril•ll' ir!_iury: 

Lvl 25 +5 625,000 gp Lvl 30 +6 3,125.000 gp 
Item Slot: Neck 
Enhancement: Fortitude. RcAcx, and Will 
Property: You gain an Item bonus to saving throws 

against untyped ongoing damage equal to the pcriapt's 
enhancement bonus. 

Power (Daily + Healing): No Action. Trlsyer: An attack 
reduces you to 0 hit points or fewer. Effect: You spend a 
healing surge and regain additional hit points equal to 
your healing surge value + 10. 
Level 30: Your healing surge value + 15. 
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Tl'MELESS LOCKET 
This platinum disk features numeric engravings, geomet­
ric shapes, and arcing lines on both sides. Opening a clasp 
at the bottom reveals a glass face atop a set of gauges. 
Each gauge is a circle of runes and numbers arranged 
around a central post that has moving hands attached to 
it, which point to a rune, sigil, or number. Dia ls 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 use r'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 nmeless was an order of mages who had the power 
to move backward and forward through time, watching or 
altering events to suit their purposes. Some calamity wiped 
out the order, but stories say that the mages' abandoned 
dominions floati ng in the Astral Sea still exist, and that 
timeless lockets have been recovered from some of them. 

Reach the Plane of Mome nts: In add ition 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 itse lf. and 
the march of history can be seen by reading these strands. 
In the thickest tangles, representing those monumental 
events that shape the world and reality, strange and terrible 
guardians are said to safeguard the strands from tampering. 
These beings reputedly guard lost treasures from another 
time, including such items as a timeless locket. 

\ \ 'lll'n you're di~>l.1 11·ou111lr1I. 1111~ am11/,•1 qems llwjltiw of 
blood ro 1•rirenL you from rlyin~. 

Lvl 23 .,5 425,000 gr Lvl28 +6 2,115.000 gp 
Item Slot: Neck 
Enhancement Fortitude, Reflex, and Will 
Power (Daily): No Acticm. Tri98Cr: An attack reduces you 

to 0 hll points or fewer. Effect: You are Instead reduced 
lo 1 hit point and knocked prone. Enemies believe th.it 
you have been reduced to 0 hit points, and you gain total 
concealment from them until the end of your next turn. 

J>hanrom rimlcts of walt'r ~rreorrr 11011111 rhis cloak. c111d whrn 
_11111.re s11bmerse1I, rite do11k b i111lbti11911i•ltablcfro111 rl11• w111cr 

cmurncl If. 

Lvl 13 +3 17,000 gp 
I.vi 1 8 +4· 85,000 gp 
Item Slot: Neck 

Lvl 23 +5 
Lvl 28 ~6 

Enhancement Fortitude. Reflex, and Will 

425.ooo gr 
2,125,000 gp 

Property: You gain a swim speed equal to your speed and 
can breathe underwater. 

Power (Daily): Immediate Interrupt. Tri88er: An enemy hits 
you. Effect: You become lnsuh~tantial until the start of 
your next rum. 

CllAI' 11 H 1 I /\ft1J1ic It ems 

ORC'S-EYE AMULET 
A followe r of Gruumsh might pluck o ut an eye to look 
more like the ore deity. By ritually treating a removed 
eye, an ore can turn it into a useful magic item ;md •m 
even stronger symbol of devotion to Gruu msh. Ores 
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 of Gruumsh: Ore raiders led by an eye of 
Gruumsh who has an orc's·eye omulet 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 
local adventurer who Is a great ore hunter took an ore's· 
eye amulet as a trophy from a nearby ore clan. She might 
be w illing to sell it, or she might be "persuaded" to give 
It up. 

JJ111ll119 rhis dCll1k'< black lwotl 01w Jt111r head rr.iriefom1' 1011 

iruo n 11111rJcr of rm·l'ns. 

Lvl 13 ~ 3 1 7.000 gp 
Lvl 18 +4 85.000 gp 
Item Slot Neck 

Lvl 23 • S 
Lvl 28 +6 

Enhancement: Fortitude. ReOcx, and Will 

415.000 gp 
1,115.000 gp 

Power (Daily + Polymorph): Immediate Reaction. Ttf98cr: 
You take damage from an auack. Effect: You transform 
Into a cloud of screaming ravens until the start of your 
next turn. While 1ransformed, you become insubsumtial 
and gain a Oy speed equal to your speed. In addition. you 
shift a number of squares ec1ual to the shroud's enhance· 
ment bonus. 

SOUL SHARD TAL1S'MAN 
Death giants and death titans are known for their soul 
shrouds, composed of souls they have torn from fallen 
foes. Small pieces of a slain death giant's o r death titan's 
armor can be enchanted to make sou/ shard talismans, 
w hich emulate the nature of the soul shroud. When an 
e nemy 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 a mulet 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). 



I frm) flJr it< sizr. tit is lilcrck 111i>111I 111•111/mrt r1m111ates t1 ll'isp vf 
blue srm>lw wl11' 11 a ~0111 h 1mpp1•cl 111si,fr ir. 

lvl 24 -'-5 525.000 gp lvl 29 16 2.625,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, ilnd Will 
Property: When you reduce a nonminion enemy to 0 hit 

points, this talisman gains a charge. There is no limit to 

the number of charges it can gain, but it resets lO 1 charge 
after an extended resL 

Power(Dally + Healing): Minor Action. You expend 1 
charge from this talisman and regain 3d6 hit points plus 
additional hit points equal to 4 times the number of 
charges remaining in the talism.m. 
Level 29: 3d8 hit points plus 6 times the number of 

charges remaining In the 1a li~man. 

11ris 1111111lc1.J1•pirh11Jou• with''" <'\prc,sio11of11bjcc1 terror. 

Lvl 7 + 2 2,600 gp lvl 22 -t 5 3 25,000 gp 
Lvl 12 3 13.000 gp lvl 2 7 +6 1,6 25.000 gp 
Lvl 17 4 65.000 gp 
Item Slot: Neck 
Enhancement: fortitude, Reflex, and Will 
Property: When you use a foar power. each target rakes a -1 

penalty to saving throws against any ongoing effeas of the 
power. 
Level 1] or 17: 2 penalty. 
Leve/ 21 or 2 7· -3 penalty. 

I hi- w1l1lc11 lockc•t lrrfp, \1111 mah rla· nrv~t our of etuh moment. 

lvl 14 n 21.000 gp lvl 24 +5 5 25,000 gp 
Lvl19 +4 105,000gp Lvl29 +6 2,625.000gp 
Item Slot: Neck 
Enhancement I ortitude. Reflex. and Will 
Property: You gain an itc>m bonus to initiative checks equal 

to the locket 's enhancement bonus. 
Power (Daily): Minor Action. You take a standard action. 

---·~·-·--·-·-·-~·-·· ---- -·--· 

RlNGS 
:\.fr,•r chow.inJJ Ill'() rinfi:. c~f powrr cnrej 111ly, n1h·en1 urers 
ofrm wear u 1111111bcr of other 11011m11nirnl ri113s ro disgui5e 
rht'fact tl111r tlw,1 on• lllllJlically equipped. 

·\magic ring is u11ob1rno;hc. t•asily e~plainc<l away as 
mere jt•wrlr). and portuhlr. 

Mo~l ring'> have a proper1) or a po\\er lhul 
imprU\es "lwn the" 1:.1rer n•achc!> a milestone. 
Bqond 1hnl. ring!> \<IT) widd). 

Thi< )lh·er rittiJ is h1>t•t 1drh complt•x ir11erlocki119 tft?cor111io11s 
mrJ pr<.widcs lm1lh1J110 your allies. 

Item Slot: Ring 25,000 gp 
Property: When you use your second wind. one ally 

adjacent to you regains 10 hit points. 
Power (Daily + Healing~ Minor Action. You spend a 

healing !>urge but regain no hit points. Instead, one ally 
adjacent to you regains hit points equal to your healing 
surge value. 

If you've reached at least one milestone today, the ally 
regains additional hit points equal to your level. 

• I 

Tlrl< ornctlt' nnldrrr rillJJ looks like Cl Ii tr.I' crclWlt, (0111plrre willi 
111i11iat11re}t•wt!I). 

Item Slot: Ring 25,000 gp 
Property: You gain a t 1 hem bonus to all defen~es against 

illusion or p~ychic powers. 
Power (Daily): Immediate Interrupt. Tri8JJer: You are hit by 

an illusion, a psychic, or a sleep power. Effect.: You gain a 
~4 bonus to Jll defenses agJinst the triggering power. 

If you've reached al least one milestone today. the 
bonus to all defenses lasts until Lhc end of your next turn. 

C ll 1\ P1 I· H l I Mn9lc Items 
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Supernal, lokliaric, artd Barazhad characters entwine abour 
this thick mit11ralbund. rearrmiaina rhemsel.ves when the rina's 
ma8ic is activated. 

Item Slot: Ring 3,125,000 gp 
Property: You gain a +4 item bonus to your healing surge 

value. 
Power (Daily): Minor Action. If you have expended all of 

your encounter attack powers, you regain the use of one 
of them, determined randomly. 

If you've reached at least one milestone today and have 
expe nded all of your daily attack powers, you regain the 
use of one of them, determined randomly. 

n ie SC?ft 501185 cltmiteiJ by this rina in rimes of 11ecd nre of 
those buri.ed ctlive, hurmned withfadina breath 1'1 hold off the 
final niaht 

Item Slot: Ring 105,000 gp 
Property: Whe n you make a death saving throw, each 

enemy within 3 squares of you takes 5 necrotic damage. 
Power (Encounter + Necrotic): Immediate Reaction. 

Triaaer. An ally makes a death saving throw. Effect; One 
enemy within 3 squares of that ally takes 1 0 necrotic 
damage. 

If you've reached at least one milestone today, each 
enemy, instead of one, within 3 squares of that ally takes 
1 0 necrotic damage. 

Thi~ rina ·s dizzy il19 black spirals seem to bend space am/ time. 

Item Slot: Ring 45,000 gp 
Property: You gain resist 5 necrotic. 
Power (Daily + Teleportation): Immediate Reaction. 

Triaaer: A creature within 1 0 squares of you drops to 0 
hit points or fewer. Effect: You teleport into the creature's 
space or to a square adjacent to it. 

If you've reached at least one milestone today, you 
can use the powe r a second time during this encounter. 
This second use doesn't count as a use of a dai ly magic 
item power. 

Grace Ring of Lightning 
The a old and sil.ver weave of this rina is cut with sparklin,q 
channels. Liahtnina arcs f rom it co protect you when you're 
incapacita.tetl. 

Item Slot: Ring 21.000 gp 
Property: You gain a + 1 item bonus to saving throws against 

dazing or stunning effects. 
Power (Encounter): No Action. Triaaer: You a re conscious 

and e nd your turn without having made an attack dur­
ing it. Effect: One creature within 5 squares of you takes 
lightning damage equal to your highest ability modifier. 

CHAPTER 1 I McljJiC Items 

Level 19 
The mc1gic within this rinEJ is visible as a nold and silver spiral. 
swirlina aroundyour hand until ifs released. 

Item Slot: Ring 105,000 gp 
Property: You gain a +1 item bonus to saving throws against 

dazing or stunning effects. 
Power (Encounter): No Action. Triaaer: You are conscious 

and end your turn without having made an attack during 
it. Effect: You gain a +2 power bonus to attack rolls during 
your next turn. 

vVhen hope has_fled, this ri119's pulsi119 blue sapphire mi9ht 
reca1nure ir. 

Item Slot: Ring 21,000 gp 
Property: You gain a + 1 item bonus to saving throws against 

dazing or stunning effects. 
Power (Encounter): No Action. Triaaer: You are co11~ciou~ 

and end your turn without having made a n attack during 
it. Effect: You gain a +5 power bonus to your next saving 
throw before the end of the encounter. 

This understated 901cl and. ;ilver weave holds a sliver of ivory 
carved into a ram ·s head. 

Item Slot: Ring 21,000 gp 
Property: You gain a +1 item bonus to saving throws against 

dazing or stunning effects. 
Power (Encounter): No Action. Tri99er: You are conscious 

and end your turn without having made an attack during 
it. Effect: You push one creature adjacent to you 1 square. 

CROWN OF THE DREAM K1NG 
This ring's name comes from a tale told to human children 
for centuries. In the tale, a young girl named Sharnanda 
rescues the King of Dreams from the nightmares that 
haunt his kingdom, and he gives his crown to her in 
gratitude. Because the King of Dreams is no bigger than 
Sharnanda's hand, the crown is just large enough for her 
to wear as a ring, and it protects her dreams from that 
night on. 

When a plague of nightmares comes to Sharnanda's 
town, the ring protects her, and she uses it to rescue a 
prince who has fallen under a spell. Together, they defeat 
the threat, and as such stories go, they marry and live 
happily ever after. 

Many suspect there is some truth to this story, since 
the rings associated with it seem to have originated in 
the Feywild, said by some e ladrin sages to be the dream 
of the natural world. Some magic-using jewelers In the 
world have learned the craft of making these rings, but 
their versions are never as lovely as the ones given as gifts 
by the eladrin to those who have earned their favor_ 

A Hop, a Skip, and a Jump: According to a recently 
discovered map, a traitorous knight in a magical slumber 
lies just on the other side of a portal to the Feywild. It's 
dangerous to go there, but a crown of the dream kina is 
supposedly among his possessions. 



lhis 1111,n hand 11111kc' 11 ra;,irr ft1r yc>u ro rnn<eal your comin9s 
c111d JJOit19). 

Item Slot: Ring 425,000 gp 
Property: You gain ii +5 item bonus to Stealth checks. 
Power (Encounter + Illusion): Minor Action. You become 
invi~iblc until the end of your next rurn. 

If you've reached at least one milestone today, you also 
gain conceillment until the end of the encounter. 

l11is noltlt•u 1111111! lwlcl .. II 'lllclll di11nwr11I hour9lass. which i11-
wrb 1•11ch li1111• dt( rin11 i> tl'l'cl. 

Item Slot: Ring I 2 S,000 gp 
Property: You gain a HI hem bonus to initiative checks. 
Power (Daily): Free Action. 1r the next encounter attack 

power you use this turn mi~ses all its tnrgets. you regain 
the u~e of that power. 

If you've reilchcd ill least one milestone today, you can 
apply this power to the last encounter attack power you 
used this tu111, rather than the next. 

\\hilt• \UU 11'1.'Clr rhi .. rillJl·J Ollr 11111119!11, Si'l'lll di:orrr. ttnd )OU 

Tl'<OIW fm111 rrtt'llft1l t11t11ch cjulckh. 

Item Slot: Ring I 2 5.000 gp 
Property: You gain a -1 4 item bonus to Diplomacy checks. 

In addition, you gain an item bonu~ to Will equal to the 
number of mile~tones you've reached today. 

Power (Daily): No Action. Tri89et: An attack hits your Will 
and dazes or stuns you. Effect: You make a saving throw 
against the effect d1at d azed or stunned you. even if a 
save can't normally end that effect. The effect ends if 
you save. 

'I • 

f'l1j~ Slc't'f flt111d b Cllrl't'd to rnJJJJt'51 Ht?lll'l/Otions Cl )i911 ~{its 
prorrcriw maylc. 

Item Slot: Ring 525,000 gp 
Property: When you hrtvc cover, atrackers take a -3 penalty 

to attcick rolls against you instead of a -2 penalty. 
Power (Dally + Zone): Minor Action. You create a zone of 

protection in a close burst 2. The zone lasts until the end 
of your next tum. While within the 1one. you and your 
allies have cover against enemies out~ide the zone and 
can move 1 extra square when they shift. Sustain Minar. 
TI1e zone persists. 

IF you've reached at least one milestone today. you can 
increase the \lze of the zone by 1. 

nir ~ilw1 anti sold II <'<In' of th~ 11ra<1' rinJI r'l'Ctlll' the! hemldry 
of tlll' S11lral ftnwr. 

Item Slot: Ring 45.000 gp 
Property: You gain d 1 item bonus to saving throws against 

daLlng o r ~tunning effects. 
Power (Encounter + Teleportatlon): No Action. Tri98er. 

You are conscious and encl your turn without having 
made an auack during It. Effecr.: You 1eleport 5 squares. 

\ \ ·1t1lc you we11r rhb rl11,11. your /11wcl takes 011 the oppearonce of 
>lt111c. si911ijj 111:11'1111 you po~>CS) rhr clurcibiliry of ea11h. 

Item Slot: Ring 1 J S,000 gp 
Property: You gain a 4 item bonus to Endurance checks. In 

addition. you gain an item bonus to Fortitude equal to the 
number of milestones you've reilched today. 

Power(Daily): Free Action. Tri98er: You're pulled, pu~hed, 
slid, or knocked prone. f/f('ct: You ignore the forced 
movement and aren't knocked prone. 

fhi~ 1lti11 ivon• b11111l warcls_1c111r 111i11Jfromfr11r. 

Item Slot: Ring 2,125.000 gp 
Property: You gain a +4 bonu~ to .iii drfe11ses against fear 

attacks. 
Power (Da ily): Immediate Inte rrupt. Trl88er. An enemy 

within your line of sight mnkes a fear attack. Effect: Each 
ally within S squares of you gillns a +4 power bonus to 
all defense~ ag.iinst that auack. 

1r you've reached at least one milestone today. each 
ally within 1 0 squnres of you gains the bonus instead. 

TI1is (lrlllllC pl11111111111 """ nol1I bc1ml 1• dot1e1l Willi seven di[Ter 
t'lll f/1'111 ... 

Item Slot: Ring 515,000 gp 
Property: You gain a 1 Item bonus to Will. 
Power (Daily): Minor Action. Once per round until the end 

of the e ncounter. you can use a free action on your turn 
to sustain a n effect of yours that requires a minor action 
to sustain. 

If you've reached at least one milestone today. you can 
~ustain a power once per round on your turn using no 
action, rather than a free action. 

1'hl£ 1111111/ b 111111/r '!f :;mlptrd jc>rcl'. Ir c><rnsiorurlly hums Jc1111rl.1 
i11 V1!111' 111l11d. 

Ite m Slot: Ring i,12 5,000 gp 
Property: You gain a 1 2 hem bonus to Will. 
Power (Daily + Psychic): Immediate Reaction. Tri99er. An 

enemy hits you with an attack that targets Will. Effect: 
The triggering c.>nemy tdkes ongoing 1 0 psychic damage 
(\ave end~). 

If you've re.1ched at least one milestone today, the trig­
gering enemy instead takes ongoing 1 5 psychic damage 
(save ends). 

Jhi' h1'C1~ .'l"lrl ri11:1 is ~rr wlrlr 11le1r9e11111r1hx~1. which shim· 
mer) fi1ir1d,1 wlrh hl•cdi1111 111119k. 

Item Slot: Ring 225.000 gp 
Property: When you spend an action poinr, you regain hit 

points equal to your Constitution modifier. 
Power (Dally + Healing): Standard Action. You spend a 

healing surge. 
If you've reached at lea!>t one mile~tone today, you 

don't spend a healing surge. You instead regain hit points 
as If you had ~pem one. 

(' l 1 1\ PT I- It I \1 a tli c It e 111 ~ 



This omutc wltite 11old and sappl1ir.- dna arants you sway owr 
che mind~ clj ot.lwrs. 

Item Slot: Ring 225,000 gp 
Property: You gain a +2 item bonus to Charisma-based skill 

checks and ability d1ecks. 
Power (Daily): Minor Action. Until the end of your next turn, 

you gain a + 2 power bonus to attack rolls against Wil l. 
If you've reached at least one milestone toda)I, the 

bonus to attack rolls increases to +4. 

These copper rinas are shared by rhose who work well ro11erl1c1: 

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 rin8 of sympathy can 
make a saving throw. 

Power (Daily): Minor Action. One ally within 10 squares 
of you can make a saving throw. If that ally is wearing a 
rina of sympathy, he or she gains a + 2 power bonus to the 
saving throw. 

If you've reached at least one milestone today, you 
can instead use this power to grant an ally within 1 O 
squares who is wearing a rina of sympathy a saving throw 
(including the +2 power bonus) against each effect on 
him or her that a save can end. 

C ll APTER l I Ala9ic Items 

TI1i.~ nold rir18 is ennroved with the crossed-axes ~ymbol of a 
Ions-dead army. 

Item Slot: Ring 85,000 gp 
Property: When you use your second wind, you regain 

additional hit points equal to your Constirution modifier. 
In addition. you regain additional hi t points equal to your 
Constitution modifier for each healing surge you spend at 
the end of a short rest. 

Power (Daily+ Healing): Free Action. Use this power 
during a short rest. You and each ally within your line of 
sight regain additional hit points equal to one-half your 
level when you spend healing surges during that rest. 

If you've reached at least one milestone today, the 
number of additional hit points equals your level + your 
Constitu tion modifie r. 

This simple? silver rin[J makes ii ensicrfor your allies ro rrvive 
)'Oii. 

Item Slot: Ring 425,000 gp 
Property: When you have 0 hit points or fewer and spend a 

healing surge, you regain 2d6 additional hit points. 
Power (Daily + Healing): No Action. Tri89er: You spend 

a healing surge as a result of an a lly's action. £/feet: You 
spend another healing surge. 

If you've reached at least one milestone today, you 
don't spend another healing surge. You instead regain hit 
points as if you had spent one. 

j • 

This fJOld rlniJ is inlaid wirh morher of pearl blessecl by prlesl-; 
of olil. 

Item Slot: Ring 25,000 gp 
Property: When you use the turn undead power, you cnn 

increase the size of the burst by 1. 
Power (Daily): Free Action. Tri89er: You use turn undead. 

Effect: Each target you hit with that power is restrained 
instead of immobilized. 

If you've reached at least one milestone today, you can 
increase the size of the burst by 1 (in addition to the in­
crease from the ring's property). 

J11c lmowledae seems as if ir has always been ll'i1hin you. in 
steatl ofi1atltcred in the slim nuw-can·ed bane! on your fr1111cr. 

Item Slot: Ring 225,000 gp 
Property: This ring contains one at·will attack power from 

your class. You choose this power when you acquire the 
ring and can't change it later. 

Power (Daily): Minor Action. Until the end of the encoun· 
ter, you can use the at-wi ll attack power contained in the 
ring. If you do so, choose one of your other at-will attack 
powers from your class. You can't use that power during 
the encounter. 

lfyou·ve reached ar least one milestone today, you gain 
a + 2 power bonus to attack ro lls and damage rolls when 
you use the power contained in the ring. 



I I lir11.wu USl' rhis ri119. you 11101·" so rjuicllh· drar you'rl'll blur. 

Item Slot: Ring 125.000 gp 
Property: You gain a I 4 item bonus lo Acrobatics checks. 

In addition. you gain an item bonus to Reflex equal to the 
number or milestones you've reached today. 

Power (Daily): Immediate Reaction. Trigger: l\n attack 
hit~ your Reflex and lrnmobillzes, restrains. o r slows you. 
Effrct: You make a saving throw against the effect that 
immobilized, restrained, or slowed you, even if a save 
can't normally end that effect. The effect ends If you 
save. 

'I l1is lJolil ha111l .fer1ls 011 11ii11i11dwr1M11il \Ou. 'rirrinJJ t/1!'111 our 
1111 \11111 r {'I 11'111)~ 

Item Slot: Ring 65,000 gp 
Property: You gain resist 3 against ongoing damage. 
Power (Daily): Free Action. TrlMJer: You hit an enemy with 

a basic attack. Effect: You transfer one ongoing damage 
effect from yourself to that enemy. 

If you've reached at least one milestone today, you can 
use rhis power after hitting with an at will attack that 
isn't a basic attack. 

SHADOWFELL S1GNET 
Many generations ago, servants of the Raven Q ueen 
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 to move on to what lay beyond. The temple's 
priests, who were fierce enemies of the undead, forged 
Shodowfell si9nets out of the dark metal they mined from 
beneath the temple and used them as tokens of passage 
through certain lands of the dead. 

Endings come to all things In the Shadowfell, and the 
temple was no different. Some say the priests were sub· 
verted when they opened the temple's gates to servants 
of 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 temple, much of its lore was lost, 
but a handful of devotees kept the secret of the signets 
safe and shared it with those who would strike against 
the undead. 

A New Blasphemy: Attacks by undead have ravaged a 
town In the mountains. The undead have a leader. a female 
vampire who carries a black metal ring that bears the 
symbol of the Raven Queen, enemy of all undead. The Raven 
Queen's worshipers are anxious to end this blasphemy and 
are looking for heroes who can help them do so. 

What Once Was Lost A paladin who escaped the fall of 
the temple passed through the area recently. He had one of 
those fancy rings known as Shodowfell sianets 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. 

fhis simple \\'Oo.len riny allow' you co tJO plt1a'S trn ont' else can. 
c111d you c1111 use ii to ope111111cl clo~I! di1111'11Sl<Jruil n·i111fo11». 

Item Slot: Ring 2,125,000 gp 
Property: When you teleport and no creature automatically 

moves Into the space you left, that ~pace Is filled with a 
spatial Oux that prevents any creature from entering Ir unti l 
the end or your next turn. 

Power (Daily + Te leportation): rree Action. Tri88er. You 
used 1eleportation power. Effect: You don't need line of 
sight to the destination space. 

If you've reached at lea~t one milestone today. the dis­
tance of the te leportation Increase~ by 4. 

Tit is bluck rit1a ofw1l111ow11 mw1/ hears rite >y111li1.1I of the T<a· 
l'!'lt Qirre11 hr sih•1!r. 

Item Slot Ring 105.000 gp 
Property: You gain resist 1 0 necrotic. and If an enemy's 

attack causes you to Jo~e a healfng !>urge. you can take 10 
damage lnslead of losing that healing surge. 

Power (Daily + Stance): Minor Action. Until the stance 
ends, you gain a +4 bonus to all defenses against oppor· 
tunity attacks from undead creature!>, and you don"t grant 
comb.it advantage when flanked by undead. 

If you've reached at least one mile~tone today, 
you don't provoke opportunity anacks 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 
o;oldiers were assigned to guard the edges of civilization 
from the encroachment of monsters. When a white 
dragon attacked the outpost, the dwarves were driven 
away. Ashamed of themselves, they reconvened and went 
back to the outpost to try to best the dragon. 

The dwarvl!S fought a good fight. but the dragon was 

victorious. Their frozen bodies weren't found until an 
army arrived and destroyed the dragon. The dwarves' 
military rings were collected and used as special medals 
that were handed out for bravery. Since the dissolution of 
the army, the rings have dispersed throughout the land. 

Buried Cache: Rumor has it that a cache of rin9s of the 
fallen is buried deep within a forest overrun by brigands. 
The brigands are an uncommon lot, using monsters and 
magic to prey on nearby townsfolk. Perhaps the brigands 
know where the cache is. 

Mad Oracle: Divinations have revealed that a mad 
oracle in the mountains knows the location of one or 
more rlnas of the fallen. Numerous obstacles and monster> 
block the path to the oracle, but the promise of one of 
these rings would be worth the dangers. 

CHAl'T Fll l 1 J\109l c I /em< 



This rina C?f bt1salt becomes more polished and intricarcly 
can•ed each time you use it. 

Item Slot: Ring 65,000 gp 
Property; You gain resist S against critical hits. If you've 

reached at least one milestone today, you gain resist 10 
instead. 

Power (Daily): Minor Action. You gain resist S to all 
damage until the end of your next turn. Sustain Minor: 
The effect persists. 

This copper ,.irt8 has a settin9 but 110 aernstone. \Viren you use 
the rin9. sparks f ill t'1e setti119. 

Item Slot: Ring 65,000 gp 
Property: You gain resist 10 lightning and resist 10 thunder. 
Power (Daily): Immediate Interrupt. Tri1JBer: An e nemy hits 

you with a lightning attack. Effect: The triggering enemy 
makes the attack again, but against itself. 

If you've reached at least one milestone today, you 
can pick a second ene my within S squares of you. The 
triggering enemy makes the attack against the second 
enemy too. 

This ta.nrished silver ri119 set with a mmldied stone looks 1111111· 

dane. When yau weci r i£. it lu9s you in rhe naht direction. 

Item Slot: Ring 8 5,000 gp 
Property: You gain a +4 ite m bonus to Streetwise checks. 
Power (Daily): Free Action. You gain a success in a skill 

challenge in which Streetwise is a primary or secondary 
skill. 

If you 've reached at least one milestone today, you also 
gain a +5 power bonus on your next Streetwise check 
before the end of the day. 

The distinctive 901d cmd .silver weave of this smce rin9 is carved 
with feet rhers. 

Item Slot: Ring 21,000 gp 
Property: You gain a + 1 ite m bonus to saving th rows against 

dazing or stunning effects. 
Power (Encounter): No Action. Tri9aer: You are conscious 

and end your turn without having made an attack during 
it. Effect You or an ally within S squares of you can stand 
up as a free action. 

·-·--·-----·-·-·-- ----·-·-
WAlST SLOT 1TEMS _; 

No hero wears n [J irdle. '!f anyone asks, it's a belt. 

\i\laist slot items, whether baldrics. bandoiiers, bells, 
or sashes, an~ hard to pin dm.Yn Lo one mystical 
theme. Many wa istline wraps benefit the health of 
the wearer, but some bands serve other pu rposes alto­
gether. Those belts that hold weapons or other tools 
can be enchanted to enhance those items. 

C HAP TF.R l I 1\ia9i c It e ms 

These cloth strcrps /1dp yo11 to rwisr and clive our of dan11erous 
siruati,ons. 

Item Slot Waist 21,000 gp 
Property: When you make an Acrobatics check, you roll 

twice and use either result. 

This way leather baldric lets you supplant your enemy ·when 
you use your aeais of ussmilt. 

Item Slot: Waist 9,000 gp 
Property: When an enemy triggers your aeais of assault 

power, you can slide the enemy 1 square and then te leport 
into that e nemy's space, instead of teleporting to a space 
adjacent to the enemy. 

This marcasite-studded bald1·ic ai;i; you whe11 you use your ae· 
Bis of shieldi119. 

Item Slot: Waist 105.000 gp 
Property: When you use your aeais of shieldina power to 

reduce the damage deal t to an ally, you gain temporary hit 
points equal to the amount of damage you prevented. 

This rouah-tcxtured bc11 seenis to be coated in tlie sands of time. 

Lvl 6 1,800 gp Lvl 16 45,000 gp 
Item Slot: Waist 
Prope rty: When you roll a 20 on your initiative check, 

you gain an extra move action during the first turn of the 
encowlter. 
Level 16: You instead gain an extra standard action. 

This wide leather band touahens your skin but weakens your 
resili.ence. 

Item Slot: Waist 4 ,200 gp 
Power (At-Will): Minor Action. Until the end of your next 

turn, you gain a + 1 power bonus to AC and vulnerabili ty 
to all damage equal to half your level. 

Belt of the witch liinn 

This conifo,.table leather belt is worked witlr irna;1es (f foo(l· 
st'-![f'; that nourish you. 

Item Slot: Waist 2,600 gp 
Property: You gain a +3 item bonus to Endurance checks. 
Property: You don' t need to eat. You must wear the belt for 

24 consecutive hours before this property functions. 0 
c 



::. 
The links of this slim sihw chain are separated b)' small spheres 
of 11rca11e-e11l1011ced obsidian. 

Item Slot: Waist 85,IOOO gp 
Property: You gain a +2 item bonus to Fortitude. 
Power (Daily + Healing): Free Action. Triaaer: You become 

bloodied. Effect: You regain hit points equal to twice the 
level of the highest-level arcane power you have not 
expended. 

Tl1e diamonds on chis p/atin11111band8m11t weatfortitude. 
wl1ich you can sacrifice for hecrlth. 

lvl 10 5,000 gp Lvl 30 3,125,000 gp 
lvl 20 125,000 gp 

Item Slot Waist 
Property: This belt holds one diamond and you gain a + 1 

item bonus to Fortitude. 
Level 20: Two diamonds, +2 item bonus to Fortitude. 
Level 30: Three diamonds, +3 item bonus to Fortitude. 

Power (At-Will + Healing): Minor Action. When you use 
this power, one diamond on the belt cracks and dark· 
ens, becoming worthless. You regain hit points as if you 
had spent a healing surge, and the belt's item bonus is 
reduced by one. If there are no diamonds on the belt. 
you can't use this power. After an extended rest, each 
diamond destroyed by this power is restored. 

I his brillianr orc11111e wmp rt'510res life to llw 1·a11q11islied. 

Item Slot Waist 85,000 gp 
Property: You gain a t 1 item bonus to Fortitude. 
Power (Daily + Healing): No Action. Tri99er: An enemy 

reduces you to 0 hit points or fewer. Effect: You spend a 
healing surge and are dazed until the end of your next 
turn. 

This wide brown lrarlier baldric keeps porion!> i11 e<L•y re<1cl1. 

Item Slot: Waist 3,400 gp 
Property: This belt can hold 1up to six potions. You can 

retrieve a potion from the belt as a free action. 

'I his jlasl~\~ embroidered red sash proclai11L<; yaur heroism to all. 

Item Slot: Waist 2,12 S,000 gp 
Property: When you spend an action point, one ally within 

your line of sight can spend a healing surge as a free action. 

I I 

Wl1ile _vou wear this hemy brown hide sash, you heal at a rre· 
n1e11dous rate. 

Item Slot Waist 2,125,000 gp 
Property: You gain regeneration 5 while you're bloodied. 

BELT OF THE W1TCH K1NG 
Long ago in the nation of Pak Suth, the king died without 
an heir. Driven by a warriior 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 daily tests of the body would 
become absolute ruler. 

Many soldiers, generals, and heroes succumbed to the 
trials before Tularl claimed his right to be tested. Despite 
his slight frame, he endured each day's test and eventu· 
a lly became king. Tulari was a great ruler, holding the 
boundaries of Pak Suth firmly and ruling wisely. Today, 
the legend of the Witch King T ulari remains strong in the 

region, and the nation's ruler wears a be lt of office- the 
same one that Tulari wore when he passed the tests. 

Nation in Exile: Much has changed s ince Witch King 
Tulari set Pak Suth on th1e path to greatness. Today, the 
people of Pak Suth flee their homeland en masse. The 
king's lineage has ended, and rebels have stolen Tulari's 

belt- or so the rumor goes. What authority remains has 
offered a prize for the defeat of the violent rebels that 

plague the exodus: the belt of the Witch Kina 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 ;a ll that stands between a group 
of heroes and this be lt. 

ff,i_( rouah JVay belt (O\'ered ill SfOllC plate> flrClnlS Slnbilit)' fO 

i ts wearer. 

Item Slot: Waist 3,400 gp 
Power (Daily): Minor Action. You can Ignore push, pull, or 

slide effects until the end of your next turn. 

'l11is far-lined wrap clu11111els the srren9rh and thr rrcklessness of 
an accomplished wrestler. 

Item Slot: Waist 17;000 gp 
Power (At-Will): Minor Action. You gain a +S power bonus 

to damage rolls and to gmb attempts, but take a -2 pen­
alty to attack rolls. You also grant combat advantage to 
a ll enemies. This effect la:>ts until you end it as a minor 
action. 

Level JO, 
fou beco111e wmithlikP when you wenr this worn rope band. 

Item Slot: Waist 3,1 25,000 gp 
Property: When you score .:i critical hit, the target is 

weakened until the end of your next turn. 
Power (Daily + Illusion): Minor Action. Until the end of 

your next turn, you become invisible and insubstantial 
and gain phasing. 



PHOEN1X SASH 
Fenelon was an eladrin warrior of the Feywild who was 
known for his ability 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. f.or his ability to rise 
from the ashes of tragedy and defeat, Fenelon became 
known as the Phoenix. 

Fenelon eventually died of old age, and his magic 
sash passed Into the hands of other eladrin. Eventually it 
made its way into the world. where it has been worn by 
a number of heroes, though none as worthy as Fenelon. 
Learning of this disgrace, the eladrin seek a fey warrior of 
great prowess who can find andl reclaim the sash, return­
ing it to glory and honor. 

Reclaim the Sash: The eladrln 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 arthmage by 
the name of Killias. The archmage has been oppressing 
the villagers In a small kingdom In the north. 

Fomorlan Clutches: Rumors suggest that Skrad, a 
descendant of the fomorlan Morgkash, has found the 
Phoenix sash and is keeping it In his stronghold. He guards 
the sash closely and attacks any who would take It. It's 
also said that on more than one occasion, the sash has 
saved his life when fey assassins attempted to kill him. 

CllJ\11 rF I{ I I J\lagic It ems 

··-· ·---·--·-·-·---·---· ---·-
WONDROUS lTEMS ~ 

!(you tlii11k you fww too man) wonclrous items. _nm'rt> 
IW'l'llllJ. Trr tn,111, you lrtll'C.' too fl!w porker~. 

1 hr catchall rat<:gor) lor e11chcrnrerl object , a won 
clrnu~ item isn't worn or wielded. 11 ncl it ca n haw 
nt) riad cm:han1111cn1c,. A<lvenltlrCr!> hoard won· 

drnus Hems bl'laLL'it' their clli:ct rcwcr such a wide 
s1wurum an<l 1101 having the righ1 one can be llw dif 
forcncc berwf'ttt i.uccc:":> and failu re:. 

This section dcc;cribcd various wondrous item' 10 
lrclp you 0111 ol jurn<.;, wondr ou<; lair items to c11hu11ce 
your ba~e of opcratio11'>, and wondroui. mt too:> th.tl 
an· al mt}~" ith you. even if) our other it<·m<> art· 11·1. 

'//1 ls /c(l tl1er w rn1 •, '1011111/ i11 iro11 cr11d sili•er, coriwinsfnr tlllll'C 
p1t,</CS Ulllll llcllllrcifh r11~5iiJ/t'. 

Wondrous Item 360 gp 
Property: This ritual book has the dimensions and weight o( 

a standard ritual book, but holds l ,000 pages. 

/his oilskin pourJr hold, t11ore tlw11 fr should. indudi119 11 ;111111/ 

l1rcathi1w tube ti1111 c.\t1•111lsfmm tlw imitlr. 

Wondrous Item 1.000 gp 
Property: This belt pouch contains 1 hour's worth of air. 

which remains fresh indefinitely. Once the air in the 
pouch has bee n consumed, you can refresh the supply by 
exposing the open pouch to <my supply of breathable air 
during a shore rest. 

/'hi~ plnh1 whit1• wo.\ i:m11/le cw1 /111m !'WI') dl~\' uri1ho11t 
11l 111h1 ishinn. 

Wondrous Item 2 S,000 gp 
Property: This c.Jndle sheds dim llght J squares in all dlr 

cctions and never burns down (but c.m be extinguishedi 
Power (Daily): Standard Action. Use this power while the 

candle is lit. Until the end of the encounter. creatures 
within 2 squares o( the candle lose the insubstantial 
qualily and Ciln't become invisible. 

11w 50uml of d1h l1l11rll 5t11Jded bnin::e honi 1lispt!b rnryumuons. 

Wondrous Item 13,000 l.'P 
Power (Daily): St,rndard Action. You end each conjuration 

within 3 squares of you. 

I hh thb1 sheet of bnllt:l'. rhe size l!f u rnll o.f p11rd1111L'lrl, "1•111 
l105Si!d with fo1111°> >)'frtl"-11 in our Cllm1•r. 

Wondrous Item 360 gp 
Property: This material can be written on like paper or 

parchment, and the writing can't be erased until the 
parchment's owner wllls it blank. It 's ncxible enough to roll 
Creating a ritu31 scroll using this item fllls it with text, but 
takes half the usuill time. Once the rltual is performed, the 
piece of loun·~ porchmC'llt curn~ blank and can he reu\ed. 



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 methodology and who had stymied a 
number of their plans. She was enough of a t horn in their 
side that the shadar-kai felt she deserved an accelerated 
audience with the goddess she and they both served. 

Antala spent her life dealing with regular visits from 
shadar-kai assassins, and she developed a number of 
defenses and protections to minimize their threat, includ­
ing the ahostliaht candle. 

Internal Matters: The shadar-kai are as given to politics 
and infighting as any other intelligent people. A caravan of 
them arrived in town with a number of 9hostli9ht candles 
and other treasures. These shadar-kai are willing to use 
the candles as payment for escort to someplace safe, but 
others of their kind are willing to pay a similar price to 
see that the caravan doesn't leave. One way or another, 
these events offer a good chance to acquire one of the 
candles. 

The Light under the Hill: Every night for the past 1 0 
years, the light from a single candle has been seen from 
the top of a hill outside town. Stories say it's a ahostli9ht 
candle, lit by a girl trapped by the fey. who is badly in need 
of rescue. 

Protected by 11 stmdy srmn t.ube, this shec1 of vell11111 is rin.qed 
wirh symbols of travel: 11111ao11 wheels,foolsl"f'S. nm! rofts. 

Wondrous Item 2.600 gp 
Property: You gain a +2 item bonus to Nature checks and 

Perception checks to navigate through areas mapped 
by this item's power (including checks made during skill 
challenges). 

Power (Daily): Standard Action. You command this map to 
redraw itself, depicting the swface area within a 10-mile 
radius around you. The map doesn't go into precise 
detail, but it's accurate. It shows only aboveground ter­
rain, not underground areas. 

The map includes the following fcaLUres: 
+ General terrain features, such as mountains. rivers, and 

lakes; 
+ Structures 5,000 square feet or larger in size; 
+ Structures important for travel, such as bridges and 

portals; 
+ Lairs of creatures that are significant th reals; 
+ 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 DlSMlSSAL 
The conjurers of the group known as the Immaculate Star 
enforced their will through a virtual army of magic crea­
tures composed of cool blue flame. With such troops, a 
small number of conjurers were able to conquer the city of 
Alb and hold it for over a year. Their yoke was thrown off 
only when a resistance group managed to put an enchant­
ment on the great bell of the cathedral. When it sounded, 
it shattered, but the note dispelled the phantom army in 
the city. Shards of the bell were forged into a variety of 
weapons to use against the conjurers, including horns that 
had an enchantment similar to that of the original bell. 
Within a few months, the Immaculate Star was no more. 

The pieces of the original bell have long since been 
used up, but clever artisans have found ways to duplicate 
its functionality. 

Immortal Immaculate: The Immaculate Star analyzed 
some of the weapons made from the be ll in an attempt to 
counte ract their effect. They were unsuccessful, but even 
now immortal 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 horn of dismissal. 

When this blue. silky ribbon is unrolled. a new 1111cs1ion appear~ 
on it inalowinlJ nold aml sih•cr runes. 

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 with Dead, or Consult Oracle, you can ask one extra 
question. This effect can allow you to exceed the normal 
maximum number of questions allowed. 

Power (Daily): Free Action. Tri98et: You fai l an Intelligence· 
or Charisma-based skill check during a skill challenge. 
Effect: Re roll the skill check with a + 2 power bonus and 
use either result. 

RlBBON OF 
LlMlTLESS QUESTlONS 

Legend says the first 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 di rected 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 
drt! foum.l in th!! hands of normal people. The majority 
of these magic items 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 priests of such 
a deity that it will be used against their enemies. 

C ll 1\PTEH I I MCI/JI<: Li ems 



When you relense this black metal acorn, it arnw> into CJ fierce 
so/Ji er. 

Wondrous ltern 25,000 gp 
Power (Daily ~~ Conjuration): Standard Action. You con­

jure a Medium metal soldier, equipped with sword and 
shield, by tos:;ing this item into an unoccupied square 
within 5 squares of you. The soldier occupies its square 
and can be at tacked. It shares your defenses with a+ l 
bonus to AC and Reflex. It has hit points equal to your 
healing surge value. When it takes damage, you can 
spend a healing surge as a free action to negate that 
damage. 

The soldier is treated as one of your allies, can flank 
enemies, and deals 1 0 damage to an enemy adjacent to 
it that is hit by an ally's attack. As a move action. you can 
cause the soldier to shift 1 square or move 4 squares. 
When reduce~d to 0 hit points, or at the end of the en­
counter. the soldier disappears. and the seed of wor reap­
pears in its sq1uare. 

Tl1is die ls 111ell 11~ed the imanes cm its faces are almost worn 
away. 

Wondrous Item 3.400 gp 
Power (Daily ~~ Varies): Minor Action. You target a crea­

ture of your choice within 10 squares and roll a d6. 
1: Drunkard's M119. The target takes a -1 penalty to attack 

rolls untll 1.hc end of its next tum. 
1: Gambler's Dice. Roll a d10. If the result is even, the 

target takes damage equal to the result. If the result is 
odd. the target regains hit points equal to the result. 

3:)ester's Choir. The target falls prone. 
4-5: Soldier's Fist. The first attack that hits the target be­

fore the end of your next tum deals 1d6 extra damage. 
6: Storm's Fury. The target and all creatures adjacent to it 

take 1 d10 lightning damage. 

jl l 
I 

The /J(t9es of this spell book ure 111aaical~r treated. allowirrlJ you 
to <JUick~, drnw 011 their nrcarie power. 

Wondrous Item 9,000 gp 
Property: Wlwrds can use this item as a spellbook. 
Power (At-Will): Free Action. Triaaer: You finish a short 

rest. Effect: Rc!place one wizard utility power you pre· 
pared with a wizard uti lity power of the same level or 
lower from your spellbook that you didn't prepare. If it's 
an encounter power, you must replace it with another 
encounter pc•wer, cind if it's a daily power, you must re· 
place it with another daily power. 

Cll/\PTEH 1 I Ma9ic Items 

MAP OF UNSEEN LANDS 
When a map of unseen lands is activated, it tplots out the 
nearby area, with excellent accuracy but poor detail. Fol­
lowers of Avandra, deity of travel and adventure, claim 
that maps of unseen lands call upon her knowledge. Others 
say the maps flow from the memories of p1eople (living 

and dead) who have visited the area, pulling on psychic 
ties that still linger. 

Wealthy connoisseurs who understand magic items 
seek out different maps of unseen lands, since each draws 

maps in a unique artistic style. Some items use jagged 
lines, others produce thin strokes; in a few, the maps 
b leed out into the vellum like ink washes. 

The Halfllngs' Reward: Tribes of river-wandering half­

lings carry maps of unseen lands as they explore new areas. 
Despite the maps, the small ones wind up iin 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 map of unseen lands as a reward, or 
they might collect one from one of the halfli ngs' corpses, 
if the aid comes too late. 

Beg, Borrow, or Steal: The merchant Phineas Ollune 
is proud of his collection of rare items, which includes a 
map of unseen lands. Unfortunately for those who covet it, 
he refuses to sell it. Phineas lives in a town full of super­
stitious folk, and rumors abound that he is: a werewolf. 
Whether the rumor is true or not, this information might 
be used to persuade him to give up the map. 

This small. 1111re111<1rkabfo·lookit18 silrer whistle 8~ves off a shrill 
11oi'l' wlwn sou111lecl. 

Wondrous Item 3,400 gp 
Power (Encounter): Minor Action. Each ally wi·thin 10 

squares of you who can hear the whistle can shift 1 
square and draw a weapon or retrieve an implement as a 
free action. 

Tlris worn lc>atlier po11cl1 corita irrs a <JUantity of l!fe·savi11ayel­
low pmvcle1: 

Wondrous Item 360 gp 
Power (At-Will): Standard Action. You sprinkle this dust 

on an adjacent dying creature. That creature stops mak­
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 wondrous item that ndven­
n1rers can ndd lo t hei r base of opcrat ions (or "lair''). 
Unlike most magic items . lair items aren't portable: 
they must be left bch ind when a hero goes exploring. 
They provide comforts when the party returns home 
alter a difficult advent\lre. and n home-field adva n ­
tage against enemies who would dare assault them in 
their sanctum. 

Tlii> ser of tools. worktable. l'ie1ls. beakers, distillery. tmd other 
ald1emic~I appararuses is enchanred to aitl in the cremion of 
poweiji1l alchemicnl items. 

Wondrous Item 3,400 gp 
Property: When you use th is workshop to create alchemical 

items, you can create items of a level equal to or less than 
your level + 2. 

TI1b 11111lli{11ceted <llmnoml rs 11Su11lfy placed i11 the eye sockrr 
of a statu~ or 011 idol. or atop a tripod thut overlooks a roa111. ft 
sees all and rrporlS (){)ck to il5 master ll'har ir learn,, 

Wondrous Item 325,000 gp 
Property: TI1is eye can see invisible creatures and objects 

within 20 squares of it. When a creature enters the eye's 
line of sight, the eye telepathically warns its owner of 
the creature's presence and provides a description. It can 
communicate with its owner across planar boundaries. 

Spirits of past 11rcr111e masters are bound to rliis wrll t•quipprcl 
laboratory~ Their nid 111/ows you w refocus your 111<1/JiC for other 
purposes. 

Wondrous Item 425,000 gp 
Property: When you spend 24 hours studying in this 

laboratory. you can replace one arcane power as if you had 
gained a level and retrained. After you use this property, 
you can'1 11~e it again u11UI you sain a level. 

\; 

Tlib dojo is complete with punchi119 ba9s. a weupon rack. 
.fe11ri119 equipment, 11nd 1mini119 m1tomato11s imprl'ssed wirlr 
rhe pcr:;omrlities of history's weatest masters. WorkinH wirh 
them allows you to refocus your fifJhlin9 SI) le. 

Wondrous Item 425,000 gp 
Property: When you spend 24 hours in training at the dojo, 

you can replace one m<1rtial power as if you had gained a 
level and retrained. After 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
ded by well-traveled t1 iLksters who court Lady luck. 
Gamblers use a vaaabond's die as both a randomizer and 
a item to wager in games of chance, so a die could pass 
from person to person repeatedly. Exceptionally lucky 
gamblers (or exceptional cheats) amass a sizable collec­
tion of these dice. 

Some people who carry a va9abond's die consider it a 
tool of fate and use it to make decisions on what course 
of action to take. Each face's image has a the me. 

Drunkard's Mua: The image of a frothing tankard repre· 
sents leisure and friendship. You should take some time 
to relax, and visit a tavern if you can find one. 

Gambler's Dice: This face implies risk and fate, and sug­
gests that you should take a risky course of action. 

Jester's Chair: Buffoonery and foolishness are symbolized 
by this image. Don't take things too seriously right now. 

Soldier's Fist: Strength of arms can solve a current prob­
lem. Two faces hold this symbol-if you make decisions 
using this die, be prepared for a lot offights. 

Storm's Fury: The sublime power of 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 vaaabond's dice. Of course, rumors 
abound that he cheats. Whoever discovers his secret might 
be able to defeat him and claim a vaaabond's die. The 
rumors don't indicate whether or not he's a sore loser .... 

Th'is conifonable bed speeds your rest bul is too lar,qe to ccrrt 
nround in the d1111aron. 

Wondrous Item 840 gp 
Property: When you take an extended rest in this bed. you 

c;m spend 4 hours (instead of the usual 6) to gain the 
benefit of that rest. 

. I 

The brillim1tb' d eor \\'ater of this larae bronze bnsin wewly aids 
scrying rituals . 

Wondrous Item 13,000 gp 
Property: When you use this basin as a focus for a scrying 

ritual, the duration of your scrying sensor incre<1ses by 2 
rounds. 

·n1is cruk cmitaim a never·cndirw >11pply of dwarven ale. 

Wondrous Item 680 gp 
Property: At the start of each day, the cask fills to its 

fu ll volume with dwarven ale. Any <1le taken from the 
cask evaporates if it h<1s not been consumed when the 
c<1sk refills. 

C l l i\Pl .. H L I Mani c Items 



Tltis chandelier reveals that which is hidcle11 in the roam. 

Wondrous Item 525,000 gp 
Property: You can command this chandelier to shed bright 

light either 10, 20, or 40 squares in a ll directions as a 
free action. Within that area, creatures can't beneAt from 
concealment or total concealment. 

Tlris etd1NI silver b<1si11 makes it more cl!f]lcult for crea1.11 res you 
obsen1e Lo cletect your p1yin«J fJCIZC. 

Wondrous Item 45,000 gp 
Property: When you use this basin as a focus for a scrying 

ritual, creatures take a -5 penalty to checks to notic.e your 
scrying sensor. 

This statue <1ppenrs i11 man)' suises. but c<1ch bimls nearby crea-
111rcs to their localiorts in the world. 

Wondrous Item 4 5,000 gp 
Property: Any creature within 10 squares of this statue can't 

teleport. 

This majestic darkwoocl table e11hances your po:<itio11 i11 
llCBO!iatimt>. 

Wondrous Item 1 3,000 gp 

-
Property: You and your allies gain a +3 item bonus t•::> Bluff, 

Diplomacy, and Intimidate checks during skill challenges 
while sitting at this table. 

WH1STLE OF WARN1NG 
These whistles have been used by bodyguards and watch 
soldiers for generations, so it comes as a surprise t:o many 
citizens that they were first created for use by thieves. 
When a particularly brutal conflict between two halfling 
crime families spun out of control, each side hnvested 
in magic to tip things to their advantage. Om! clever 
member conceived the whistle of warnina to protect the 
family from ambushes. 

The feud continued to escalate until the two crime 
syndicates discovered that the entire conflict was being 
prolonged by the artificers who were providi ng each 
side with magic items. The enemies reached a truce and 
shortly thereafter assumed joint control over t he magic 
item market in town. 

Good Doggie: The local lizardfolk have bE:en get­
ting more aggressive lately, and one of their leaders has 
been using a distinctive-sounding whistle to d'irect his 
"hounds." Perhaps it's a whistle of warnina. 

Watch ing 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 
of wamina. to go off the books if the problem stops. 

C JI A l'TEH 1 I i\l aBic lrems 

This see111in9!y innocuou~ 1loor issues a sir rill alarm when an 
111umo11111 creature walks fhrou8h it 

Wondrous Item 520 gp 
Property: You can spend 1 minute to attune any number 

of individuals to this door. When a creature other than an 
attuned individual walks through the door, a shril l alarm 
sounds and doesn't stop for 1 hour, until that creature 
leaves through the door. or you command the door to be 
silent. 

The ornam(•11tc1lface on 1l1b cloor in1erro9ares a11cl in1rocl11ces 
yo11r visitors. 

Wondrous Item 13,000 gp 
Property: Cast in the shape of a face, this door ornament 

is aware of its surroundings and able to speak. When you 
install a door warden on a portal, the door gains resist 1 0 
to all damage and 40 ;idditional hi t points, and can be 
opened or closed at will by the warden as a minor action. 
The door warden 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. 

TI1is ma911ificem romul onk ruble seat.~ rwelre and prol'icles a 
ma9nificc11t l111nquet for all present. 

Wondrous Item 4,200 gp 
Power (At-Will): Standard Action. A delicious feast for 

twelve people appears on the table. 
Power (At-Will): Standard Action. All remnants of the 

fea st vanish, and the table sparkles with cleanliness. 

Cask ofliq11i<l 9old and mnabond's dice 



ln1e9ra1i119 this special morrar imo yvw wall 9ra11ts it a me1a­
pl~1 sical dense11ess. 

Wondrous Item 325,000 gp 
Property: You can use this mortar in the construction of up 

to 10 contiguous squares of a wal l. Creatures that have 
phasing can' t pass through walls so constructed. 

Minor w19els atrend rhis shrine. allowi1111 you ro refocus vour 
divine power for other purposes. , 

Wondrous Item 425,000 gp 
Property: When you spend 24 hours in prayer at the shrine, 

you can replace one d ivine power as if you had gained a 
level and retrained. After you use this property, you can't 
use it again until you gain a level. 

Tl1is statue 1rnrnlly takes the form <!fa dwarf pularlin crouched 
in cl dc:Jensive stance. 

Wondrous Item 21,000 gp 
Property: Any creature with in 5 squares of this statue can't 

shift. 
Property: Any marked creature within 5 squares of this 

statue Lakes a -3 penalty (instead of the normal - 2 penalty) 
to attack rolls when making an attack that doesn't include 
the creature that marked it. 

'11ris iro11 b111rrled drawbrid9e resizes rojlt tire porral its placed 
i11. rlren mises or lowers with a silwle word. 

Wondrous Item 1 7.000 gp 
Property: You can command this drawbridge to raise 
or lower as a free action. You must be able to see the 
drawbridge to activate it, and it neither rises if any 
creature is on it nor lowers if any creature is under it. 

/'Iris lrem~ O<Jk weapon rack reclrar9es WC'11po 11s mrd implements 
stored 011 it. 

Wondrous Item 625,000 gp 
Power (Da ily): Use this power during a short rest. The 

daily power of a single weapon or implement stored on 
the rack is recharged. 

Wiren you stand before rhis 11rrouglrtciro11 framed mirror. you 
rn11 clrn1111c your looks to reflect your every wlrim. 

Wondrous Item 85,000 gp 
Power (At-Will + Illusion): Standard Action. You gain the 

appearance of a member of any humanoid race of the 
same size category as you. Your clothing and equipment 
alter appearance as you desire. The illusion doesn't alter 
sound or texture, so a creature listening to you or touch· 
ing you might detect the illusion. The illusion lasts until 
you leave the lair where the mirror resides, or until you 
end the effect as a free action. 

Door ll'arclen 

This llt'cn') teak lectern is enwm·e.l wirh rllllCS rrnd patterns of 
a rrn ne power. 

Wondrous Item 13,000 gp 
Property: When you use this lectern ro master a ritual, 

reduce the time necessary to 4 hours, and you can master 
rituals of a level equal to or Jess than your level + 2. 

Power (At-Will): Standard Action. Use this power before 
performing a ritual that you have mastered. Performing 
the ritual takes half the normal time. This power has 
no effect on the time it takes to perform a ritual from a 
scroll. 

This cleari 119 surrounds o sacred rrc•e. Wiren you meditnte by 
tlie rree. you ca11 refocus your primal power·~. 

Wondrous Item 425,000 gp 
Property: When you spend 24 hours in contemplation in 

the glade, you can replace one primal power as if you had 
gained a level and retrained. After you use this property, 
you can't use it again until you gain a level. 

B11ildi113 these sroms imo yonr horn(! re111m·es hct11dholds from 
wa11ld-be illl'ruclers. 

Wondrous Item 3,400 gp 
Property: The DC of Athletics checks to climb a building 

incorporating shiftstone increases by 1 0. To gain this 
bencftt. a house requires one batch of shiftstone during 
construction, a mansion requires five batches, and a castle 
or larger structure requires twenty·ftve batches. 

CH 1\P "I EH l I Ala9ic I te m s 



I his lJClll stutld1•1l sill'111 ~11n11i11/ reflects llnlrr hri/liarrrlJ~ 1m1pl![v 
hliJ rt1,lianr '!_[feet•. 

Wondrous Item S,000 gp 
Property: This sundial must be placed in a location where 

It receives natural light while the sun is up. When you use 
a radiant attack power, until lhe end or your next turn, 
creatures within 10 squares of the sundial gain a+ 1 bonus 
to attack ro lls and a + 3 honu\ to damage rolls. 

l'lris luslr chambrr offl!r, prirnc1 (or your conversorion.'!. 

Wondrous ftem 840 gp 
Property: When you speak a command word as a free 

action, creatures outside the room attempting LO listen 
to sounds originating In the room take a -10 penalty to 
Perception checks until you end the effect with another 
free action. Creatures within the room can hear sounds 
originating outside the room as normal. 

C ll AP ! hH l I Mn9icltems 

)ou look into cmr minor anti .'11!1' our of its twin. 

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 sc1uare until the start or 
your next tum. If you choose, creatures adjacent to the 
other mirror can also see and hear through yours. 

Special: Spying mirrors are generally created as a matched 
pair. each mirror attuned to the other. One or more other 
mirrors can he attuned to both mirrors of a pair, a llowing 
you to use this item's at-will power Lo look out through any 
one of the mirrors of the set (.idd 41..~00 gp to the price 
for each additional mirror attuned). A s ingle mirror can 
belong co only one sec or spyin9 mirrors. 

After IJl'ill[/ in~ru/led in cl socket 0 11 tire 11•1111 or ceiling. rlu:M' fist 
,izecl crysral nlob1•< slrecl linlrt wlll'll co111manJecl. 

Wondrous Item 3 60 gp 
Property: You can command this item to shed bright or dim 

light either S or 10 squares in all directions as a free action 
(or to shed no light). 



I ts ually set ht thr.floor, 1'1is !t1rlJE'. ornutely iltscrihecl ti!lepon11· 
1ion cirde mo1·es you quickly arou11dyo11r tlomidlc. 

Wondrous Item 21.000 gp 
Power (At·Will + Teleportatlon): Move Action. When you 
speak a command word while standing on the disk, you 
teleport to any location in the same residence or struc· 
ture as a move action. 

This rhrcme ls can·ed witlt ornnte.J11isrce aml reliefs sliowina n 
kin,q ruli119 m•rr sul!iects tlint )l'nn rhe rltnir's em ire surface. 

Wondrous Item 13,000 gp 
Property: While you sit on the throne. when a creature you 

can see al'tempts to deceive, disobey. or betray you, it is 
stunned (save ends). All creatures you can sec take a -3 
penalty to attack rolls that target your Will. 

Power (Daily + Charm): Standard Action. Make an attack: 
Ranged sight; Charisma+ S vs. Will: on a hit, the target ls 
dominated until the end or your next turn. 

T/1is me111 n!Jkc111 etrrved stone throue l~ dccornled wi!h symbols 
anti imo.<Jes ~(nobility 1111d lwrois111. 

Wondrous Item 85.000 gp 
Property: While you sit on the throne. you gain a +4 Item 

bonus to Diplomacy checks, Insight checks, and Intimidate 
checks. 

Tit is 9lrc1s1ly stone [IUTJJoyle lcivks like a typical church decorcl· 
lion, lmt it's 111uch 11101'1' 1ha11 rhat. 

Wondrous Item 65,000 gp 
Power (At-Will): Minor Action. You can perform this ac­

tion from anywhere on the same plane as the structure In 
which this gargoyle is Installed. Until the end of your next 
wrn, you see through the eyes of the vi9i/ont 9or9oyle as 
though you were in its square. While under the effect 
or this power, you're considered blinded in your current 
location. 

THRONE OF DOM1N10N 
For ages, monarchs and despots have used thrones of 
dominion to sway the thoughts and opinions of their 
subjects. Stories of the first throne's creation are incon­
sistent-it's a defining characteristic of the item that it 
inspires loyalty in followers, who refuse to believe that 
any other ruler but their own could have prod uced such a 
marvel. Prominent in places where rulers have or had few 
qualms about maintaining control using magic, thrones of 
dominion were an integral part of the tiefling empire of 
Bael Turath, a nd they can be found today in many drow 
cities and githyanki citadels. 

Depose the Tyrant Anyone who has a number ofloyal 
followers in sway might have a throne of dominion. It's 
said that Ravel the Ruthless si ts on a n expensive throne 
in his hold, and should he be dethroned, none would 
be saddened. 

Tt1kln8 llwfom1 of some lesser yem i11 the eye socket of 011 idol. 
or j11~1 swc1t in the middle of er wall. this spy reports c1ll tl101 it 
sees 1mck to its mas1cr. 

Wondrous Item 13.000 gp 
Property: When a creature enters this eye's line of sight, 

the eye telepathically warns you of the creature's presence 
and provides a description. as long as you are on the same 
plane as the eye. 

A ,qlann' rlrro119h this Ji11r Blas~ wiJtdow re1·eal~ wlwre1•er you 
tlesire. 

Wondrous Item 680 gp 
Power (At· Will + Illusion~ Standard Action. You create 

an Il lusion seen by any creature looking through the win­
dow. The illusion ls static and remains until the window 
is broken or opened. or until you or another creature 
changes the illus ion or ends it with another standard 
action. When no illus ion Is presented, creatures 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. 

\'\!hen you need !o £/fl 0111 of u 1·00111 in o l111n:1\ rhl\ 1111re11wrl~· 
ablr 11·indow is your best rsmpc. 

Wondrous Item 520 gp 
Property: When you jump or fall out or this window, you 

take no damage when you hit the ground, regardless of the 
distance. 

TATTOOS 
Whether you rnll them tats. i11k. or bocl_v art. 11W[Jic tu1roos 
are far more rlrnn si111ple ne.s rhcrics. 

As a mark of g roup iden tity. tattoos help disting uish 
n ml cm power sects, tribes, gu i Ids . and pbilosoph ies. 
As a persona l a rl form, tattoos can be as aggressive, 
flamboyant. or delicate as you Jcsirc. Given liow 
mnc h a tattoo can represent to the person wcaxing it. 
it's no su rprise that Yarious cultures have learned to 

inluse those tnttoos with rnngic. 
C hoosing a m agic lattoo ent ails more than pkkiJ1g 

out a11 enchanted tool that Is easy to hide and difficuh 
to remove. It c hanges some thjng about yum 11ature ln 
n subtle way. Magic tultoo c ffecl5 interac t with a char 
acter's intrinsic properties. such as healing surges or 
action points. 

One·s mortal form can contain on ly a smn ll 
amount of foreign m agic. however, :.o a character can 
htlvc only one magic tattoo a t a time. 

0BTAJNING A TATTOO 
Magic taUoos arc created ln a fashion similar to other 
body art- s pecial inks. enchanted needles, or both arc 
used in the performance of an Enchant i\1agk Item 
ritual. A ritual performer ca n imbue a pattern being 
ta ttooed in his or her skin by another crcnturc a<; well. 
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'\!though i.omc cult 11n•<, con'>ider the au of crc<1t 
ing the art with a 11cedle 10 be tcntrnl lo acthaLing 

the magic of a tatloo. other mean<; to acqufrc iok 
c~ht. Eladrin are knm\ n for their habit of altering the 
'>k i11 lhrough mugit rather byw .. ing 11ccclles and ink. 
Other creatures avoid the needle h} painting a 1a1100 

on\\ ith a delicate hrush, thc11111agicnlly fusing it with 
the skin. 

'I tittoo stones con he clio;covcred in trea~urc ho<ird!> 
and lost cities. Each display!> a pattern or image on a 
nat surface. To transfer the tattoo. a character pre'><\CS 
thnt surface again~ hi<.. or her skin and activates it a<; 

part of an cxtcndccl re t. nu: talloo .1ppear<; on the 
characLCr's skin where it wao; uppli<'d. and the Lallo<> 

-;tone loses ih magic. 
Cluuactcrs c;in also nl'quirt• magic tattoo-; through 

agencies 01hcrthan tht:ir O\\ n. A captive hero can 
wake up bearing o magic tattoo; anuLher c haradC'r 
might be forced lo accept 011<' I hrough extortion. 
Such gi ft .; are still magilal and benefitiaJ but almo<.,t 
always serve another p11rpe>M' as well. 

\\J.gic tattoo!> <.Jn l>e rt:mon·d 0111) through 1lu­

w,e or the Disenchant .\lagic ltl'm ritual (Player 's 
Hundbook. page 304-). \\ hkh requires the hl·arer of 
1he tattoo to be\\ illing or hclplc ... s ror the cluralion 
ultlw ritua l. At thr ritual pcrfi1rmer'o; di5cretion. lhe 
ri111al can clh oh c the magic.. and leave the tattoo. or it 
can rernovc the an cmnplclcly. 

TATTOOS or BLOOD 
Tattoos of blood rc·act when )OU take se,·erc wound .... 
fhey arc worn mer imporla111 channels of life energy. 
such a!> che jugul<Jr. wri<.,I. heart. or the..· bod)\ various 
meridian<;. 

Honrs, sl111rlls. and 111her 1 renturc~ rhur m ra <1 frt'n:y wlw11 
u'<l1111de1I 11re us111l )or tl1i,. 11Htoo. 

Wondrous Item 4.200 !(P 
Property: 111e flrsl time you're bloodied during an 

encounter, you can make a basic attack as an immediate 
reaction. 

Racl:lo 11 tattoo 

Broken d1cllll5 and d1elt'tc.111 ken are f't>pulur im11a1-s for tlm 
lllltOO. 

Wondrous Item 680 gp 
Prop~rty: When a nonmlnlon enemy scores a critical hit 

against you and deals damage. you can teleporl 3 squares 
as a free action. 

Kohol1k rnlihif$, 1111d otli l'r 1111 ick hrrecli11H creatures m·e sl1ow11 
irt this WllOO. 

Wondrous Item 4,200 gp 
Property. When a nonmlnion enemy scores a critical hit 

against you and deals d.image. you can telepon each ally 
you can see to a space within 3 ~quares of you as a free 
action. 

Crc.'altlrcs rhat n•t1 11·11 .(rw11 tl4ent. ~uch m fhe pho1•11ix. tirt' 

popular h11u9e>for this t11ttou. 

Wondrous Item 1,625.000 gp 
Property: When a nonmlnlon enemy scores a critical hll 

against you and deals damage. you regain the use of an 
encounter attack power that you have already used during 
Lhis encounter. 

• \ \ipcr ii. i:ommcllltl' purr oJ rhis t11ftc>0. 

Wondrous Item lf,200 gp 
Property: When ii nonrninion enemy scores a critical hit 

against you and deal\ damage. you gain a + 2 honus 
to attack rolls against that enemy until the end of the 
encounter. 

Rocls. orh,;. the eye of / 0t111. e1111l 11tlwr illlll[/1'5 sy111bc.11ic of 111011ir 
'"" USc.'d for thh tCllllW. 

lvl 4 840 gp lvl 24 525,000 gp 
lvl 1 4 21.000 gp 

WonJrou!> Item 
Property: The flrst lime you're bloodied during an 

encounter. you deal 3 force damage to the enemy 1h;i1 
bloodied you. 
level 14: 6 force damage. 
1.£ve/ 24: 14 force damage. 

Hroke11 l1m1dnif.f.' t1111l tom ~trc1l!]t1cker- ore pop11/11rJor rhis 
hlll<Xl. 

Wondrous Item 3,400 gp 
Property: When a nonmlnlon enemy scores a critical 

hit against you and deals damage. you gain the ability 
to teleport 1 square ii\ a minor action unlll the end of 
the encounter. 



This tattoo is lnvarinuly u wolveririe. s11urlint1 oncl &loodJ~ 

Lvl 7 2,600 gp Lvl 27 1.625,000 gp 
Lvl 17 65,000 gp 

Wondrous Item 
Property: The first time yo1J're bloodied during an 

encounter, you ga il1 a + 1 bonus to your next attack roll and 
a + 2 bonus to your next d amage roll before the end of the 
encounter. 
Level 17: + 4 bonus to your next damage ro ll. 
Level 27: +6 bonus w your next damage roll. 

This 111 rroo shows widwcl-lookint/ blades am/ &olt.s of li11h111in,(J, 
reprcs~ntintJ the co1111mpp£m.rc _you will e..\·tr11r1. 

Lvl 5 1,000 gp Lvl 25 625,000 gp 
Lvl 15 25.000 gp 

Wondrous Item 
Property: When a nonminion enemy scores a critical hit 

against you and deals damage. you gain a I 3 bonus to 
damage rolls: against chat enemy until the end oft he 
encounter. 
Level 15: +6 bonus to damage rolls. 
level 25: 1 9 bonus to da11nage rolls. 

TATTOOS OF BOND 
Bonding tattoos br ing a tight·knit group even <:loser. 
They're a way of declaring permnncot a llegia nce 
above a ll el'iC' a nd a rc worn in vi.;iblc locations, such 
as the neck. foce. or hands. Tattoos of bond borrow 
mechtrnics u nd u ppra ra nces from other sorts of tat· 
IOOS. but more 1.h an one ,character must hav<" I he 
same taltoo for ally rnark l o work. Each c haracter'::. 
tattoo bears the sa me im nge or fo llows a dear ·ym ­
boliL theme. 

Cheewlrs. panthers, 111 11/ otlwr fast prellotors serw well for tlwn 
1111100~. 

Wondrous Item 2,600 gp 
Property: When you spend an action point to 

take an extra action, each ally you can see 
who also has a quick-step talLoo can shift 1 
square as a free acLion. 

One lrrm slll!ldlna b~f<n·e o 111•01111ded nlly is pl!ifeci Jar· 1/rese 
tattoos. 

Wondrous Item 1.800 gp 
Property: The first time yo u're bloodied during an 

encounter, each ally you can ~ee who also has a tattoo 
of bonded defense can shi1~ 1 square closer to you as ;m 
immediate reaction. 

Tire inraf)e c>f a surly tlwm:f /10/dinfJ a anriclor while allies es­
wpr works wdl for these w1ioos. 

Wondrous Item '1,800 gp 
Property: The fi rst time Y'ou're bloodied during an 

encounter. each ally you can see who also has a tatloo of 
bonded escape can shift 1 square ra rther from you as an 
immediau~ reaction. 

Tl1ese tatwus usuorl_1r dispf,uy a hero taki119 a ll'Ound for another. 

Wondrous Item 5.000 gp 
Property: When a nonmi1nlon enemy scores a critical hit 

against you and deals damage, one a lly who also has a 
tattoo of shared consequence and is in the attack's range can 
choose to reduce the d;rn1age you take from that attack by 
any amount and take that amount of damage. 

~worils, IL\e), impfmwnts. or other tools of wor crosse1/ it1 hrorh 
erhood servr well for these illl toos. 

Wondrous Item 5.000 gp 
Property: When a nonm inion enemy scores a critical hit 

against you and deals damage, each a lly you can see who 
also has a tattoo of shaMd venseonce can make a basic 
attack against that enemy as a free action. 

Ta rroos of sliar ecl 11c11sea11ce 
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l'hese marks resemble somerhi11H dear, some1hin9 to fi[Jhl 011 for. 

lvl 14 21,000 gp l vl 24 525,000 gp 
Wondrous Item 
Prope rty: When you use your second wind, each ally you 

can see who also has a tattoo of the shared heart regains 5 
hit points. 
Level 24: 10 hit points. 

rltese tattoos freque111ly show woll'cs actina as a pack. 

Wondrous Item 9,000 gp 
Property: When you <pPncJ an action point to make an 

attack, each ally you can see who also has a teamstrike 
tattoo gains a + 2 bonus to attack rolls against the fi rst 
target of your attack until the end of your next turn. 

TATTOOS OF HEAR T 
Tattoos of h ear t dea l wil h hca lt hand heali ng su rgcs. 
They're genera lly worn over the hea rt or the waist 
chakra, an area thal most cultures consider the scat 
of the ho<ly's energy. 

="' 
Scenes sltowi11H one wnrrior ll[)llirtSI many or a lone vicrorious 
hero are popular for tit is 1c11!00. 

Lvl 10 5,000 gp l vl 30 3,12 5,000 gp 
lvl 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 spent since your last extended rest. 
level 20: 10 + twice the number of healing surges you have 

spent since your last extended rest. 
Level 30: 1 5 + three times the number of healing surges 

you have spent since your last extended rest. 

t JI 

lronheart tattoos rcpresrnt i11 symbol or i111a9e how the bearer 
c11 11' t be conquered. 

Lvl 8 3,400 gp Lvl 28 2,125,000 gp 
Lvl 18 85,000 gp 

Wondrous Item 
Property: When you spend a healing surge, you gain 

resistance against the next damage dealt to you equal to 
the number of healing surges you have spent since your 
last extended rest. 
Level 18: Twice the number of healing surges you have 

spent since your last extended rest. 
Leve/ 28: Three time~ Lht: llLlllllJt:I or healing surges you 

have spent since your last extended rest. 

Tliis tattoo is often depicted <1s a shield s11rro1111dcd 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. 

C H i\Pl'F.R I I Manic lLe m s 

This i111a9e shows wiry rhe hero fif) lr ts on. 

Lvl 8 3,400 gp Lvl 28 2,125,000 gp 
Lvl 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. 
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. 

Broken coins, tlrrec•-leaf clo1•ers, mirror shards. or 11111/rrer do 
11fceb' for rlris tattoo. 

Wondrous Item 2,600 gp 
Property: When you miss with a da ily attack 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. 

TAr 1oos OF SPIRIT 
Tattoos of spirit grant ma nifes t heroism in moJJ1cnts 
when a character st rives for greatness. add ing cffoct 
to action points. They arc worn in many places and 
have great variety. 



011e brnlzen Nnk Is c110119lifor rhe sy111bolis111, 11111 nwny 11se o 
Ji1U dwin. 

lvl 13 17,000 gp Lvl 13 425.000 gp 
Wondrous Item 
Property: When you spend an action point to t11ke an extra 

action, you ignore Immobilizing, restraining, and slowing 
effects on you until the end of your turn. 
Level 23: You can also end one effect on you that is immo· 

bil izing, reslraining, or s lowing you. 

' .. 
J his tllftoo i.~ 11 "1m1U eye. o.fwn In 1he cenrer of tlw forehead, 
w/1ich blinks wlw1 usrd. 

Wondrous Item 3,400 gp 
Property: When you spend an action point to take an extra 

action, one enemy within 10 squa res of you that you can 
see takes a - 1 pena lty to saving throws (save ends). 

Nol oil societh:s 11111lerstund that ti1t1Min9 a porllon of demo11 
~kiri onto yow· body isrr't an e1•i/ ucL 

Lvl 3 680 gp Lvl 23 425.000 gp 
Lvl 1 3 1 7,000 gp 

Wondrous Item 
Property: When you spend an action point to t;ike an extra 

action, choose acid, cold. fire, lightning, or thunder. You 
gain resist 5 to the chosen d::image type until the end of 
lhe encounter. 
Level 13: Resist 1 0. 
Level 23: Resist l S. 

\11y smull. bri9h1 ima9e in 11 hit/hl.\• 1•isible pl11ce is stif.Jlcie111. 

Wondrous Item 1,800 gp 
Property: When you spend an action point to take an extra 

action, you end any mark affecllng you. 

1\s you call upo11 lls power,J1u1uesjfo rC' nnd rwist 11round rhe 
he11r! nt the ce11tcr '!f tlrL' tarroo. 
lvl 4 840 gp Lvl 24 52 5,000 gp 
Lvl 14 21,000 gp 

Wondrous Item 
Property: When you spend an action point to take an extra 

action. you gain 5 temporary hit points. 
Level 14: 1 0 temporary hit points. 
Level 24: 1 S temporary hit points. 

This rnork ofwn takes 1/ie form 1if wlnns tatwoed 011 !hr auk/es. 

Lvl 8 3.400 gp Lvl 28 2.1 25,000 gp 
Lvl 18 85,000 gp 

Wondrous Item 
Property: When you s pend an action point to take an extra 

action, you gain a 11 bonus to speed until the end of your 
next tum. 
level 18: + 2 bonus to speed. 
level 28: + 3 bonus to speed. 

Arlist.s pe1l11t chis tutluo usinJ/ vanue or r1nrorpltous deslans nncl 
avoidi119 colm: 

Wondrous Item 1.125,000 gp 
Property: When you spend an action point to cake an extra 

action, until the end of your turn you gain phasing and 
become insubstantial. 

A wlnn. ofent/rer. or nny ll'in9ed crearurc-drcwons or counrls 
are popular-will do for rliis tattoo. 

lvl 18 85,000 gp Lvl 28 2,115,000 gp 
Wondrous Item 
Property: When you spend an action point to take an extra 

action, you also gain a fly speed equal to your speed until 
the e nd of your turn. 
Level 28: You gain a fly speed equal to your speed ·I 6. 

·---·--- ·------------·-----·-
CONSUMABLES _) 

An experienced t1dven111rer keeps 011 unpredictable assort­
ment of meljlic nearby. ll /1 elps cou111t•r the unpre1licfl1hlr 
troul1!e rlrcrl predictobly 111.'_{ttlls lrini. 

Use it. a 11d it's gone. T lrnt's the natu rl' of a con su 111· 

able item. and fu r that reason some put off using such 
an i!Clll because it could bc u seful in the fu ture. But 
becau:.c t he re might be no tomorrow- sometimes 
Litcrn lly- t he bold adventurer knows that a dead hero 
drinkc; no potions a nd quails the drought when he or 

she ha1> the chance. 
This -;ection i'> di\•idcd into three groups. First are 

potion:.. elixirs. And other sundry on<" ·shot ite m s. 
Second a rc re agents that ca11 be' used to improve spe­
cific types of power-;. Third arc imnmremcnts, w hich 
are powerful one-shot items that reshape the land­
scape" hen used. 

REAGENTS 

Your ~111nu10ned rreulure..~ are touHlri!r when you us<' this 
mn11•riol. 

Lvl 7 
Lvl 17 

Reagent 

1 00 gp 
2,600 gp 

Lvl 27 65.000 gp 

Power (Consumable): Free Action. You expend this re­
agent when you use a summoning power of up to 5th 
level. The summoned creature gains 5 temporary hit 
points. and the fi rst time it misses with an anack, you 
reroll that attack roll but must use the second result. 
l evel 17: Power of up to 15th leve l, 10 temporary hit 

points. 
Level 27: Power of up to 25th level. 1 5 temporary hit 

points. 
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This flower. which is sometimes found 11e11r li9htnin9-s1ruck 
9ro1md, rn11t11i11s electrical maHic. 

Lvl 11 350 gp Lvl 11 9,000 gp 
Reagent 
Power (Consumable): Free Action. You expend this re · 

agent when you hit with a lightning power of up to 7th 
level. You choose one target hit by the attack. Ifs also 
blinded until the end of your next turn. This reagent has 
no effect if the power already blinds the target. 
level 21: Power of up to 17th level. 

V\!he11 yrou11d ittto a fine dust, t11is reddish tree bark expa11cls 
the area o.f.vour powers. 

Lvl 11 350 gp l vl 21 9,000 gp 
Reagent 
Power (Consumable): Free Action. You expend this re· 

agent when you use an area burst power of up to 5th 
level that has a damage keyword. The size of the burst 
increases by 1. 
level 21: Power of up to 15th level. 

Your he111i119 po1rers become more e.[feclive after you cool your 
ltamls with this fine sand. 

Lvl 8 125 gp Lvl 28 85,000 gp 
Lvl 1 8 3.400 gp 

Reagent 
Power (Consumable • Healing): Free Action. You expend 

this reagent when you use a healing power of up to 6 th 
level. The t:irget of the power regains 5 additional hit 
points. 
Level 7 8: Power of up to 16th level, 1 0 additional hit 

points. 
Level 28: Power of up to 26th level, 1 S additional hit 

points. 

Silver sand 

C'llAPTEH 1 I Ma;1ic Items 

This srone from rhe SltadowfeU imbues your coryuralions wirh 11 

ma9ical field that saps your foes' s1re11Blh. 

Lvl 8 125 gp Lvl 28 85,000 gp 
Lvl 18 3,400 gp 

Reagent 
Power (Consumable): Free Action. You expend this re· 

agent when you use a conjuration power of up to 6th 
level. While the conjuration is in effect, enemies adjacent 
to it take a -2 penalty to attack rolls. 
level 18: Power of up to 16th level. 
Level 28: Power of up to 26th level. 

lMMUREMENTS 
J\n immurcmc-nt is a rare form of' magical prison that 
conta ins a place that has been seakd away from the 
rest ofthc world. The encha nt mcnts placed on in11m1rc· 
mcnts a rC' li·ngile; when an i111muremenfs power is 
e.A1Jended in a blast. it .relenscs the terrain and effects 
contained within it into the blast area for a short lime. 

Each immurement description provides the fca · 
turcs ol'the terrain and effects contained w ithin it. 
Refer to the illustration of ench immurement for 
placement of specific terrai 11. 

DNh should be careful with a llowing immure· 
mcnts into a game, beca11<;C' rhcy can render lovingly 
craf"tccl set pieces less memorable. For a group using 
one. it's usefu l to have the new terrain prepared 
ill advance and ready for use, whether il'~ printed 
out, drawn on a battle mat. or laid out in D&D 1 ' 1 

D11n9eo11 Tiles. 

1MMUREMENT OF 
BALEFUL GOSSAMER 

Skasshaa was a demonweb terror spider of great age. might, 
and arrogance. She ruled her domain with eager ruthless· 
ness, allowing no creature to enter her lair and live. 

When she returned from a week-long hunt one morn· 
ing, she discovered a mortal of noble mien waiting for her 
amid her trophies. He declared that his people had hunted 
her for generations, and now her punishment was at hand. 
The mortal was prepared, and their battle was short. He 
fashioned the clear sphere of one of her many eyes into an 
immurement that contained her domain, sealing away the 
heart of the region's evil so that the land could recover. 

Skasshaa Returns: Less one eye and a century's worth 
of pride. Skasshaa hunts again for what was taken from 
her body and from her domain. She seeks those who have 
an immurement of baleful 80ssamer and is tearing through 
mortal civilization in her search. 

Protect the lmmurement: The mortal who created 
the immurement concealed it within a temple in an altar 
to Sehanine. Stories say that the lmmurement waits for 
a new hero to release it from the altar when Skasshaa 
returns to the world. But rumors also hint that the temple 
is now guarded by blackspawn gloomwebs and an elder 
black dragon that rules over them. 



lm111urt'me111 of arca11(' suspension 

llii~ clrunft of fart Ir .J1•1•/s <h lriilrr as a featl1('1. 

Other Consumable 21,000 gp 
Power (Daily): Move Action. You can move 4 squares verti· 

cally and then 1 square horizontally. At the start of your 
next turn, you noat safely to the ground. This power is 
lost when you use the immuremenfs consumable power. 

Power (Consumable): Standard Action. You destroy this 
immurement and change the terrain in a close blast 8 
until the end of the encounter. Replace the terrain in the 
blast with the following terrain and effects. 
+ The marked areas tear themselves free of the ground 

(and any moorings they're attached to) and rise co 
noat 4 squares above the ground. A creature on one of 
these noating sections has cover against creatures on 
the ground. 

+ There are shallow pits where the ground pulls away. 
TrPilt these ;irp;is as difficult terrain. 

+ At the start of your turn, shift each floating object 
1 square In any direction. Creatures on the object 
move with it. 

+ The other terrain in the area doesn't change. 
Special: Using this Item counts as a use of a magic item 

daily power . 

. \ rrt't' surro11111le1/ 1~1· rol11wb.1 is11isihlc wirlri11 rhis ~oft. clear 
splll'rc. 

Other Consumable 85.000 gp 
Power (Consumable): Standard Action. You expend this 

irnmuremenl and change the terrain in a close blast 8 
until the end of the encounter. Replace the terrain in the 
blast with the following terrain and effects. 
+ Squares filled with webs are difficult terrain. 
+The tree In the center of the area is difficult terrain 

that costs 2 extra squares to enter and provides cover. 
+ When a creature starts its turn In a web square. you 

make an attack against that creature: 1 27 vs. Reflex; 
on a hit, the target is immobilized until che start of 
Its next turn. On a miss, the target is slowed until the 
start of Its next turn. 

Special: Using this item counts as a use of a magic item 
daily power. 

lmmuremenr ofbaleful 9o~;amer 

\ ou rm11spl1111f 11 \t•crion of 119rea1 lm·a lnkr Imo rhe hatrll:flcld 
lry shutteri119 thi~ launk of obsidia11. 

Other Consumable 45,000 gp 
Power (Consumable): St:indard Action. You expend this 

lmmurement and change the terrain In a close blast 4 
until the end of the encounter. Replace the terrain in the 
blast with the following terrain and effects. 
• Squares of lava are difficult terrain. 
+ When a creature starts its turn in a lava square, you 

make an attack against that creature: '30 vs. Renex; 
on a hit, the target takes 3d8 fire damage. and ongoing 
'I 0 fire damage (save ends). 

Special: Using this item counts as a use of a magic item 
daily power. 

Jm111urcm('t1I of see1lai119 3coria 

RPGA PLAY ADV1C£ 
When participating in an RPGA" event, a player who 
wants to use an immurement has a responsibility to the 
other players, the OM, and the event organizers to make 
this complex item operate as efficiently as possible. The 
responsibility is on the player to have a usable map, either 
drawn clearly to scale or constructed from Dun9eon Tiies, 
to place on the table when he or she invokes the power 
of the imrnurement. Otherwise, play slows as a new map 
must be constructed and the game threatens to exceed 
its allotted time. Players can find printable maps for the 
items described in this section on the O&D™ Insider web 
site at www.dndinsider.com. 
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ltnnrnreme111 of the abandoned throne 

This marml bron::I' scepter has hatf 1l1e sin ii of tlw ki119dom it 
011ce reprc~euted scratclll'd 1iff its surfacl'. 

Other Consumable 21,000 gp 
Power (Consumable): Standard Action. You expend this 

immurement and change the terrain in a dose blast 4 
until the end of the encounter. Replace the terrain in the 
blast with the following terra in and effects. 
•The dais is 1 square higher than the ground. Entering the 

dais from the ground costs 1 extra square of movement. 
+ Any creature that starts its turn within 2 squares of the 

throne is dazed until the end of its turn. 
Special: Using this item counts as a use of a magic item 

daily power. 

Imrnure111en1 of rite bfootl vine 

J ~ f[ 

When this branchfro1111he holly tree 1hn1 always bectr:; 11e111 

[lfOWlll is S11<1ppecl. it SJ'CIWllS w/iat \\'US OllCC l11e heart ojnforesl. 

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 terrain in the 
blast with the following terrain and effects. 
+ Small tree squares provide cover to creatures in them. 

Th1! large tree square is a solid obstacle. 
+ At the start of your tum, you can have vines on the tree 

wrap up a creature. Make an attack against one enemy 
within 2 squares of the tree:+ 27 vs. Reflex; on a hit. the 
target is pulled adjacent to the tree, and is restrained 
and takes ongoing 1 0 damage (save ends both). 

Special: Using this item counts as a use of a magic item 
daily power. 

--....__' rHA l'TER I I Manic 11ems 

~ 

A minint11re boneyard, cornplete with a 11wssi11<~ cll'llJJ011 skull i11 
che renter. is visihfo within rltis cryswl sphere. 

Other Consumable 25,000 gp 
Powe r (Consumable): Standard Action. You expend this 

immure mcnt and change t he terrain in a close blast 4 
until the end of the encounter. Replace the terrain in the 
blast with the followmg terrain and effects. 
+ The area has natural illumination providing dim light. 
+ The squares filled with bones on the ground level are 

d ifficult terrain. 
• The dragon skull platform is 2 squares h igher than the 

ground (Athletics DC 26 to climb). 
+ At the start of your turn, make an attack against each 

enemy o n a bone square: +30 vs. AC; on a hit, the tar· 
get takes 2d1 0 + 5 damage, and you slide the target 1 
square (as bones shift and move it). 

Special: Using this item counts as a use of a magic item 
daily power. 

1111mure111cmf of t~1 e tl1·n11on boneynrtl 

lMMUREMENT OF THE 
DRAGON BONEYARD 

Arnod the Loyal returned to his home of Greatfalls one late 
spring to discover that disaster had befall en 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 concealed 
the immurement. 

Acquire Musty Maps: Rumors say that Arnod the Loyal 
changed the sphere into a pile of maps, each depicting 
a portion of the realm contained within the sphere, and 

then scattered the scraps of paper across the world. If 
true, collecting and reuniting all the maps would reveal 
a n immurPm1mt of the drayon boneyard. 

Continued Vengeance: The dragon that Arnod sought 
vengeance against has recovered the sphere containing her 
ancestors and is pondering the best way to safely retrieve 
the remains. Arnod's descendants are looking for a band 
of heroes to retrieve the sphere and dare her displeasure. 



fm111urc111n11 of th e mordant ltidcawo.' 

I his hu11k of s1om' co1Hctirts 11 etn•rrn illl<'rlor tlotrt'd with ~1nc1ll 
pcioh '!( ltuliftli119 aci1l thiir occaslor111/lr fl"JS<'r. 

Other Consumable 85,000 gp 
Power (Consumable): Standard Action. You expend this 

lmmurement and change the terrain In a close blast 4 
until Lhe end of the encounter. Replace the terrain in the 
blast with the following terrain and effects. 
+ The upper ~helf Is 2 squares higher than the lower sec· 

Lion of ground (Athletics DC 28 to cllmb) 
+ The pools of acid are difficult terrain, and any creacure 

moving into a pool or starting its turn In one takes 3d6 
acid damage. 

+ /\t the start of your turn. ro ll a cl6 for each acid pool. 
On a 6. make an attack: Close burst 1; t 32 vs. Renex; 
on a hit, the target takes 3d8 -+ 5 acid damage, and 
a 4 penalty to AC and ongoing 1 0 acid damage 
(save ends both). 

Special: Using this item counts as a use of a magic item 
daily power. 

lnunurcmcnt of tlrn vc119cful rh•er 

hnmuremvnr cf the s rridl'nl sta1u11r_, 

II o 

1\ fl11ely appoi111cd ht11/ shirnm(•rs i1110 <'.\ islcrrce. surrowrclin9 
co111b111anb 11ri1h senrie111 s111ru('~ 111111 rnrlJ 11iclo11s swords. 

Other Consumable 85,000 gp 
Power (Consumable): Standard Action. You expend this 

immurement and change the terrain in a close blast 8 
until the end of the encounter. Replnce the terrain in the 
blast with the following terrain and effects. 
+ The platform is 1 square higher than the ground. 

Entering a platform square from the ground costS 1 
extra square of movement. 

+ Healing effects used on you or your allies within the 
blast heal an additional 4d6 hit points. 

+ Your enemies' movement provokes opportunity 
attacks from the statue<;. Make an attack: +35 vs. AC; 
on a hit , the target takes 2d8 + 8 damage, and if the 
target is moving, it ends it<; movement. 

Special: Using this item count~ a~ a use of a magic item 
dally power. 

\ \"ht•n 1<111 use this irnmurernen1. ir 'l'""'m 11 mt1rirl!I riwr 1hc11 
11ppi'dr> Jro111 t1n u111:11ow11scmrn•1111J rum <1.ff i11 all JiTt'Clillll). 

Other Consumable 45,000 gp 
Power (Consumable): Standard Action. You expend this 

lmmurcment and change Lhc terrain In a close blast 4 
until the end of the encounter. Replace the lerrain in the 
blast with the following terrain and effects. 
+ rhe water squares are 2 squares deep. A DC 20 

Athletics d 1eck is required to swim in this water. 
+ At the start of your tum, slide each creacure in the 

water 1 square toward the south end of the area. Then 
slide each creature adjacent co a whirlpool into a whirl· 
pool square. Then pull ench creature in a whirlpool 
!>quare down 1 square. 

+ The bridge Is 1 squnre above the water. Ifs normal ter· 
rain and provides cover against creatures In the water. 

+ rhe water disperse~ normally nfter the encounter. 
Special: Using this item counts as a use of a magic item 

daily power. 

1MMUREMENT OF T HE MORDANT H1D EAWA'Y 
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 d ragon was away from its lair 
when a group of heroes stole the heart of the cave, which 
contained the power to make Akzosial immortal. Though 
the dragon raged, the immurement was never recovered . 

Theft of Akzosial's Power: A famed dragon slayer and 
her followers seek an lmmurement of the mordant hide· 
away, believing they can use it in a ritual to steal Akzosial's 
might. The dragon who currently holds the lmmurement 
approaches the heroes. He asks the group to keep the 
lmmurement fro m fa lling Into the dragonslayer's hands. 

CHAP1 ER 1 I 1°"J ooic t rems 



CHAPTER 2 

SOME MAGIC items were made to work 
together. vVhen a ll the items belonging to a c;et 
arc collrr1ed a nd w iclded in unison, their power 
becomes greate r than the sum of their par ts. 
Dcpcnd illg on how much of a magic item set has 
bc<'n nsse mbled, ils collec tive items can grant 
add itiona l qualities, difft' renl properlies, and new 
powers lo their wielders. 

/\ magic it em set contains four or more items that 
a character o r a party can collect. Each set has at least 
o ne set benefit that is revealed when a minimum 
number of t he set"s items arc used together. Some set 
items also have individual properties or effects that 
depend on the number of other set items being used. 

\Vhen a set benefi t grants a daiJy power. using t hat 
power doesn·t count toward the limit of magic item 
daily powers a character can use in a day. 

Tu t jlld li fy for c111 item set's benefits, a character 
must be wielding or wearing one or more items from 
the set. A s1owed item (for exarnpJe, a magic cloak 
sturTcd in a pack) doesn't count toward a set's bcncflts 
(though a sheathed weapon is considered to be worn). 
Wondrous items are an exception and n eed only 
be carried in orde r for a characte.r to gain an item 
set's beueflts. 

Each magic ite 111 in a sel can stand alone. No itc·m 
needs to be used with another of lls set to function. 

Th is chapte r provides ile rn st:ls in four varieties. 

+ Heroic Tier Item Sets: A character just starting 
his or her adventuring ca reer can benefi t from the 
additional power granted by these item sets. 

+ Paragon Tier Hem Sets: As a character becomes 
an el ite representative of a chosen path, one of 
these item sets cau add to his or her reputation. 

+ Epic Tier Item Sets: The mightiest heroes 
deserve the most fantastic panoply of iLems. 

+ Group Ite m Sets: r hesc item sets are meant 
to be used by a n entire party at various levels 
of play. 

C ll AJ' r c K 1 I ltemSets 
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HEROlC T1ER 1TEM SETS _; 

These irem ~els arc suitable for PCs at the beginning 
oftl1cir adventuring ca reers. 

A LEHEART COMPANIONS' 
GEAR 
The Alehcart Companions· Gear is a set of ite ms 
first crafted for a legendury Und erdark ad venturi.ng 
group. T he items in the set were designed by dwarves 
for thl' be nc l'it of their non dwarf allies, so that those 
allies might be gifted wit h the innate quali ti e<> of the 
dwarf race. 

LORE 
H is tory DC 7: The Alc hcart Compa nions were 

members of a n ad venturing pa rty that owed its star t 
to three timc·honored dworven traditions: d rin king, 
complaining. and taking a dare . A group o f' dwar f 
mi ners fed up with work ing for the profit ol'others 
grumbled ooce too often to their human, elf. a nd 
d ragonborn drinking com panio ns. T lw no11dwcirvcs 
challengtd the ir frie nds to !>trike ou t aml set up their 
own m ine rather than endlcc;c;ly complaini ng. The 
dwarvc~ agreed to the ch ;,ilk nge. provided that the.ir 
fr iends joi necl them in thc i r cCforts. 

H is tory DC 12: Calling the mselves the Alchea rt. 
Compa nions. the fr iend-; set off on a mission of e.'\1110-
ration into t he Underclark. I lowever, ralhe r than the 
mother l0tlc they hoped to nnd. they r a n in to Lolth­
bound goblins a nd bugbear raiders striking out fro m 
an area of dead ly cavcrni. known as t lie I !owling 
vVa rrens. Using their dungeoneering knowledge to 
good effect. the dwar ves managed to defeat their foes 
throug h cunning and ambush. 

" ' hen t ltc battle was done. t he comp uniorLc; real­
ized tha1 looti ng the ir enemies yielded more p rofit 
than the ir honest labor ever h.icl. Thus d id th is mixed 
bag o f m ine rs and drin kers take their first ste ps 
toward bccorning legenda ry adlven tu rcrs. 

His tory D C 17: \Vith the profits o f 1 lwir new 
rrade. the dwarves of the companions commissioned 
magic items to he lp their nondwarf a llies su rvive the 
Underda rk. Though the Alchcarc Companions have 
passed into history. adventming p urlie'1 s pecialiLi.ng 
in the exploration of ancien t ruins and the under­
g round covet the items that bear the Compa nions· 
na m e. 

Collecting aU the Alelwt1 rl Cornpctnions' Gear 
enhan ces a dwarf's innale racial abilWes, or grants 
d warflikc abili ties to oLhcr races. Some sto ries sug· 
gest lhat a bearer of rhec:e items bccomL·s 111ore like a 
dwarf' in man ner an d appearance. but these ar e m ost 
Likely id le ru mors. 

C'l l A P TER 2 I Tr e m S e t i; 

ALEHEART COMPANIONS' GEAR ITEMS 
'Lvl Nam e Price (gp) i!fouli@I 
2+ Armor of dwarven vigor 520 Armor 

Weapon 
Arms 
Waist 

5+ Rousing hammer 1,000 
8 Hammer shie ld 3,400 

9 Clear-blood baldric 4 ,200 

ALEHEART COMPANIONS' GEAR BENEFITS 
Pieces Benefit -2 You gain a +2 item bonus to Dungeoneering 

checks and Endurance checks. 
4 You gain resist poison equal to 10 + )tour 

Constitution modifier. 

This a rmo r. which <1ppears to be cmfted of c/1isdetl sto11e.9n111ls 
you tlte e11d11ra 11ce of n dwarf warrior. 

Lvl 2 +1 520gp Lvl17 +4 
Lvl 7 + 2 2,600 gp Lvl 22 +S 
Lvl11 +3 13.000gp Lvl 27 +6 
Armor. Chain. scale. plate 
Enhancement: AC 

65.000 gp 
325.000gp 

11,625,000gp 

Power (Daily • Healing): Minor Action. You use your 
second wind and regain an additional 1 d6 hit points per 
plus. 

Special: If you' re a dwarf, you can use this armo,r's power as 
a free action on your turn. 



The pmterlivr power of rlrls b11lt 8llnrc111tees r'1lll Ji>1•s who liiclr 
b~lii11tl the cowarllicc C!f poisllll will rearer it. 

Item Slot: Waist 4,200 gp 
Property: Nondwarf allies within 3 squares of you gain a +S 

item bonus to saving throws against poison effects. 

Tlzr l1111111uer sit1il t>111blnzoncd 011 this steel sliidil srre11arhe11s 
the orn1 rhnr wields 11 harrmn•r i11 bcrLtlc. 

Item Slot Arms 3.400 gp 
Shield: Any 
Property: When you hit an ene my with an attack power 

using a hammer while wielding this shield, you gain a + 1 
bonus to all defenses un til the s-rart of your next turn. 

,. 
l11r wmtlr you ileul our with rhis dll'an·e11 hammer l11srills vi901 
in _wmr r1llies. 

l vl 5 +1 1,000 gp 
lvl 10 1-2 5,000 gp 
lvl 15 + 3 25,000 gp 
Weapon: Hammer 

Lvl 20 ~4 

Lvl 25 +S 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

125,000 gp 
625,000 gp 

3,125,000 gp 

Property: When you hit an enemy with this weapon, each 
ally you can see can stand up as a free action. 

ARMS OF WAR 
The Arms of War were once wiclckcl by four gener­
als who led their human kingdom." in battle aga inst 
agn·at hobgoblin empire. hacb general wa<; lmowu 
as the 111aster ofo clifferc11I aspect of martial strategy. 
and the warrior who owns all tht' ir lreasurcs gainc; a 
mca~urc of I heir skill. 

LORE 
History DC 7: In ages past. allicJ human kingdoms 

fought a hobgobl i 11 cm pi re in a great wa.r that created 
legendary hercwo; on both sides. The· fierce d an lords 
of Lhr hobgoblin armies were opposed by four human 
generals. each of whom cxc·mplified a different area or 
combat prowess. Korra w<is an expert i11 cou11tcrattacko;. 
Tcron·s forces were unequalled in thl· defensive tactics 
of the shield wall. Juhana's troops were legendary for 
their skill <ll Oanking and positioning. Mandu was the 
undic;p111cd ma.,tcr of marl ial weapon training. 

l hough the) came from clifferent lands that had 
rough! each ol her i fl !he past, all four leaders workecl 
together lo prec;cnl a tmi f1cd response to the hobgob· 
Un forces. 

History D C 12: Through the combined clforts 
of the four genera ls, the human arm ies defeated the 
hobgoblins. though at great loss. Tcron and Juhana foll 
while holding offihc hobgoblin lines single-handedly. 
granting the forces they led time to regroup behind 
them. l\orra and i\landu <;urvivcd to be honored by 
their kingdoms aml the soldiers who served them. 

Over time. the human kingdoms were consoli· 
da ted and I heir arm ics placed UJ1der the leadership 
of a single genera l gi l'Lcd with the arms and armor ol' 
the fou r who had come befort• him. However, wars of 
l>trilc and c;uccession eventuaJI) shattered tJJe king· 
dom once more, aud the Arm-; of War were scallcre<l 
across new lands. 

History D C 17: Despite their rank. Korra. Tcron, 
Juhana. tmd Mandu made it their mission to fight 
alongside the troops who served them . even when 
doing so put their own lives in danger. Collecting all 
1hc Arms of\1Var enhances the wield('r's ability Lo 
t·ake aclvanlugc of opponents' vulnernbililic:. anci to 
prnll'Ct alt ies. 

ARMS OF WAR ITEMS 
Lvl Name Price (gp) Item Slot 

5+ Weapon of great 1 ,000 

opportunity 

6 
7 
8 

Helm of exemplary defense 1,800 
Dual-threat gauntlets 2,600 

Pincer shield 3,400 

ARMS OF WAR BENEFITS 
Pieces Benefit 

Weapon 

Head 

Hands 

Arms 

2 For each two Items you have from this set, you 

gain a +1 bonus to opportunity attack rolJs. 

4 You gain the ally'sopportunity power, described 
below. 

Ally's Opportunity Item Set Power 

V\/lw11 your <'11e111y drops it$ s 1111 rd, you lash 0 111 ell yo11rfot!. 
clis1rndirl$J ir f urther LO nl/0111 a nrc1rby ally 10 Jrrcb' fire upo11 !1. 

Daily 
Free Action Close burst 5 
Trigger: You make an opportunity attack 
Target: One ally in burst 
Effect: The target makes a ranged basic attack against the 

target of your oppo rtunity attack as a free act ion. 

\'\'hen you orrcl 1111 ally fllf lll to9etlrrr. che power of rlrese nwmi 
lets heiahten~ both your trttacks. 

Item Slot: Hands 2,600 gp 
Power (Daily): Minor Action. Until the end of the 

encounte r. while you' re flanking an enemy, you and the 
ally flanking with you gain an additional + 1 bonus to 
attack rolls against that enemy. 

'llrr power c!ft/ris 1rel111 srut11s)'VU 1111cf ymir allle..~ an n1fr1111rrwe 
t19uins1for.~111'10 lem•e rlrcmseh•e.< opl'll. 

Item Slot: Head 1,800 gp 
Property: You and each a lly within 3 squares of you deal 2 

extra damage when you hit with opportunity attacks. 

Cll .\PTt:R l I I tem Sets 
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This shil'ld exreml- lh prorecrio11.fnm1) ou ro your Jlct11k l11s oll,1. 

Item Slot Arms 3,400 gp 
Shield: Heavy 
Prope rty: W hile you're flanking an enemy with an a lly. that 

ally gains a ~ 1 shield bonus to AC and Reflex. 

1 • 

) t111 tttke adva11rc1ye ~fa foe's v11l1wrc1hlli1y co deliw1· ct clevCJSW I 
i118 strike wi:tJ1 rhi> ll'l'tl/1011. 

l v1 5 + 1 1,000 gp 
Lvl 10 +2 5.000 gp 
Lvl 1 5 +3 2 S.000 gp 
Weapon; Any melee 

Lvl lO +4 
Lvl 25 +5 
Lvl 30 -6 

Enha ncement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plu~ 

125,000 gp 
625,000 gp 

3.12 5.000 gp 

Powe r (Encounter): Free Action. Trl99er: You hit with an 
opportunity attack. Effect: Deal 1 d8 extra damage per 
p lus of the weapon. 

BLADE DANCER'S REGALIA 
The origin of the my-.tcriou~ comhnt art known as 
the blade dance is hot I) co111c-.1nl among thos<' who 
<:tuc.I) and perform it. I his manner of fighting;., 
knO\\ n for its grace and control, and practitioner<; of 
the blade <lance ca n be found Jmong all races and 
cu lt ures. Each group of blade dancers ca n hc ca~il) 
distinguished hy the dcta ih. of I heir unique c;tyle. 

H owever. the unde rly ing similarities of the form 
remai n apparenL. 

LOR[ 
I lis to ry D C 5: 1 lu.• b lade dJncc is an anrknt 

combat art who-.e origim arc shrouded in my~tl'r). 
Practiced hy a "idc 'ariet) of n1 It urei. ancJ rac.c~. thi!> 
d iqincti\ C LWO· \\ capon style inc.orporates nm\ i ng 
dancelike mm·ec; into ih auacks and defen <;ei. . .Most 
blade dancers comider their own -.lylc to be original 
and c.lcllniti \'e. rnurking a ll otherl> as mere imitalors . 
.13lnde dancers arC' qu ick lo llgl\l among L11c111sclvcs to 
c tablish their supc:riority. I lowt•v<·r, rega ruk-% of their 
choo;en chool. blade dancC'rc; all CO\'Ct a set of c;ped a l· 
izcd regalia who'<' origin!> an.• a' old as the form. 

History DC 10: Among dwarvcc;. the blade: dance 
is called :.\foradin'!> Drums. IL favorl> s teady rhythm~ 
and hem1· "·eapom i,uch a:. hammers and axco;. 
Among the eladrin and other beings of the Pc) wild. 
Lhe Oghting stylc Is known a-. C.ordlon·s \Var Chant 
and Is practiced with longl>words. The e lvel> have 
adapted it to lighter blnclcs. and it \ c;aid that the drow 
have their O\\ n \'Cr'iion oft he blade dance incorporal· 
ing the cruel weapon., of lhat race. 

Other school!\ have a wider followi ng. rite Drunk 
ard \Waltz foaturc!> knife fighting and is favored by 
humans and halning'>. l'he Jt·~1cr'c; Prances<. hool 
uses mismatched weapons and was said to ha' e b('en 
created in the troinlng ha lb of lite tielling empire, 
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though it's now praclin·d b) human<;. Licllings. and 
dragon born in e4uaJ mea-;urc. 

History or Religion DC 15: J\ccording lo lcg<.•nd. 
the blade dance wa~ imcntcd a.; the re-.ul t of a wager 
between Kord and Erath le;. 1:.rathic; created the fight 
ing style to demonstrate lo l{ord that not alJ combat 
need be crude and brnwl. Stories tell ul' a warrior 
priest ofErath i who trnveled among 1nanyofthc 
cu ltur es and races lhnt <.:luim to have originated lhc 
blade J a11ce. lt'c; thought that thi'i priest wast.he first 

to teach the legendary st\ le. 

BLADE DANCER'S REGALIA ITEMS 
Lvl Name Price (gp) Item Slot 

1 B racers of e nfo rced regret 520 Arms 

3 + Baffling ca pe 680 Neck 

3+ Rhythm blade 680 Weapon 

4+ Harmo ny blade 8 40 Weapon 

5 Gloves of recove ry 1,000 Ha nds 

BLADE DANCER'S REGALIA BENEFITS 
Pieces Benefit 

2 You gain a bonus to AC against o ppo rtunity 

a ttacks equa l to the numbe r of ite ms yo u have 

from this set. 

5 You can use your Hunte r's Qua rry class feature 

as a free act ion Instead of a mino r action. 

This ri1iplh111 rnp!! t11fow:o yo11 w sltp p11st (tn Mwcki11afo1'. 

Lvl 3 I 1 680 gp lvl 18 +4 85.000 gp 
Lvl 8 + 2 3.400 g1> Lvl 23 +S 4 25.000 gp 
Lvl 13 ~ 3 17.000 gp Lvl 28 +6 2.125.000 gp 
Item Slot: Neck 
Enhancement: Fortitude. Reflex, and Will 
Power (Dally + Te le portatlon): Immediate Reaction. 

Tri88er: An e nemy adjacent to you misses you with a 
melee anack. Effect: Swap positions with the triggering 
enemy. 

\ \ 'lien an r11r111y pres~e~ J 11u, the power of tht:.!>e simplr )It'd 

bmcns leb .wu turn rhr flllill'). 

Item Slot Arms 520 gp 
Property: W hile you're marked, you gain a +2 bonus to 

attack rolls and damage rolls against the enemy that 
marked you. 

\,\ffum ycncji1111ble hr w111!1t11, these lj lovcs nllow you to rcrm•<•r 
1111d strike (llJ•lin. 

Ite m Slot Hands 1.000 gp 
Power (Dally): Free Action. Tri89er: You miss an enemy 

with a melee attack power. Effect: Make a melee basic 
attack against that enemy. 



l /10111111 you wldd it as your prlmnry wr11po11. this blade lmds 
it> powa to nwr o.ff-han1i a1wck.-. 

Lvl 4 +1 840 gp 
Lvl 9 +2 4,200 gp 
Lvl 14 +-3 21,000 gp 
Weapon: Heavy blade 

Lvl 19 -r4 
Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage ro lls 

105.000 gp 
525,000 gp 

2.625,000 gp 

Critical: + 1 d6 damage per plus, and you can make a melee 
basic attack with your off.hand weapon. 

!Property: When you hit an enemy wi1h both this weapon 
and your off hand weapon during the same turn. that 
enemy takes a -2 penalty to attack rolls against you until 
the end of your next tum. 

/'l.!jhri111J wit/a this off hand wetipcm il11provr~ yuur defrnse. 

Lvl 3 + 1 680 gp Lvl 18 4 85,000 gp 
Lvl 8 12 3,4·00 gp Lvl 23 +5 425,000 gp 
Lvl 13 +3 17,000 gp Lvl 28 +6 2,125,000 gp 
Weapon: Light blade 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage pe r plus 
Property: While you wield this weapon In your off hand, 

your shield bonus to AC and Reflex increases by 1. 

GADGETEER'S GARB 
Charm:tl' r'> drawn to the inner workings of traps 
und alchemy covet lhis set of items. The items ofLhe 
Gndget<•l' r's Garb bc.;tow a wide range of'utililnr­
lnn magic, combat boom. and power ov<.'r traps and 
alchemical de,·ices. All Lhe Item<; of the "ct sh are a 
sl-illful synthc-,is of mechanical and magical design. 

ArtiOccr'> and rogues most olt<:n seek out and col­
lcrt the items of this c;et. though thc} can beneOt an) 
character. 

LOR£ 
Arcana DC 7: Created dirough comtant tinkcr­

i11g and experimentation. the it<.·111s of the Gadgcteer'c; 
Garb \\ere dc\'elopcd. then perlccted by a number of 
i11gc11io11s inventors. Some parts of the 'ct were f'ust 
l raftcd hy dwarf artiflcers. other, hy human arcane 
practil ioneri.. and some by fomorians and other fey. 
Dcspill' their dic;paratc origins. hO\\C\Cr. each of the 
iccms oft he set represented a c; ingula r ad\•ancc in 
magical ond mechanical design. 

Arcana DC 12: An a rtincer knm-\ n as Mor ton the 
Gaclgctcer is sa id to have been the fl rst to unify thc:.c 
once-disparate Item~. seei ng the common thread of 
i11ge11uily in each and imbuing lhc ' ct with its Ltn ique 
bc11efits. With the power of the Gadgeteer's Ga rb. 
'i.1orton became a lcgendar) arcnnist and trapfinder. 
and till' item .;cc that bears his monike r is his endur­
ing legaLy. 

GADGETEER'S GARB ITEMS 
Lvl Name Price (gp) Item Slot 
5+ Shockweave a rmor 

6 Alchemy g loves 

7+ Deep-pocket cloak 

8 Gadgeteer's goggles 

1.000 
1,800 

2,600 

3,400 

GADGETEER'S GARB BENEFITS 
Pie ces Benefit 

Armor 
Hands 

Neck 

Head 

2 When you or an a lly within 5 squares of you 

s pends a healing surge, you o r that a lly regains 
additiona l hit points equa l to the number of 
items you have from this se t . 

4 You gain a +4 bonus to a ll defenses against traps. 

\ \ ' h l'll 111u uw 011 olcht!mirnl !rem, rht'w [/IOI'!':- d111r11r ii wilh 
m11virnl po1Vi'r. 

Ite m Slot: Hands 1,800 gp 
Property: You gain a +2 item bonu~ lo attack rolls with 

a lchemical items. 

llw lumdrcrh of ma9ically hrtlilrn f"1<h'b 0 11 ll1is do11k allow 
y11u ro kt>ep 11 \l'colth of items r/o,e 111 /uurcl. 

Lvl 7 + 2 2.600 gp Lvl 2 2 5 3 25.000 gp 
Lvl 1 2 + 3 13,000 gp Lvl 2 7 .i.6 1,6 2 S,000 gp 
Lvl 17 +4 65,000 gp 
Item Slot Neck 
Ernhancement: Fortitude, HeAex, and Will 
Property: The pockets of this cloak can hold up to 1,000 

pounds in weight or 100 cubic feet in volume. but the 
cloak always weighs only 1 pound. Each item stored within 
one of the cloak's pockets can weigh no more than 10 
pounds. 

Drawing an item from a deep-pocket cloak is a minor 
action. 
l evel 2 2 or 17: The cloak can hold 2,000 pounds In weight 

o r 200 cublcfeet in volume. 
Power (At-Will): Free Action, 1 /round. You draw an item 

from the cloak or store an Item within It. 

. . . . 
l'J1c r.•siJUulll SIL~pendcd in UleSC lfml'~ Jwfp~ .\llU St'C 1ltro119lt 
the cvmplexiries of the dradllcsr traps. 

Item Slot; Head 3.400 gp 
Property: You gain a +4 item bonus to Perception checks 

and Thievery checks to detect and disable traps. 
Power (Encounter): Minor ActJon. You make a Thievery 

check to disable a trap. 

ClTJ\ PT~K ). I It e m <; e ts 



\ktttl s111tl~ 011 rhh <1n11or 111a9irnll) pro1cc1 you .from li9/r111rr1J1. 
a11rl rhe11 1111lecL~h that same power «J1t1i11S1 your foe>. 

I vi i:; 1 1.000 gp Lvl 20 +4 1 25,000 gp 
Lvl 10 + 2 5,000 gp lvl 25 1 5 625,000 gp 
Lvl 15 t 3 l 5,000 gp Lvl 30 +6 3.125,000 gp 
Armor. Cloth. leather 
Enhancement: AC 
Property: You gain resist 5 lightning. 

level l 5 or 20: Resist l 0 lightning. 
level 2 5 or 30: Resist 1 5 lightning. 

Power (Encounter): Free Action. Tri98er: You take lightning 
damage. Cffec1: Until the end or the encounter, 1his 
armor's dally power gains a ~ 1 bonus to the attack roll 
and deals 1d10 extra lightning damage. 

Power (Dally + Lightning): Immediate Interrupt. Tri88er: 
An enemy adjacent to you targe ts you with an attack. 
Effect: Make an attack against the triggering enemy: +8 
vs. fortitude; on a hit, dc;:il 2dl 0 lightning damage. and 
the enPmy is dazed until the end of your next tum. 
level 10: + 13 vs. Fortitude. 
Level 15: + 18 vs. Fortitude, 3d I 0 llghtnlng damage. 
Level 10: t-23 vs. Fortitude. 
level 25: i 28 vs. Fortitude, 4d10 lightning damage. 
Level 3 0. 3 3 vs. Fortitude. 

GOLDEN LION'S 
BATTLE REGALIA 
J\ lcgendnry barbarian chieftai n of the great desert s. 
the Golden Lion of Summer" as a warrior renowned 
for her single minded ferocil) and militar) cunning. 
Ikr c:loak. gauntlc:U.. and boot\ Wl' l'e fashioned from 
the hide of a dt·~ert lion. and her weapons bore thl' 
mark oft lwl fcar'>ome beast. 

13arbarian c ha racter<; . particulurly I ha neborn 
barba rian,, benefit Lhc most from the Goltlcn Lion\ 
Battle Regalia. I lowen'r. dckndcr\ .ind mclce <>tr ik 
er'> Lan al\o make good u-;e of thcsl' legendary ill' lll 'i. 

LORE 
History DC 7: lite· Golden Lio11 look he r m111w 

from the gau ntlets, cloak, and boob she worr-cr..ifted 
from the pelt of' a lion ::.he slew whe n she was only 
a child. 

History DC 12: De'ipite her r<.'putation as a 
scourge of l'<cral h, the Golden Lion .111d her folk cam e 
to the aid ol thc empire in the face of u gnoll im asion. 
Tl1c µow<• r oflwr regalia he lped her slay the gno ll 
war ch id, hut in that fierce flnal batt le. the Golden 
Lion fell. 

Histor) DC 17: The relic<; that hear the Goklcn 
I.ion's na me arc. now scattcrc.•d acros<, a ll lands, 
though the dc::.crt cairn marking her grave has long 
been lost m time. However. it's ::.aitl lhttt a nyone 
who can find the ~ite is tltcn vi<; lted by the s pirit 
of the Golden Lion. who will re\ cal the location 
of' one or more item from her balLle regalia lo a 
worthy l>Ulrc~::.or. 
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GOLDEN LION'S BATTLE REGALIA ITEMS 
lvl Name Price (gp) Item Slot 
2+ Hungry spear 520 Weapon 

3 Swiftpad boots 680 Feet 
4 + Cloak of the lion's mane 840 Neck 

5 lion's claw gauntlets 1,000 Hands 

5+ Thane blood weapon 1 ,000 Weapon 

GOLDEN LION'S BATTLE REGALIA BENEFITS 
Pieces Benefit 
3 When you're adjacent to three or more enemies 

you can see, you gain a -t-1 bonus to attack rolls. 
5 Your roar of triumph power increases to a close 

burst 7. When you use your swift charye power, 
you gain a +2 bonus to speed until the end of 

your next tum. 

This liomkirr clook bestows rhe 111ct/esry of that rbt•n 1m•il111or 
upon yvu to slrike fear into the h1•nr1s of) our foe). 

Lvl 4 ~ 1 840 gp Lvl 19 +4 
lvl 9 +2 4,200 gp Lvl 24 t 5 
lvl 14 + 3 21.000 gp lvl 29 +6 
Item Slot: Neck 
Enhancement: Fortitude. Reflex. and Will 

105,000 gp 
525,000 gp 

2.625,000 gp 

Property: When you use your roar of triumph power, you and 
each ally adjacent to you can shirt 1 square as a free action. 

Power (Daily + Fear}: Free Action. Tri88er: You reduce 
an enemy to 0 hit points. Effect: Each enemy within 5 
square~ or you takes a 2 penalty to illlack rolls until the 
end of your next turn. 

A roari111J lion e1111roved 011 the 1w11tl of tl1is spear pins xo11r foe 
In place 11'/rilc >''" close for rhc kfll. 
Lvl 2 ~ 1 520 gp Lvl 17 +4 
Lvl 7 I 2 2,600 gp Lvl 22 .. 5 
Lvl 12 3 13.000 gp Lvl 27 +6 
Weapon: Spear 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plu\ 

65,000 gp 
325.000gp 

1.625,000 gp 

Property: This weapon has thP heavy thrown property and a 
range of 10/l.O. 

Power (Encounter): Standard Action. Make a ranged basic 
attack with this spear. On a hit, the wrget is also lmmo· 
bilized (save ends~ The spear doesn't return to you unt il 
the Immobilized effect on the largel imposed by lhls 
weapon is ended. 

1lresc11•11111llee.. cmft.etl fro m a 11011 's pnws. help oi•erco111c the 
1ou9hrs1 11tfrer~<1rics. 

Item Slot: Hand~ 1.000 gp 
Property: When you make a weapon auack that targets 

Fortitude and your attack roll i~ 20 or lower, add a "'1 hem 
bonus to the roll. 



These su.pple boots lend <J 1.iou's strenath to your leaps. 

Item Slot: Feet 680 gp 
Property: You gain a + 2 item bonus to Athletics checks to 

jump. 
Power (Daily): Move Action. You Jump a number of 

squares equal to your Strength modifier. 

Each time you drop an enem){ the bloodlust in your allies 
mounts. 

Lvl 5 + 1 1,000 gp 
Lvl 10 +2 5.000 gp 
Lvl 15 +3 25,000 gp 
Weapon: Any melee 

Lvl 20 +4 
Lvl 25 +5 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 
Critical: ~-1 d6 damage per plus 

125,000 gp 
625,000 gp 

3,125,000 gp 

Property: When you use this weapon to reduce an enemy 
to 0 hit points, you and each ally adjacent to you gain a + 2 
item bonus to your next attack roll before the end of the 
encounter. 

KAMESTIRI UNIFORM 
The cily-state orNageo was once a major port and 
trade hub, bnt ils gTeat wealth made it a target for 
goblin ntiders, competing city-states, and pirates. ln 
response, the Nageos created a defensive force to pro· 
tect the city and its lucrative shipping trade. and aJso 
lo prov i<le seaborne mercenary forces for traders and 
neighboring states. These legendary warriors calkd 
the K<unestiri are )jttle more than a memory now, but 
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the force's legacy lives on in the magical pm1oply its 
menibers once wore. 

This item setis most useful for rangers, but it can 
be utilized by any character ·who favors long-range 
attacks and mobility in combat 

LORE 
History DC 8: The elite soldiers of the city-state of 

Nagco Lraincd with light armor suited to mobility and 
shipboard combat. The long-rauge crossbo"vs that 
were their s ignature weapon had fu:st been created 
by a local tribe known as the kanicsti. The Kamestiri, 
a'> these soldiers called themselves, soon became the 
dominant fighting force in the region. Their effec­
tiveness in battle on both land and sea soon became 
legendary. and he lped maintain a decades-long peace 
between Nageo and its powerful neighbors. 

History DC 14: At the height ofNageo's power, 
nunors began to circulate that the Kamestiri captains 
had been keeping much of the weallh they had liber­
ated from the area's pirates. A new prince, uncertain 
in his posiliou, grew jealous of the Kamestiri"s power. 
Deciding to take steps to remove (hem, he senl l'he 
bulk of the Kamestiri forces on a doomed voyage of 
exploration from which fow rel urned. Within lhe 
year, however. the prince was assassjnated- slain by a 

single crossbow ho.It flred from a greal distance. With 
no clear heir and no defeml.crs, Nagco quickly foll to 

its neighbors. 
No trace of the Kamestiri's rumored riches was 

ever found. Ho'vvever, even if the tales of ill-gotten 
gains were unfounded. the group's legitimate earn­
ings were said to have gone unaccounted for in the 

STANDARD 1TE'MS 1N 
lTEM SETS 

Some item sets include magic items found in the Player's 
Handbook and other supplements. Such items can be 
found in a campaign in both their default (free) and item 
set (bound) versions. Items bound to a set exhibit quali­
ties that link it to that set, and a character can learn that 
a magic item is bound in the same way he or she learns 
the item's properties or powers. 

Magic items created in bound form as part of a magic 
Item set use the normal rules for creating magic items. 
Set items in their free form (for example, an 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 110 component cost 
to bind such a free magic item into a set. At the DM's 
discretion, binding an item into a set might require effort 
or special components: the blood of a descendant of the 
original set creator, taking the item to a special location, 
or the like. 

An item that is bound into an item set can't later be 
unbound. 



chaos after the dealh of the prince. The ultimate fate 
of that treasure remaim a matter of great interest to 
scholars and adventurers alike. 

His tor y DC 19: The few survivor/> of t he Kamc­
stiri arc said lo have gone on t o found mercena ry 
troops in for-flung lands. These wandering compa­
nies arc thoughl to have been the source of the first 
Kamestiri uniforms to appear in the wider world. 
Countless modern mercenary compan ies trace their 
origins to the Kamestiri, though in many cases, this 
clai m is little more than spurious boasting. 

Streetwise DC 19: Rumors in the larger cities 
of the land speak orlone assassins who specia lize in 
murder at long range. and of the un ique crossbows 
they bear. Some call these killers the la~t ol"the Kames· 
tiri. thougb they're C<1reful to not say so too loudly. 

KAMESTIRI UNIFORM ITEMS 
Lvl Name Price (gp) Item Slot 
7+ Infighting blade 2 ,600 Weapon 
7+ Shipboard armor 2,600 Armor 
8 Boarding boots 3,400 feet 
8+ Pavise charm 3,400 Neck 
9 Endless quive r 4 ,200 Wondrous ite m 
9+ Ka mesti crossbow 4 ,200 Weapon 

KAMESTIRI UNIFORM BENEFITS 
Pieces Benefit 

2 

3 

5 

The s hort range of a crossbow you wie ld 

increases by a numbe r of squares equal to 

the number of items you have from this set. 

The long ra nge of your crossbow Increases by 
twice that a mo unt. 

You gain a +1 bonus to da mage ro lls on me lee 

attacks while you a re adjacent to two or more 
e nemies. 

Whe n you reduce an ene my to 0 hit points, you 
can shift 1 sq uare. 

These hard boots of bluck leuther keep you mo1•i118 i11 combat to 
cl end ~v effect. 

Item Slot Feet 3,400 gp 
Property: You ignore difficult terrain on a boat, ship. or 

other watercraft. 
Power (Daily): Standard Action. You jump a number of 

squares eq ual to your speed and use one of your at-will 
attack powers with a + 1 power bonus to the attack roll. 

!'his dven·styled '/uiwr can create an endless supply of normal 
arrows or bolts. 

Wondrous Item 4,200 gp 
Power (At-Will • Conju rat ion): Free Action. Use this 

power when you attack with a bow or crossbow. When 
you reach into the endless quiver, it automatically pro­
duces a single arrow or bolt, as appropriate. Ammunition 
created by the quiver that is not used within 1 round of 
its creation disappears. 

The closer your.foes pre:;s, the more tleud!y rhis quick blade 
bewme>. 

Lvl 7 + 2 2,600 gp 
Lvl 12 +3 13.000 gp 
Lvl 1 7 +4 65,000 gp 

Lvl22 +S 
Lvl 27 +6 

Weapon: light blade, axe (one·handed only) 
Enhanceme nt: Attack rolls and damage rolls 
Crit ical: + 1 d6 damage per plus 

325,000 gp 
1,625,000 gp 

Power (Daily): Minor Action. Until the end of your turn, 
when you attack with this weapon. you gain a bonus to 
damage rolls equal to the number of enemies adjacent 
to you when you make the attack. If you're wielding 
another infiyhtiny blade in your off hand, this bonus also 
applies to damage rolls with that weapon. 

Special: If you're wielding two infiyhti119 blades, the first use 
per day of the weapon's daily power doe~n't count toward 
the limit of magic item daily powers you can use in a day. 

This exceptionally cmft<'d crossbow can tc1ri1c1 e1•e11 the farthest 
foes. 
Lvl 9 +2 4,200 gp 
Lvl 14 +3 21.000 gp 
Lvl 19 +4 105,000 gp 
Weapon: Crossbow 

Lvl 24 +S 
Lvl 29 +6 

Enhancement: Attack rolls a nd damage rolls 
Critical: ~ 1 d6 damage per plus 

525,000 gp 
2,625.000 gp 

Property: Attacks with this crossbow don't take the -2 
penalty for long range. 

Power (Daily}: Free Action. Triaaer: You miss every target 
with an attack you make using this crossbow. Effect: You 
don't expend the use of that power. TI1e power a lso has 
no effect on a miss, even if it normally does. 

This shield slwped dicmn surrouncl~ you wirh pro1ec1ive enerm~ 

Lvl 8 +2 3,400 gp Lvl 23 ... 5 425,000 gp 
Lvl 13 +3 17,000 gp Lvl 28 +6 2,125,000 gp 
Lvl 18 +4 85,000 gp 
Item Slot: Neck 
Enha nce ment: Fortitude, RcAex, and Will 
Powe r (Daily): Minor Action. You gain il + 2 power bonus 

to AC and ReAex unti l you leave your current space. 

This black learl1er an11<>r al101Vs you to src111cl sleady in the.face 
of uncertai11footi11g or a possible fall. 

Lvl 7 +2 2,600 gp Lvl 22 +S 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 +6 1.625.000 gp 
Lvl 17 +4 65,000 gp 
Armo r: leather 
Enhancement: AC 
Property: When you make a saving throw to avoid forced 

movement, you gain an item bonus to the saving throw 
equa l to the armor's enhancement bonus. On a save, you 
don't fall prone. 
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MARJAM'S DREAM 
A faith less mercenary driven by prophetic visions 
given to him by Mdora collected the items of Mar­
jam 's Dream. With those relics, he trained the first in 
a long line of warriors taught to bala11ce their martial 
prowess wilh arcane power. 

Though the items or this ser are usable by any 
class, they're most highly coveted by swordmages. 

LORE 
History DC 7: Marjam was a vain and hoastful 

mercenary warrior who was disdainful of" magic h is 
entire life. r n his later years, however, Ma1jam had 
a dream in which .Melorn instrncted h im to collect 
a numher of powerful relics in her name.1nitially 
resistant to \Vhat he perceived as the produc t of an 
age-addled brain and a healtl1y love of' strong ale, 
Marjam tried to ignore this prophetic vision, but the 
dream i11creased i..tJ freq uency and intensity. J7eaJ:ing 
for his sani1y in the end, the warrior strapped on mail 
and sword once more and undertook an epic quest 
that saw him collect the five rel.ks that his dream had 
showed him. 

History DC 12: By the time his quest was com­
plete. a change had come over Marjam. Attuned to 
the arcane energy that permeated the world, the war­
rior had a final vision in w hich he saw a succession of 
heroes who would wield arcane and martiaJ power in 
equal measure. He knew U1at il was the dcsliny of h is 
flnal years to train the fhst of these heroes. 

At the nearby temple of Melora, Marj am sought 
out a child he had seen in his final vision- an orphan 
named Alora. who had grown up under the care of 
the temple failhfol and who showed great prom ise 
as a spellcaster. The child became Marjam's d large, 
and for long years at the temple he raised and trained 
her. From Marjam, Alora learned the ways of combat, 
even as the relics ofMarjam's Dream allowed her to 
ha lance that ma r~tial skill with the magicnl ability 
taught to her by Mdora's faithful. 

H istory DC 17: Even before Marjam's death , 
A lora had left the temple to become a.n adventming 
swordmage. A powerful symbol of Melora's faith, 
she was known by her reputation and the d istincUve 
weapons and raiment of.Marjam's Dream. \i\fhen 
Alora died. the items of Marjam's Dream quickly 
spread across the world and beyond the bounds of' 
Melora's faith. Hovvever, sages believe th at Melorn stiU 
seeks out chosen champions on whom to bestow the 
items of this set. 
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MARJAM'S DREAM ITEMS 
Lvl Name Price (gp) Item Slot 

2 Boots of jaunting 520 Feet 

3 Gauntlets of a rcane might 680 Hands 
4 + Weapon of a rcane bonds 840 Weapon 

5 Circlet of arcane extension 1,000 Head 

6 Warded vambraces 1,800 Arms 

MARJAM'S DREAM BENEFITS 
Pieces Benefit 

2 When you make Arcana checks to detect magic, 
y.ou gain a bonus equal to the number of items 
you have from t his set. 

5 The area affected by your Swordmage Aegis 
class feature increases to a d ose burst 3. 

'11tese wmforwble leather boors allow you ro slip past obstacles 
unhindered. 

Item Slot: Feet 5 2 0 gp 
Power (Daily + Teleportation): Minor Action. You teleport 

1 square. 

This a0We11 circlet extends the range of your arcane power ro 
strike ar· distant foes. 

Item Slot: Head 1,000 gp 
Power (Daily): Minor Action. Until the end of your turn, 

the range of your ranged arcane powers increases by S 
squares. 

When a.foeyou have diallen[Jed reels from your arcane power; 
these [JaUrttlets want you increased Vi[JOJ: 

Item Slot: Hands 680 gp 
Property: When you hit an enemy marked by you with an 

a rcane attack power, you gain 2 temporary hit points. 

These letlther armbands ler you share your arcane defenses wirlr 
othi?rs. 

Item Slot: Arms 1,800 gp 
Power (Encounter): Minor Action. Until the end of your 

next turn, each ally adjacent to you gains a power bonus 
to AC equal to the bonus provided by your Swordmage 
Warding class feature. 

E.tfens you muse with this blade bind your enemies to you. 

Lvl 4 + 1 840 gp Lvl 19 +4 105,000 gp 
Lvl9 +2 4,200gp Lv(24 +5 525,000gp 
Lvl1 4 +3 21,000gp Lvl29 +6 2,625,000gp 
Weapon: Heavy blade, light blade 
Enhancement: Attack ro lls and damage rolls 
Critical: +1 d6 damage per plus 
Power (Encounter): Free Action. Tria3er: You hit an enemy 

with an arcane attack power using this weapon. Effect: 
That enemy is marked by you (save ends). 



RADIANT TEMPLE 
TREASURES 
Many cultures tell versions of t he mytl1 of the Rad i­
ant Temple- a great bastion oflight created during 
the ancient war between the gods and the pri mor­
dials. Though the temple was taken lo the celestial 
rea lms by the gods in the aftermath of their victory, 
a number of its faith ful stayed behind in the mortal 
realm. The treasures tbey bore became their legacy. 

Any character can wield the Radiant Temple Trea· 
sures, but t hey're most usefu 1 to avengers. 

LORE 
History or Religion DC 8: In the final years 

of the war between the gods a n<l the primord ia ls, a 
great nurnber of rnortal clerics, paladins, and other 
servants of the gods came together to create a m ighty 
bastion oflight. This act t,'Teatly pleased the gods, and 
ifs said that the devotion or the temple h clpc<l turn 
the tide of war in their favor. 

H istory or Religion DC 14: In the end, the gods 
were victorious. In a glorious cataclysm that shook 
the mortal world, t he Radiant Temple and the souls 
that had forged it were taken to the Astral Sea. How­
ever, in tJ1e moments before t he temple's ascendance, 
a mun ber of t he fa ithful stepped forthfromils lowers 
oflight, chosen by the gods to remain behjnd as pro­
tectors of t he new-made ,.vorld . T hese faith fo l a re said 
by some to be the first m'eogers- divinc champions of 
the deities themselves. 

Hi story or Religion DC 19: The items of the 
Radiant Temple Treasures arc spread across all 
cultures, even those where the secret rituals of the 
avengers a re a ll but \I n known. Some believe lhat the 
appearance of these relics is a sign meant to inspire 
worshipers to take up the path of the avenger. 

RADIANT TEMPLE TREASURES ITEMS 
Lvl Name Price (gp) Item Slot 
7+ Radiant temple uniform 
8+ Blade of vengeance 

1 ,600 
3,400 
3,400 
4,200 

Armor 
Weapon 

Weapon 
Arms 

8+ Warding blade 
9+ Bracers of zeal 

RADIANT TEMPLE TREASURES BENEFITS 
Pieces Benefit 
2 

4 

When your oath of enmity reduces a ta rget 
to 0 hit points, you gain temporary hit points 
equal to twice the number of items you have 

from this set. 
You gain a +10 bonus to your first death saving 
throw each day. 

Your foe's attack bites deep, blLt your counterstrike lrirs even 
harder. 

Lvl 8 + 2 3,400 gp 
Lvl 13 +3 17,000 gp 
Lvl 18 +4 85,000 gp 

Lvl 23 +5 
Lvl 28 +6 

Weapon: Heavy blade, light blade 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 radiant damage per plus 

425,000 gp ,_, 
2,125,000 gp f 

Power (Daily): Immediate Reaction. TriBBer: An enemy 
adjacent to you bloodies you with a melee attack. Effect: 
Make a melee basic attack against the triggering enemy 
with th is blade. On a hit, the enemy is also pushed 5 
squares, ahd you can move 5 squares. You must end your 
movement in a space adjacent to that enemy. 

Specia l: If you have the oath of enmity power, you can shift 
5 squares instead of moving 5 squares. 

These 9olc.!en bracers let you drnrmel your own resiliency into a 
JJW1islii119 attad<. 

Lvl 9 + 2 4,200 gp 
Lvl 14 +3 21,000 gp 
Lvl 19 +4 105,000 gp 
Item Slot: Arms 

Lvl 24 +5 
Lvl 29 +6 

525,000 gp 
2,625,000 gp 

Power (Encounter): Free Action. Tri99er: You hit an enemy 
adjacent to you with a melee attack power. and you 
have temporary hit points. Effect: You lose up to 5 tem­
porary hit points and deal that amount of extra damage 
to that enemy. 
Level 19 or 24: Lose up to 10 temporary hit points and 

deal tha t amount of damage. 
Level 29: Lose any number of temporary hit points and 

deal that amount of damage. 

This nw ted aray uniform protects you from watdifi1l eyes and 
lets J'Oll skil.!fuUy slip past your foes in combat. 

Lvl 7 +2 2,600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 +6 1,625,000 gp 
Lvl 1 7 +4 65,000 gp 
Armor: Cloth 
Enhancement: AC 
Property: You gain a+ 2 item bonus to Stealth checks. 
Power (Encounter): Free Action. Tri99er: You shift 1 or 

more squares. Effect: You shift an additional number of 
squares equal to half of this armor's enhancement bonus. 

This silvery blade seems to move o.f its own accord. protccti113 
youfrom harm. 

Lvl 8 + 2 3,400 gp 
Lvl 13 +3 17,000 gp 
Lvl 18 +4 85,000 gp 
Weapon: Light blade 

Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage ro lls 
Crit ical: + 1 d6 damage per plus 

425,000 gp 
2,125,000 gp 

Property: While you wield this weapon in your off hand, 
you gain an item bonus to AC against opportuni ty attacks 
equal to the blade's enhancement bonus. 

ClIJ\PT.l:.H 2 I I tem Sets 



R ESPLENDENT F INERY 
Only the most fashionable adventurers seek oul the 
cloth ing that makes up the set known as Kesplcndcnt 
Hncry. I ht• ilcmc; of the Resplt:ndent Finery grant 
potent defenses and mental abilities to any char;1cter. 
bu t these garments are frlYorcd by bards. fey pact war­
loc"5. and illu ioni' t "iL<trcl!>. 

LOR£ 
His to r y UC 7: l'hc magic items known~ the 

Resplendent l·iner} arc ac; legendary for their fine 
SL)ling as for their power:.. Adventurers who wa111t 

their heroic statu to be known adopt the fi nery ac; a 
kind of., tatus symbol. with the items of t he set grant­
ing their\\ ('3rer<; a measu re or control O\'eT thei r 
in teract ions w it h others. 

Though \'Crsion'> of the finery can appear in a1ny 
number of ... tylcs. many sets fea t11 re fc) touches t.hat 
t•cho the fo:-.h ion nncl art of the eladrin. 

H is tory D C ll: The ilc 1,,... of the Resplendent 
Finer) arc s.ii<l to l1tl\'C threads or glamor and iJl u­
~ion " ·oven into tlwm. givi ng their wearer the pnwer 
to influt·ncc minds. These legendary garments have 
appeared throughout the age . indic;tinguishab!t: from 
other fine clothing unless the magic within them is 
<ktec1e<l. 

His tory DC 17: I he frrst prominent set of 
Rco,plcndent Finer) was a gift from an eladr in lord 
to a p<mC'rlul d\\ arl'clan ch ic[ Ovtr till'1e. the m:igi­
cal cnhancc.•menl'> in the garments were re,'ca leJ 
• md ~teah hil) copied. though the benefits and ciore 
pom.'r-; ol ull sets rl'111ain the sume. 

RESPLENDENT FINERY ITEMS 
Lvl Name Price (gp) Item Ill 
5+ Resplendent gloves 
6 Resplendent boots 
7 Resplendent circlet 
8+ Resplendent cloak 

1,000 
1,800 
2,600 
3,400 

RESPLENDENT FINERY BENEFITS 
Pieces Benefit 

Han dis 
Feet 
Head 
Neck 

-2 You gain an Item bonus to Bluff checks eq1aal to 
the number of items you have from this set. 

4 Each ally within 10 squares of you gains a +1 
Item bonus to checks involving any skill yc1u're 

t rained in. 

( /n•se i111ri<a1el_1• cmbrohlered boots lt'l yuu fmle .from sitJlll for a 
momt nt ro ,;lip post .Hmr foes. 

Item Slot: Feet 1,800 gp 
Prope rty: You gain an item bonus to all defenses agahnst 

opportunity anacks equal to the number of it ems yoou have 
from this set. 

Power (Daily + Illusion): Move Action. You become invis­
ible and move your speed. You become visible again at 
the end of this action. 

CHAl''l'l:.R 2 J ll c m Sets 

I11L~ tJt>l1l 1mcl milhml order 111wks your rJ1ou9/rts und smnrs an 
11ll; fcwor In co111llllt. 

Item Slot: Head 2,600 gp 
Property: Enemies within 10 squares of you take a -2 

penalty to Insight checks. Those enemies are not aware of 
this effect. 

Power (Encounte r): Minor Action. Choose one ally within 
5 squares of you. One enemy adjacent to that ally grancs 
combat advantage to him or her. 

I hb rich I) colon•tl clc1ak )hidd) ;vu and your allies .from po11·m 
thar ofi(•d rlre 11 111 111. 

lvl 8 l 2 3,400 gp 
lvl 13 ... 3 17.000 gp 
Lvl 18 +4· 85,000 gp 
Item Slot: Neck 

Lvl 23 ~s 

l vl 28 +6 

Enhancement: FonJtude. RcOex. and Will 

425,000 gp 
2,125.000 gp 

Property: You and each ally within 10 squares of you gain a 
+ 2 bonus to Will against charm. fear, and illuslC>n attacks. 

I heH' (lm• ca!f~ki1111loves 111rrMS<' rhe pote11cy of poll'ers 1ha1 
hrl'llk 11.foe'> wlll. 

Lvl S 1,000 gp Lvl 25 625,000 gp 
Lvl 15 25.000 gp 

Item Slot: Hands 
Property: When you hit an enemy with an attack power 

that targets Will. the attack deals 2 extra damage. If it's ,m 
illusion attack. one target you hit (your choice) also grants 
combat advantage to you until the end of your next turn. 
Level 15: 3 extra damage . 
Lewi 1.5: 5 extra damage. 

SttADOWDANCER'S GARB 
T he clothing tltnt makes up the Shadowdanccr's Garb 

is elega nt and well crafted, but a lso stern a nd forb id 
cling. W hile you wear these items. you're c lonked 
in s ilc11<.'(' and '>hudow. E'en in hright daylight your 
fea ture:-. are obsni rcd . and the i.hadows c.:ast by your 
body '>l'Cm to exude tendrils of darkness. 

·1 he ittm::. of the Shadowdanccr 's Garb nre most 
uscru I for rogm'!>. hu t the set appeals to any character 
wh o undcrsta ndi. tJ1e bcm•fits of s tea lth. 

LORE 
A rcana o r His tory DC 10: Creators ol the Shad 

ow<lancer's Garb imbue each item of clothing \\ith 
i.haclo" magic. wrapping the wearer in a cloJ I.. of 
magical darknesc;. Shadowdanccr's Garb items arc 
popular among rogues and other characlers who 
''aluc c;tealth both in aml out of combat. Additional!). 
the gurh has a reputation as lhc raiment of choice for 
as~as.,ins and '>pies. 

Arcana or His tory OC 16: r he items 1ha1 make 
up the Shadowda ncer's Garb were firs t crafted as 
ind ividua l magiL itemc; fo r the use of elite sha<lar-kal 
warrior'>. Origina lly.the d oak. mask. glove!-. and 



boots of the set were signature gear for the leaders of 
four shadar-kai regimems in the service of a powerful 
Shadowfe)J lord. These companies were known as the 
shadowdancers, and their e>..rploits in the Shadowfrll 
and the mortal world arc legendary. 

Arcana or History DC 21: Razman-kash was the 
leader of a powerfu I ShadowfelJ assassin's guild- a 
former member of the shadowda11cers passed over for 
a regimental command that he believed was his by 
right. After nurturing his hate for years. Razman-kash 
staged a coup in which the four regimental leaders 
and the Shadow foll lord were killed. Nol content with 
merely claiming leadership of the shadowdancers, 
Razrnan-kash had Lhc combined regalia enchanted 
to provide even greater powe.r when Lh c four pieces 
were worn together. 1:-l.is original design has long since 
spread across the Shadowfell and into the world. 

SHADOWDANCER•s GARB ITEMS 
Lvl Name Price (gp) Item Slot 
9+ Shadowdancer's cloak 4,200 Neck 
10 Shadowdancer's mask 5,000 Head 
11 Shadowdancer's gloves 9,000 Hands 
12 Shadowdancer's boots 13,000 Feet 

SHADOWDANCER'S GARB BENEFITS 
Pieces Benefit 

2 You gain an item bonus to Athletics, Stealth, and 

Thievery checks equal to the number of items 

you have from this set. 

4 At the start of each encounter, if you aren't 

surprised, you have concealment until the end of 

your first turn. 

Th.ese sleek boots liahten yow· steps. partimlarV while shadow 
conceals you. 

Item Slot: Feet 1 3,000 gp 
Property: You gain a + 1 bonus to speed while you' re 

wearing light armor. This bonus increases to+ 2 when you 
start your turn in dim light or darkness. 

'lllis jlowina cloak obscuresyour movement while you are 
hidden. 

Lvl 9 +2 4,200 gp 
Lvl 14 +3 21,000 gp 
Lvl 19 +4 105,000 gp 
Item Slot: Neck 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Fortitude, Refle x, and Will 

525,000 gp 
2,625,000 gp 

Power (Daily}: Free Action. Tri98er: You hit or miss an e n­
emy you're hidden from. Effect: You make a Stealth check 
against that enemy's passive Perception check to remain 
hidden from it. You are no longer hidden from other 
creatures. as normal. 

'While you're hidden. these supple .qloves make your attacks 
more deadly. 

Item Slot: Hands 9,000 gp 
Property: When you hit an enemy you' re hidden from, you 

deal 1 d6 extra damage. 

This featureless black mask aids your efforts to fool or hide from 
your foes. 

Item Slot: Head 5,000 gp 
Power (Daily): Free Action. Tri99er: You make a Bluff check 

or Stealth check and dislike the result. Effect Reroll the 
check with a +3 power bonus and use either result. 

SKJN OF THE PANTHER 
Th is item set was first c rafted in the deep jungle, 
·where the druids venerate the spirit of the panther. 
Crafted from the hide of these stealthy hu nters. the 
items that make up the Skin of the Panther grant 
their wearer the hunting prowess and demeanor of 
this noble beast. 

This inagic item set is most commonly sought out 
by predator drukls. th ough any character who wears 
hide armor and seeks to excel in stea lth and hard­
hitting attacks can benefit from it. 

LORE 
Arcana or Nature DC 7: ln the untamed jungles, 

human tribes give honor and respect lo the panther. 
Jungle warriors model their combat tactics on lhc 
si.rength a nd stealthy power of t11ese great hunt-
ing cats. whose spirits are said to live on w ithin the 
mightiest hunters and the magic re.lies they wield. 

Arcana or Nature DC 12: The components of 
this itcrn set arc carefully crafted from the hide or the 
panther-both the great cats of the mortal world and 
their Feywild cousins. To hunt the FeY'·'rild panther 
is an honor accorded only to the most powerful war· 
riors of a tribe, and the locations of the hidden jungle 
portals that lead to that plane are carefuJly guarded 
secrets k nown only to high-ranking dniids. 

Arcana or Nature DC 17: Animals fated to 
supply the raw mate1ials for the Skin of the Pan­
ther are given great reverence by the tribes. and 
are hunted in accordance with ancient rituals. 
Warriors who take up the hunt must fol1ow a strict 
regj men of training. fasting. and prayer-traditions 
designed to ensure that the spirits of these gre<lt 
cats form the foundation of the Skin of the Panther's 
powerful magic. 

~ 
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SKIN OF THE PANTHER ITEMS 
Lvl Name Price (gp) Item Slot 

2+ Shadow hunter hide 520 Armor 

3+ Death fang totem 680 Implement 

4 Claw gloves 840 Hands 

5 Panther slippers 1 ,000 Feet 

6 Cat's-eye headband 1,800 Head 

SKIN OF THE PANTHER BENEFITS 
Pieces Benefit 
2 

5 

You gain an item bonus to Stealth checks equal 
to the number of items you have from this set. 
The first time you use wild shape to take on your 
beast form during an encounter, you become 
invisible until the end of your next turn or until 

you attack. 

1\vofraa11111111s of ween jade set in this black lcar11er headband 
opc11 11p rhe slltldows to yo11r si!JhL 

Item Slot: Head 1,800 gp 
Power (Encounter): Minor Action. You gain darkvision un­

til the encl of your next turn. 

These gloves irrcorporcite tire claws of a panther. grami11,9 you 
additional power in your Im 1st form. 

Item Slot: Hands 840 gp 
Property: When you're in beast form and an enemy grants 

combat advantage to you, your melee attacks deal 1 d1 0 
extra damage against that enemy. 

,.\ wo1111dcd or vulnerable foe nrants _vou a1frama9e while you 
wield this to1e111 of bone, teeth. and sinew. 

Lvl 3 + 1 680 gp Lvl 18 -'-4 
lvl 8 2 3.400 gp Lvl 23 ,5 
Lvl 13 +3 17.000 gp Lvl 28 +6 
Implement (Totem) 
Enhancement Attack rolls and damage rolls 

85,000 gp 
425.000 gp 

2,1 25,000 gp 

Critical: + 1 d6 damage per plus, plus 1 d6 extra damage 
against a target that is granting combat advantage to you. 

Power (Daily): Free Action. Triaaer: You bloody an enemy 
with an attack. Effect: That enemy grants combat advan­
tage to you (save ends). 

CH/\P 1'1-:H l I It e m Set~ 

These soft, clawed shoes help you stay within strik-in8 rant1e of 
your pre)~ 

Item Slot: Feet 1.000 gp 
Enhancement: Fortitude, Reflex, and Will 
Power (Daily): Immediate Reaction. Tri99er: An enemy 

adjacent to you shifts. Effect You shift 1 square. If you're 
in beast form, you instead shift 3 squares. 

This shi1111nerit1[/ black hide armor allows you ro 9et the drop on 
your foes. 

lvl 2 +l 
Lvl 7 +2 
Lvl 12 +3 

520 gp 
2,600 gp 

13,000 gp 
Armor: Hide 
Enhancement: AC 

Lvl 17 +4 
Lvl 12 +s 
Lvl 27 +6 

65,000 gp 
325.000 gp 

1,625,000 gp 

Property: You can move 4 squares during an action while 
you're hidden (instead of2 squares) without taking a -5 
penalty to your Stealth check. 

TOOLS OF 
ZANE1S VENGEANCE 
i:ate can be cruel, a<: the legendary shaman Zane 
knew a ll too well. Arter a despot slaughtered his 
people' and had his eyes put out. the blind Zane spent 
years in pursuit of bloody revenge. The Tools ofZanc's 
Vengeance are the weapons and raiment he crafted 
i 11 the course ufach ieving that lifelong goal. 

Thb item set is most useful lo shamans. 

LORE 
History or Nature DC 8: As a mystic and cider 

of his tribe. the shaman Zane brought his people 
into harmony with their totem spirits. However, an 
ambitio11<: king shattered the peace when he turned 
hungry eyes toward the tribe's rich lands. Driven by 
greed. his arm ies laid waste to the tribe's hunting 
grounds. Zane\ people were slaughtered. and he 
wa.\ brought before the king. Sensing the shaman's 
au thority and wa11ling to set a harsl1 example, the 
king ordered Zane's eyes put out, then set him free. 

History or Nature DC 14: Though blinded. /_anc 
vowed that he would visit upon the despot the same 
horrors bh people had suffered. After the sold ie rs 
had moved ou. he returned and harvested from h is 
fallen kin the items with which he would make good 
on his vow. infuc;ing each with blood magic and 
dire cur<;cs. 

for the remainder of his days, Zane "·alked the 
laud. hearing the spirits of his fallen tribcsfolk calling 
for vengeance. Each time he look a lilc. the shaman 
placed the victim's eyes in his own ruined sockets. 
regaining his sight for a short time by the use or 
da rk rituals. 

History or Nature DC 19: The Tools of Zane's 
Vcugea n<:e were spread across all lancls after his 



death. Even now. it's said that Zane's spirit lingers 
in the world, ready to aid the downtrodden in thei r 
struggles against tyranny and injustice. Characters 
who follow in his poth nre sometimes gi l'tcd with the 
knowledge of where the Tools of Zane's Vengea nce 
ca n he found. 

TOOLS OF ZANE'S VEl\IGEANCE ITEMS 
lvl Name Price (gp) Item Slot 

6 Savage mask 1,800 
7+ Cloak of the crlmson1 path 2,600 
8+ Blood harvest blade 3,400 
9+ Totem of the bleedinig eye 4,200 

Head 
Neck 

Weapon 
Implement 

TOOLS OF ZANE'S VEl\1GEANCE BENEFITS 
Pieces Benefit 
2 You gain an item bonus to Intimidate checks 

equal to the numlber of items you have from 
this set. 

4 While you're blocidied, you gain blindsight 5. 

\ \Tl1en you drop t111 enemy with this hloodstained hlacle. your 
spirit companion rnkes 0 11 a horrijjrinn visnw 111111 shakes your 
foes. 

Lvl 8 + 2 3,400 gp 
Lvl 13 +3 17,000 gp 
lvl 18 +4 85,000 gp 
Weapon: Light blade 

lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 

425,000 gp 
2,12 5,000 gp 

Critical: + 1 d6 damage per plus, plus 1 [WJ extra damage 
Power (Encounter+ Fear): Free Action. Triaaer: You 

reduce an enemy to 0 hit points with an attack power 
using this weapon. fJfect: Each enemy adjacent to your 
spirit companion grants combat advantage to you until 
the end of your next tum. 

\Vhen you're injured. this blood·cr11sted clonk allows you a1td 
your allies to take e1d11a 11 tC1fJC of an enemy's error. 

lvl 7 +2 2,600 gp lvl 22 +5 325,000 gp 
Lvl 12 +3 13.000 gp l vl 27 +6 1.625,000 gp 
Lvl 17 +4 65.000 gp 
Item Slot: Neck 
Enhancement; Fortitude, Reflex, and Will 
Power (Daily + Teleportat:ion): Immediate Reaction. 

TriaBer: While you're bloodied, an enemy adjacent to you 
or your spirit companion misses with a melee attack. 
Effect: You and your spirit companion swap positions, and 
the triggering enemy grants combat advantage to you 
until the end of your next turn. 

The savaae spirit whose visa1ie marks this mnsk ar1111ts )'Oii 

Strenath aaainst <lltncks that WOILJ<I Sllp j'Olll' wilf. 

Item Slot: Head 1,800 gp 
Property: You gain a + 1 item bonus to Will against dose 

and area attacks. 

The severed eyes placed uP'on this totem ce111 blind u foe or ex­
pose invisibf£' crent11res to your si9ht. 

l.IJ 

lvl 9 +2 4,200 gp lvl 24 +5 52 5,000 gp , 
lvl 14 +3 21,000 gp Lvl 29 +6 2,625.000 gp 
Lvl 19 +4 105.000 gp 
Implement (Totem) 
Enhancement Attack ro lls and damage rolls 
Critical: + 1 d6 damage per plus. and the target is blinded 

until the end of your nE~xt turn. 
Property: You can sec aniy invisible creatures adjacent to 

your spirit companion. 

ZY TORMTOl~'s TRINKETS 
Zy Torm tor is a legend among the d row ofErelhei­
Cin lu, particularly to other dark pact wa rlocks. 
1\il illennia after his betrayal and execu tion at the 
hunds of House Kilsek. his lifo and exploits arc 
revered by the drow. though the deta ils of that life 
vary with the anlliatiom of the teller. 

The weapons and cools that Zy uc;ecl in his exploit!> 
are almost as fa mous as the warlock himself­
parliculaJ~ly the prison cif Saizacas, a black iron jar 
within which was bound a powerful spirit. Though 
the foll secrets ofZy's power arc !>CJ id to have died 
wilh him. Lhc item set I hat bears his name has since 
spread from the Underdark and across the surface 
worl<l. \Varlocks. wizards, and rogue~ covet these 
Hems for thci r power. a nd for the symbolic value of 
following in the path of the legendary warlock who 
crafted them. 

LORE 
Arcana or History DC 5: A minor scion of his 

house, Zy Tormtor used his arcane talents for i ntel· 
ligence gathering. skulduggery. and outright larceny. 
Though he worked frequently in the service of House 
Tormtor. Zy's chief' mot ivations were to sow chaos and 
increase his ow n in famy. During his ca reer. the w<1r· 
lock was responsible (o r coun tless daring burglaries. 
complex acts of sabotage. and the murder of dozens 
of nobles from riva l houses-including the matron 
mother of House Ki lsek. 

Arcana or History DC 10: Zy's activities were 
aided by a powerful spirit named Sa lzacas. bound in 
an enchanted black iro:n flask. Some claim t hat Zy 
had sum moned and held a demon within the prison, 
while others say that the prison of Sal:acas was an 
ancien t relic he foun<l d uring one of his adventures. 
Da rker rumors suggest that Salzacas was the spirit of 
Zy"s twin brother, hound to the warlock after being 
slain by him ill !he wonnb. 

Arcana or History DC 15: Zy Tormtor's Trinkets 
have passed th rough the ba nds of numerous scou n­
drels seeking lo claim the long·d<'ad warlock's power 
or fame. However. if the legends ofZy l'ormtor are to 
be believed. the items tihat bear his name today vary 
in power from the tools the warlock once wielded. lt 
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remains unlo1ow11 w hether later copies of the trin· 
kets h ave losl the originalc;' power o r w hetJ1cr unseen 
power Lies latent with in the trinkets an <l waits to be 
claimed. 

ZY TORMTOR'S TRINKETS ITEMS 
Lvl Name Price (gp) Item Slot 

2 Prison of Salzacas 520 Wondrous item 
3+ Pact blade 680 Weapon 
3+ Spidersilk mantle 680 Neck 
4 Blackleaf gloves 840 Hands 

ZY TORMTOR'S TRINKETS BENEFITS 
Pieces Benefit 

2 The prison of Salzacas gains the following 
property: Your Thievery checks are always 
treated as if you're using thieves' tools, and you 
gain an additional +2 item bonus to Thievery 
checks. 

4 You gain the hand ofSalzacas power, described 
below. 

Hand of Salzacas Item Set Power 

Your bond with !Ire spirit of tire prison is strons, allowi118 )'Oii 

to channel your arcane ener9ies 1l1ro119h the item even when ifs 
1101 with you. 

Daily 
Free Action Personal 
Trigger: You use a warlock power 
Effect: The power uses the location of the prison of Salzacas 

instead of your location as the origin squa1re. 

Al11<le from the lecives of a11 a11cien1 Feywild oak. these well· 
preserved black nlo1•es increase tire utiliry of your pacr boon. 

Item Slot Hands 840 gp 
Power (Encounter + Teleportation): Free Action. Trisaer. 

Your pact boon triggers. Effect: You teleport 3 squares in 
addition to the other effect of your pact boon. 

Warlocks favor 1/ris wickedl)' shClrp blade. 

Lvl 3 + 1 680 gp Lvl 18 +4 85,000 gp 
Lvl 8 +2 3,400gp Lvl23 +5 425,000gp 
Lvl 13 ·d 17,000 gp Lvl 28 +6 2,125,000 gp 
Weapon; Light blade (usually daggers and sickles) 
Enhancement Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: This blade fu nctions as a warlock implement, 

adding its enhancement bonus to attack rolls and damage 
ro lls for warlock powers that use implements. 

Property: When a creature you have cursed with your 
Warlock's Curse makes a melce attack against you, 
deal damage to the creature equal to the pact blade's 
enhancement bonus. 

Special: You do not gain your weapon proficiency bonus to 
the attack roll when using a pact blade as an implement. 



Tiie spirit b0tmd ll'ilhin this rurre·scribecl black mer al flask ma· 
nipulates objects at your command. 

Wondrous Item 520 gp 
Power (Encounter + Conjuration): Minor Action. You 

conjure the spirit contained within the prison in an unoc­
cupied space within 10 squares of you. The spirit can 
pick up, move. o r manipulate an object adjacent to it 
weighing 20 pounds or less and can carry it 10 squares. 
If you' re holding the object when you use this power, the 
spirit can move the object into a pack, a pouch. a sheath, 
or a similar container and simultaneously move any one 
object carried or worn anywhere on your body into youi 
hand. 

As a move action, you can move the spirit 1 0 squares. 
As a free action, you can cause the spirit to drop an 
object it's holding. As a minor action, you can cause the 
spirit to pick up o r manipulate a different object. 

Sustain Minor: The spirit persists. 

Spun from tire silk of ct clemo11web terror, rh is mantle yrants )'Oii 

11 spider's <'jfortless abilit) ro climb. 

Lvl 3 + 1 680 gp Lvl 18 I 4 
Lvl 8 +2 3,400 gp Lvl 23 +S 
Lvl 13 +3 1 7,000 gp Lvl 28 +6 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 

85,000 gp 
425.000 gp 

2,125,000 gp 

Power (Encounter): Minor Action. You gain a climb (spider 
climb) speed equal to your speed until the end of your 
turn. 

·-·--·---·--·- ·-·-----·-·--~-·-

PARAGON TIER 1TEM SETS _; 

Characters in th<' paragon tier seek magic arms, 
implem ents . and ot her ite ms that can reflect and 
complement their increasing notoriety. 

ARMS OF UNBREAKABLE 
HONOR 
Paladins. bards. and commoners a like know the 
c;ongs of the legendary hero Bradamm1. She was a 
knightofonC' of the a ncientl1llman kingdoms on 
whose bones the empire of Nernth was bu ilt-a war· 
rior whose exploits shaped the itt'ms and powers of 
Lhc /\ rm s ofUnbrea kable Honor. Brad a man's legend 
iirn't n part nf :111) pnrticular fa ith. race, or cultu1·c. 
Rmher. the wcapom and a rmor .;he wore arc said to 
seek out any whose valor and pure hean reflect the 
ideals of a lost age. 

The magic it e ms or th is set me closely associated 
with paladins, though other defende rs ca n ben efit 
from their power. 

LORE 
H istory DC 11: The legend ofBradaman is first 

recorded at the height of the Empire ofNerath. where 
it was told as lhl' story of an earlie r age of nobility. 
Lady Hradaman was a paladin of great re pute. one 
of ma ny free knights who served a nd defended the 
common folk of her land. \;\,' hen her three brothers 
\Vere falsely accuc;ed of murder, Bradaman swore co 
sec urc their pa rd on by underta king th rec tasks set 
for her by the high ki ng. 

History DC 18: For her first task. Bradaman 
reclaimed a te mple to Morad in ~mcl Melora that had 
fcillen under the control of worshipers ofZehir. \ Vith 
her brothers. she fought her way to the a !tar of che 
temple and souudcd her horn. staggering the cull's 
yuan-ti leaders so that her brothers <.:ould strike 
them down. 

For the second task. Bradaman va nquished the 
titan Shix'lan, whose hammer brought dO\·Vn deadly 
storms. By tricking Shixzan to go underground 
where he could not swing h ie; hammer. Bradaman 
forced the titan to swear loyally to the king with 
unbreakable oaths. 

ror her fi11a l task , Bra<laman was ordered to 
unhorse the Crow Knight. an un<lead warrior whose 
lance brought death. When the two knights clashed . 
the Crow Knighl'c; lance passed through Bradaman's 
hicl<l. armor. body, and soul. but the paladin d id not 

waver from her goa l. The Crow K11ighl was unhorsed. 
thoughBradaman paid with he r life. 

History D C 23: Tler brothers returned Brada· 
man's body to t he high king. who decla red sh e wou ld 
be bu ried with the honor s he had in life. Shixzan 
raised up a great tomb for her. hiding it away in the 
mountains. The weapons, armor. and gear she horc 
nt death beca me known as the A rms of Unbreak­
able Honor. their magic grown more powerful by her 
heroic sacrifice. Though many have searched for iL. 
Braclaman's c rypt remains as muth a legend as sh e. 

ARMS OF UNBREAKABLE HONOR ITEMS 
lvl Name Price (gp) Item Slot 

12+ Unbroken lance 13,000 Weapon 
13+ Bradaman's weapon 17,000 Weapon 
13+ Mirrored plate 17,000 Armor 
14 Pennant helm 21,000 Head 
15 Shield of fellowsh ip 25,000 Arms 

16 Brid le of flame 45,000 Mount 

ARMS OF UNBREAKABLE HONOR BENEFITS 
Pieces Benefit 
2 When you or a mount you ride charges an 

enemy, you or your mount gains an item bonus 
to speed equal to the number of items you have 
from t his set. 

S W hen you use your lay on hands power, the 
target regains an additional S hit points. 
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This ele9antly crafted weapon draws on your own reserves of 
vulor to take the fifiht to yow'foes. 

lvl 13 +3 17,000 gp Lvl 23 +5 425,000 gp 
lvl 18 +4 8 5,000 gp Lvl 2 8 +6 2,125,000 gp 
Weapon: Heavy blade, axe, hammer 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus, and you can spend a 

healing surge. 
Property: Divine characters can use t his weapon as a holy 

symbol implement for divine powers. 
Power (Encounter): Minor Action. Until the end of the en­

counter, your divine challenae power targets two creatures 
in the burst instead of one. 

This black leather bridle decorated with a flame motif a rants 
healing TJOWer and can traneform your mount into a.fiery steed. 

Item Slot: Mount 45,000 gp 
Property: When you spend a healing surge to regain hit 

points, your mount also regains hit points as if it had spent 
a healing surge. 

Power (Daily + Fire, Polymorph): Minor Action. Your 
mount transforms into a creature of wind and name. The 
mount gains resist 20 fire. Any creature other than you 
that starts its turn on or adjacent to t he mount takes 2d6 
fire damage. Your mount retains this form until the end 
of the encounter, until you end the power as a free ac­
tion, or until you are no longer mounted on it. 

CUA.PTER 2 I Item Sets 

This BleaminiJ plate mail lends authority to your voice and can 
blind foes with its brilliance. 

Lvl 13 +3 17,000 gp 
Lvl 18 +4 85,000 gp 
Armor: Plate 
Enhancement: AC 

Lvl 23 +5 
Lvl 28 +6 

425,000 gp 
2,125,000 gp 

Property: You gain an item bonus to Diplomacy checks 
equal to the armor's enhancement bonus. 

Property: When an enemy scores a critical hit against you, it 
is blinded until the end of its next turn. 

This bri9htl)' decorated helmet wants )'Ott Stren9tJ1 of will and 
helps revitalize _vow· allies. 

Item Slot: Head 21,000 gp 
Property: You gain a +1 item bonus to Will. 
Power (Daily + Healing): Minor Action. Spend a healing 

surge. You don't regain hit points as normal. Instead, 
each ally who can see you can spend a healing surge. 

Polished to a bri811t sheen, this shield has ma9ic 1ha1 helps you 
share your resilience with allies. 

Item Slot: Arms 2 5,000 gp 
Shield: Any 
Property: When you gain temporary hit points, you 

can transfer those temporary hit points + 3 additional 
temporary hit points to an adjacent ally as a free action. 



TJ1is 11•ea1101111lows with 1he power o.f your rialueousness when 
you cha r8e· 

Lvl 12 +3 13,000 gp 
Lvl 17 +4 65.000 gp 
Weapon: Spear 

Lvl 22 +S 
Lvl 27 T6 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d6 damage per plus 

325,000 gp 
1,625,000 gp 

Property: When you hit an enemy with a charge attack 
while you're mounted, that enemy Is knocked prone. 

Power (Daily): Standard Action. Your mount shifts 3 
squares and you make a charge attack. 

ASPECT OF TH£ RAM 
Tenacious, .stalwart, and sure-fooled, the mountain 
ram is revered by many wielders of prima I power. 
Totems of the ram adorn the urmor oft he h1mte.rs 
and wa rriors of the mountains, a nd ad vcntu rcrs draw 
l11spiralion from the visage and 5piril of these nimble 
o ncl fca rless beasts. 

Wardens and mar tial-minded druids benefit the 
most from thic; magic item set. particu la rly those 
guardia ns who enjoy being a t the front of th e fray. 

LOR[ 
A rcana or Nature DC 10: L'hc items of the 

Aspect of the Ham were nrst cre;itcd hy members 
of'thC' dniid orders that haunt the high mountain 
passes. Made of leather-stitch ed fur and decorated 
with d a ngling ICtishcs in the shape of'a ram's head . 
thi'> set's crude outward appearance b in sharp con­
trust to its true power. 

Arcana or Nature DC 16: The d ruids of the 
Dawn forge ~Iountains believe that the noblest of 
the mou ntain rams move on Lo the spirit realm a!lcr 
death . When they do, the rams d i-;carcl their physical 
rorms on the rocks of their favorite peaks. The rai ­
ment that makes up the Aspect of t he Ram is crafted 
from I hesc rare finds. 

ASPECT OF THE RAM ITEMS 
Lvl Name Price (gp) Item Slot 
10+ Stern mountain totem 
11 Steady boots of t he ram 

12 Charger's headdress 
13+ Fleece of renewal 

5,000 
9,000 
13,000 
17,000 

ASPECT OF THE RAM BENEFITS 
Pieces Benefit 

Jmplement 
Feet 

Head 
Neck 

2 You gain a +1 bonus to attack rolls with 

charge attacks. 
4 When you hit an enemy with a charge attack, 

one a lly within S squares of you can make a 

saving throw as a free action. 

I 

I 

foshioned from a mountain mm's horns. rhis headdress lets )'OU 

chorne unhindered throu8l1 the spirir worlcl. 

Item Slot: Head 1 3.000 gp 
Property: You gain a +1 bonus to attack rolls with charge 

attacks. 
Power (Daily + Teleportation): Standard Action. Make a 

charge attack, but instead of moving your speed before 
the attack, you te lepon the same number of squares. 

'I hisjleecc cloak Bives you Cl boost of l'iJIOr each lime you charne. 

Lvl 13 T3 17,000 gp Lvl 23 ,.5 425,000 gp 
Lvl 18 +4 85,000 gp Lvl 28 +6 2,125,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 
Property: Free Action. When you cha rge an enemy, you gain 

temporary hit points equal to your Constitution modifier 
until the start of your next turn. 

These fur lined leather boots nive you the surefoored step of the 
mounrain mm. 

Item Slot: Feet 9,000 gp 
Property: You gain the earth walk ability (Monster Manual, 

pose 283). 
Property: You gain a +2 item bonus to Athletics checks to 

climb. 
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Tiu: 5Trr11v1h of 1111' mou111c1in bc11en1h 1l1c mm·s hoill'es jl1m') 
l11to your u11arh. 

Lvl 10 2 5,000 gp 
Lvl 15 ~3 25.000 gp 
Lvl 20 +4 125.000 gp 
Implement (Totem) 

Lvl 25 +5 
Lvl 30 1-6 

Enhancement Attack rolls and damage rolls 

625,000 gp 
3.125.000 gp 

Critical: 1 d8 per plus, or.._ 1dl0 per plus with charge 
attacks 

Power (Daily + Healing): Free Action. Tri89er: You hit with 
d primal attack power using this totem. Effect: You regain 
hit points as If you had spent a healing surge. 

AYRKASHNA ARMOR 
Crafted b) an uncient c ivilization of devw., Ayrkushna 
Armor gra nt" it s fu!J power onJy to members of I hat 
ract:. J\ lany dcvas arc drawn to seek o ut the scattered 
p ieces or I It is nrmor, dclviJlg into the ir subconscious 
and journ(•ying lo strange locales in an a ttempt lo 
II 11C:l rt h the Sl'crCLl. or their own pas l. 

LORE 
History or Relig ion DC 10: The city state or 

A) rkash nu was once the <;ilc from which good de,·as 
'\et 0111 011 t h('i r t1 ucs1 !. amo11g the morta Ls they had 
'"orn to dert•1icl. Though the cit)·· location wa' lost tu 
111<,tory long a~o. Ayrkashna Armor remains a potent 
re mi nde r or t ht• po\\ Cr from which U1e dC\'aS 'prnng. 

H istory or Religion DC 16: W hen the flr~t 
a ngels tit:tl thc1mch'cc; to the mortal realm to becom e 
dc\'a<;, the) crahed the Ayrkashna Armor 10 represent 
tltc l'i\'c princ iples most important to their kind to 
hol'>tcr the m again'>! thee\ ii of the ir ancient enemies. 
the rak.,hasas. \ iV hcn u dcv;J in possession of thb item 
'>t't dicl>, the armor van ishc to be 5cattered in nearby 
location~. 

History o r Religion DC 21: Devac; who com(' 
into contur t with items from tJ1e J\yrkashna Armor 
ol'lcn be lieve that they owned thco;c item " in a pre\' i 
011s lift•. By 11ntlcr taking a quest ol self-di covery. 
I hey hope to rcncquirc the rest of the set- seeking 
out 1 he place<," her(' I heir µrevi oui. incarnations li\'cd 
a nd dkd. 

AYRKASHNA ARMOR ITEMS 
lvl Name Price (gp) Item Slot 
10-r 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 Annor 

14 Sash of vi ta lity ceaseless 21,00 0 Waist 

( 11 A l' I h It 2 I rr I'm s (! t 5 

AYRKASHNA ARMOR BENEFITS 
Pieces Benefit 
2 You gain resistance to fire equal to the 

resis tance to radiant granted by your Astral 
Resistance racial trait. 

5 You gain the strength of Ayrkashna power, 
described below. 

Strength of Ayrkashna Item SeL Power 

You 11'1' 1h1• pmwr loclu•1l 1dthi11 rite items of this set w recorrr 
Jrtmt rhc mi1111r wour1d} )OUT 1'111.'lllies i11.Jlia upon you. 

Daily + Healing 
Minor Action Personal 
Effect: Untll Lhe end of the encounter. you gain regeneration 

5 while you're nol bloodied. 

I he Sfn'">Jlh of your u11c11di118 spirir s11r9es throuyh rhis unnor. 
mhiforrl 11,9 your cl1!fe11~1'S whe11 you en II upon it. 

Lvl 13 +3 17.000gp Lvl 23 -'-5 425.000gp 
Lvl 18 r4 85.000 gp Lvl 28 +6 2,1 25,000 gp 
Armor: Any 
Enhancement: AC 
Property: When you use your memory of a thousand lifetimrs 

racial power, you gain an Item bonus to AC equal to the 
result of the 1 d6 roll until the end of your next rum. 

The 11 1111_1 h•IJ ce>UmJJI! vf rhe dcw1 race fuels tl1e power cif rhis 
111'111 10 k1·cr _nm f acu.,l.'d in comhllL 

Item Slot: Arms 1 3,000 gp 
Special: This Item can be either bracers. a light shield, or a 

heavy shie ld. 
Power (Daily): Immediate Interrupt. Triaaer: An effect da1· 

es or stuns you. Effect: You make a saving throw against 
the triggering effect. On a save, the effect ends. 

A bcmtl 0Jpl111l1111111 ('llcirdes this helmet. sharpl'11i11H your 
S<'IL\fS e1ml slrowi119 \'t!U 1hi11,11s UllSCl'll. 

Item Slot: Head 9,000 gp 
Property: You gain a -t 2 ilcm bonus to Insight checks and 

Perception checks. 
Power (Dally): Free Act ion. You can see invisible creatures 

and objecu until the end of your next tum. 

fh b '"'h's rt•d and while c1.1l11ri11y represencs lrunn anti heali1111. 
9f'<l11l i11n_1••u i11creas1•1l 1·i1cJlil) wlieu 1T1u 1U'•'d ii 1110>1. 

Item Slot Waist 21,000 gp 
Property: When you spend a healing surge while you're 

bloodied. you regdin additional hit poincs equal lo your 
Wisdom modifier. 



The power and p11rity of tliis wr11por1 loys inro ye111rfoe uml 
lrm·es It ~1rickc:n 011 rhe b11nleflcltl. 

I I 

Lvl 10 +2 5,000 gp Lvl25 +5 625.000 gp 
Lvl 15 -t 3 2 5.000 gp Lvl 30 +6 3.12 5.000 gp 
Lvl 20 - 4 125.000 gp 
Weapon: Any 
Enhancement! Attack rolls and damage rolls 
Critical:+ 1 dG damage per plus. or + 1dl 2 damage per plus 

against rakshasas 
Property: Divine characters can use this weapon as a holy 

symbol imple ment for divine powe~. 
Property: When you use your memory of a rhousand lifetimes 

racial power. you gain an item bonus to your next attack 
roll before the end of your next turn equal to the result of 
the 1d6 roll . 

Power (Daily): Free Action. Tri89er: You hit an enemy with 
this weapon. Effect: Until the end of your next turn. that 
enemy takes 2d l 0 damage whenever it attacks (3d1 0 
damage if the e nemy is a rnkshasa). 
Level 25 or 30: 3d10 damage (4d10 damage if a 

rakshasa). 

CHAMPION'S FLAME 
Fven the mthl beneficent folt h must take a hard lint· 
against threats. \Vhl'ther devils undermining the 
clergy of a good deity. heme'> infiltrating dark culls. 
or the te mple-. of a large <. it~ engaging in mundane 
e'\pionagc, the dangers facing the fait h ful arc 'ought 
uut and eliminated by elite c ha mpion of good. 

A lcgendury priest charged with llnrovcring cor­
ruption" ilhi11 h ie; faith firi.t cle\'<:lopcd the items o f 
lhe Champion·s flame. Th<:y're most ohl'n sought out 
by clerics. h ut an) who ddcnd their faith can make 
me of thei.e Ile ms. 

LORE 
Re ligio n DC 11: Ont• of 1 hl' most legendary 

t:hampion'> of good was Connor Valis. 'The I lame of 
nahamut." I le earned that cpil het whr n he \lllCOV­

ered lhc corrup tion of the previo us high priest. whose 
office be purged ";th fait h a nd holy fire. Vnlis singlc•­
handc<lly broke a half-don·n c ult!> of\'crna, Orem, 
and Asmoclcus that had been inlllrracing Bahamut':,. 
tt'mples. 

Religion DC 18: At the height of hie; !>Uccc-.s, al is 
resigned hi-. post and di~appearcd from public view. 
Some whi!.JWr that he himo:,clf became corr upted 
by so long SIU ring into the dart.. heart ore, ii.\\ hile 
others suggc!>l that he came to loathe the violence 
required by hb ofnce. 

R e ligion DC 23: After Va lh vanished . the tooli. 
oft he Chnmpion·-. Flame were lose for a number 
of ycnrs. I IOWl'ver, the ite1w; of' I his SCI have '\Ince 
appeared within the order-. of numerous faiths. all 
clearly derived from the designs ofYalis·s o rigi na l 
panoply. Some C\en say that the high prie~t still lh e·o;, 
~ecding hi-. legacy even ai. he searches for n \\Orthy 
~llCC(''\SOr. 

CHAMPION'S FLAME ITEMS 
Lvl Name Price (gp) Item Slot 

13+ Champion's hauberk 17,000 Armor 
14+ Weapon of cruel persuasion 21,000 Weapon 
15+ Champion's symbol 25,0 00 Impleme nt 

16 Restorative gauntlets 45,000 Hands 
17 Pursuer's boots 65,000 Feet 

CHAMPION'S FLAME BENEFITS 
Pieces Beneflt 

2 You gain an item bonus to Insight checks a nd 

Intimidate checks equal to the number of items 
you have from this set. 

5 When a creature lies to you a nd fa ils a Bluff 

check against your opposed Insight check , you 

gain a +1 bonus to attack rolls against that 
creature until the end of the encounter. 

!"I 

Fitted to bt• \\'Orn 1111111.'r a prfi')t 's robr. this shlt1 of block mall 
lets youfocll\ the power ofyour fuit/1. 

Lvl 13 ,.,3 17,000 gp Lvl 23 +5 425.000 gp 
lvl 18 +4 85,000 gp l vl 28 r6 2.125.000 gp 
Armor: Chain, scale 
Enhancement: AC 
Power (Encounter): Free Action. You expend a use of your 

healin9 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. 

lnscrlbecl wlrh ~•yli:ccl Jlan1t•\, this lwtv symliol wonrs )'PU con 
rrol !l\'cr rlir ll'ill o(_niurfot''· 

Lvl 1 5 +3 25,000 gp 
Lvl 20 +4 125,000 gp 
Implement (Holy Symbol) 

Lvl :ZS +5 
Lvl 30 +6 

Enhancement Attack rolls and damage rolls 

625.000 gp 
3,125,000 gp 

Critical: The target is dominated until the end of your next 
turn. 

Power (Daily •Charm): r rce Action. Trls8er: You hit an 
enemy with a fire or radiant power and deal damage to 
it using this holy symbol. Effect: That e nemy is dominated 
until the end of your next tum and rakes a -5 penalty to 
Bluff checks until the end of the e ncounte r. 

fhe 111a9ic c~f 1heseJl11c lc>c1tllt'r hoots slinrptns your reflexes 1111d 
let.• _nru srm close w o _flecin9Joe. 

Item Slot: reet 65,000 gp 
Property: You gain a+ 1 item bonus to Reflex. 
Power (Encounter): lmmediiltc Reaction. Tri89Cr: An en­

emy adjacent to you moves. Effect: You shift 3 squares. 

( 11 J\ l''I' ~I\ l I II l.' 111 S ('l !I 
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71rese black lecrther slovcsflani wirh crlmsonfln11ws. tlu•il' po­
te11t encr11y allowlrra ar1 ally ro rctum ro fiBhrin9fc1rm. 

Item Slot Hands 45,000 gp 
Power (Encounter): Standard Action. One willing ally 

adjacent to you takes damage equal to half his: or her 
level and ends one effect on him or her that a save can 
end (ally's choice)-

fhc menacing cut of this 111eopo11 keeps your foes n t bay. 

Lvl 14 +3 21,000 gp Lvl 14 +5 515,000 gp 
Lvl 19 +4 105.000 gp Lvl 19 +6 2,615,000 gp 
Weapon: Any melee 
Enhancement Attack ro lls and damage rolls 
Critical: +-1 d6 damage per plus 
Power (Daily + Fear): Free Action. Trlaner; You lhit an 

enemy with this weapon. Effecr; That enemy c m't attack 
you until the end of your next turn. 

ELDRITCH PANOPLY 
In the dying days of Ncrat h. the swordmages known 
as the eklritch knights were said lo be the nnost elite 
force in the empire. None fought hArcler to slave off 
Nerath's fall than tbjs dedicated group oJ\1.,arrior­
arcanists. Thei r legend survives today in the Eldrilch 
Panoply- a '\Cl of magic arm . a1m or. and g;car that 
supported their impressive righting tale111·s. 

Swordmages beneOt Lhe most from own iag the 
Ekl ritch Panoply. but "vvarlocks, other strike rs. and 
some defenders can 11wkc use of these powerful 
relics. 

LOR[ 
Arcan a or H istory DC L3: The cldrilch kn ighls 

were a distinguished order of word mages who 
fought in the service of'Nerath . 

Arcana or History DC 20: Items in the Eldritch 
Pa noply have p rccim1l> melct ls and other speci<1l 
materia ls woven or foscd into them. a Uowi ng the 
wea rer to channel arcane energy for use irn combal 
maneuvers or spdlcasli ng. The pieces oflhic panoply 
were scattered acros::. the world when the ddxitch 
knights fe ll, anc.l they rC'rnain highly sough1t after by 
swordmagcs and othe r arcant' warriors. 

ELDRITCH PANOPLY ITEMS 
Lvl Name Price (gp) 
14+ Swift-step boots 11 ,000 
15+ Blade of the eldritch knight 15,000 
17+ Eldrltch medallion 65,000 
18 Rebuking bracers 85,000 
19 Belt of breaching 105.000 
20 Dimensional gauntlets 125,000 
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m@fiMM 
Feet 
Weapon 
Neck 
Arms 
Waist 
Hands 

ELDRITCH PANOPLY BENEFITS 
Pieces Beneflt 
2 When you use a teleportation power, you can 

use a minor action in the same turn to teleport 
again a number of squares equal to the number 
of items you have from this set. 

4 When an enemy marked by you triggers your 

Swordmage Aegis class feature by attacking a 
target other than you, your next attack against 

that enemy deals extra damage equal to the 
number of items you have from this set. 

6 You gain a +1 item bonus to AC while you're 
wearing light armor or no armor. 

Even r1s yow'foefnlls, fl ris plctl rr lcalher bdt se111t~ you ucross rl1e 
battlejlef.tl. refreshed t111tl ready to fi9ht on. 

Item Slot: Waist 1 05.000 gp 
Property: When you reduce an enemy to 0 hit points. you 

can spend a healing surge to regain hit points and then 
teleport 5 squares. 

Mystic runes shimnwr nlon9 rhe lerrBth of tftis bl11de. 'l'lw weap 
cm errabll.!S you ro 11tta<k a distcrttt cnem;~ 

Lvl 15 +3 25,000gp Lvl15 +5 615.000gp 
Lvl 10 +4 125,000 gp Lvl 30 .,-6 3,125,000 gp 
Weapon: Heavy blade 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: When you use a standard action to make a melee 

attack with this blade, your melee reach increases to 5 for 
that attack. 

'111esc li9hc mail t1nu111l1•ts allow you to losh oul or nearb) foes.. 

Item Slot: Hands 115.000 gp 
Power (Daily): Minor Action. Until the start of your next 

tum, your melee reach increases by 1 and you gain 
threatening reach. 

If you're wielding the blade of the eldritch kniaht, your 
melee reach increases by 2 and you gain threatening 
reach. 

\\'hen ym1 'Ye iI!]ured. 1he power of 1J1i.s i1llrica1dy cnsmwJ 
rriedaltrcm lets you slip mvny fro 111 your foes. 
Lvl 17 ~4 65.000 gp Lvl 17 +6 l 615,000 gp 
Lvl 21 +5 325,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 
Power (Daily '+' Teleportation): Immediate Reaction. 

TrimJer: An enemy bloodies you. Effect; You teleport 
a number of squares equal to the medallion's 
enhancement bonus. 



These ~]em-studded hrncers fla re wit.h blue liaht as your devas­
tatinB attacl? sends an enemy away fi'om you. 

Item Slot: Arms 85,000 gp 
Prope rty: When you score a critica.1 hit with a melee attack, 

you can teleport the target 3 squares. If you're wie lding the 
blade af the eldritch kniBht, the target is also dazed unt il the 
end of your nexc turn. 

These nondescript leather boots leL yo1i nm past any obstacle. 

lvl1 4 +3 21,000gp Lvli4 +5 525,000gp 
Lvl 19 +4 105.000 gp Lvl 29 +6 2,625,000 gp 
Item Slot: Feet 
Property: When you run, you can te leport the last 2 squares 

of your move. 
Level 24 or 29: Teleport the last 4 squares of your move 

plus 1 extra square. 

GIFTS FOR THE QUEEN 
This item set is spoken of in the legends of humans 
and eladrin. though its origins remain shrouded in 
mystery. T he talcs tel l oflsathrain- a queen of old 
who \Vas kidnapped and taken to the ShadowfelJ­
and of Lhc powerful relics that a.ided her lover on h is 
dangerous quest to rescue lier. 

Over long centuries, lhese GiJts for the Q.ueen 
have found their way back to the world. Though most 
useful to sorcerers, they arc coveted by other charac­
ters who undertake adventures in the Shadowfdl or 
who hunt lhe tu1dead . 

LOR E 
Arcana or History DC 11: lsathrain, the queen 

of a powerful border kingdom , became betrothed to 
Giryo.n, a sorcerer from a distant land. Days before 
the wedding, Giryon's enemies struck from the 
Shadowfell and stole lsath ra in away. Giryon and Lhe 
queen's court responded by turning what had been 
plan ned as a wedd ing reception into a war cou ncil. 
Gifts that had been intended as courtly vestmcnls for 
U1e queen were transformed .into powerfu l weapons 
and imple111cnls in preparation for an assaultinto t he 
Shadow foll. 

Arcana or History DC 18: According to legend, 
Giryon and l'sathrain were reunited in the Shadow­
fell after many tr ia ls. However, tliougli the G ifts for 
the Queen were soon seen in the mortal world, the 
two lovers never returned to Lhe queen's court. Some 
say they traveled to the Peywild to escape Giryon's 
enemies; others claim thal the lovers remained in 
the Shadow-fell, searching for other morta ls that had 
been stolen away by the den izens of that dark land. 

Arcana or History DC 23: Those who believe 
that Queen lsatl1rain still ilghls for the lives ofmor­
tals t rapped in the Shadowfe ll say that a character 
who assembles a full set o("tJ1e Gift<; for the Queen 
can seek her there. 

GIFTS FOR THE QUEEN ITEMS 
lvl Name Price (gp) Item Slot 

13 
14 

Bracelet of the radiant storm 17,000 
Crown of t he brilliant sun 

Arms 
Head ~ 

15+ Q11een's staff 

21 ,000 
25,000 

J 
Implement 1. 

16 Spark slippe rs 45,000 Feet 
Ring 17 Ring of the radiant storm 65,000 

GIFTS FOR THE QUEEN BENEFITS 
Pieces Benefit 

2 

5 

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 of the 

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. 

Seeminaly composed of pure ener8)\ this bmcelet keeps you safe 
JTom ener9y attucks. 

Item Slot: Arms 1 7,000 gp 
Property: You gain resist 5 radiant and resist S lightning. 

This crown flares with brilliant enerw that y011 can imleash in 
place of a linhtnina attack. 

Item Slot: Head 21,000 gp 
Property: When you hit an enemy with a lightning power 

and deal damage to it, you can deal radiant damage 
instead. 

A &em of pure ene'l!Y set inro this platinum rin[I sharpens ycmr 
111astery of !i9ht and li9ht11in9. 

Item Slot: Ring 65,000 gp 
Property: When you hit an enemy with a lightning or 

radiant power and deal damage to it, you can rol l the 
damage twice and use either result. 

Power (Daily): Free Action. Tri99er: You attack an enemy 
with an encounter lightning o r radiant power and miss. 
Effect: You regain the use of the power. 

If you've reached at least one milestone today, a daily 
lightning or radiant power can t rigger this power instead. 

When you wear these nia9ically supple alass slippe1·s,.foes who 
step too close ro you pay the price. 

Item Slot: Feet 45,000 gp 
Prope rty: When a creature moves adjacent to you, you 

can deal lightning damage to that creature equal to your 
Charisma modifier. 
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Your li9htni111J artacks arid arcane defenses are more 1101eri1 

while you wield rhis staff 

lvl 15 i 3 25,000 gp 
lvl 20 +4 125,000 gp 
Implement (Staff) 

Lvl 25 +5 
lvl 30 +6 

Enhancement: Attack rolls and damage ro lls 

625,000 gp 
3,1 25,000 gp 

Critical: + 1 d6 damage per plus, and if the attack gives you 
a bonus to AC from your Chaos Burst class feature, that 
bonus increases to +3. 

Property: When you hit an enemy with an arcane lightning 
power using this staff and deal damage to it, you gain a + 2 
bonus to your attack rolls against that enemy until the end 
of your next turn. 

OFFERINGS OF CELESTIAN 
Once in a dozen generations. a lkry com et called the 
for Wa n<lerer traverses the night sky. Legend holds 
thal t ile Fa r vVa ndc rc r is a sign o f's<t lvalion and a p ot" 
tent of the watchful eyes oft he gods of good. In ages 
past. a great sorcerer secured a fragm ent of t he Fa.r 
Wanderer fo r use in the creation o l a st•t of powerful 
items- the Offerings ofCelestian. 

I he Offer ings ofCelestian are best suited for 
co:.mic sorcerers, but any character can make use of 
the items of this set. 

LOR£ 
Arcana, His tory, or Religion D C 13: W hen 

the comet known as the far WaJ1dcrcr last traversed 
the sk ies Cl' llluriCS ago, it is sa id that frag ments Of 
its cs:.cncc s plit off and rained white fire across the 
lan<l. Adventurers and schola rs roamed fa r a nd w ide 
in '><'arch oft hese fragments. but only one was ever 
recovered. Collected by an arcanist and ast ronomer 
named Celcstian, this s trange piece of metal was 
found to carry potent levels of magica l power. 

A rcana, His tory, or Religion D C 20 : Believing 
this magical fragment to be a g ift from the good dei­
ties. Celcsrian sought to honor them. After sme lting 
the fragme nt down. the a rrn nisl spu n a t h in meta l­
l ic thread that was s tronger tha n steel. Ily stitching 
this thread into fi ne si lk and leather and embedding 
pieces of it in other materia ls. he crafted a set of 
magic items as his ofiering to the god-;. 

OFFERINGS OF CELESTIAN ITEMS 
lvl Name Price (gp) Item Slot 

17+ Mooncloth robes 65,000 Armor 

17+ Staff of the Far Wanderer 65,000 Implement 

18+ Star-strewn scarf 85,000 Neck 

19 Gloves of the wandering sta r 105,000 Hands 

20 Sun sphere 125,000 Head 

OFFERINGS OF CELESTIAN BENEFITS 
Pieces Benefit 
1 When you have resistance to cold, psychic, or 

radiant, that resistance increases by an amount 
..t 

equal to the number of items you have from this r. 

set. 
4 When you teleport, you can also te leport a 

number of allies equal to the number of items 
you have from this set. The allies mus t begin 

and end the teleport adjacent to you. 

fire maaic of these supple 9loves se11ds forth a bum of starlia'11 
to blincl your foes. 

Item Slot Hands 105,000 gp 
Property: The range of your ranged attack powers increases 

by 2 squares. 
Power (Daily + Implement, Radiant): Free Action. Tri99er: 

You hit or miss an enemy with a ranged attack. Effect: 
Make a secondary attack: Area burst 1 cente red on that 
enemy; Charisma + 4 vs. Fortitude; ta rgets enemies; on 
d hil, the <1tl<1\.k <le<1b 2<l8 + Cha rl~ma modifier radiant 
damage, and the target is blinded until the start of your 
next turn. 

J\ would be atta(ker is slm11ted away from you by rhe prorectii:e 
power of these shimmering robes. 

Lvl 1 7 +4 65,000 gp Lvl 27 1·6 1,625,000 gp 
Lvl 22 +S 325,000 gp 
Armor: Cloth 
Enhancement: AC 
Power (Encounter): Free Action. Tri89er: An enemy adja­

cent to you misses you with a melee attack. Effect: You 
s lide the triggering enemy 1 square. 
Special: If you have the Cosmic Magic class feature, you 

slide the triggering enemy 2 squares. 

'" \!Vhen you burn yomJoes with mclialll powe1; the fo111" while 
stars set at the head oft.his stciff smcl you ~[[artlessly across the 
ba ttlejlcfrl . 

Lvl 17 ~4 65,000 gp l vl 27 ~6 1.625,000 gp 
Lvl 22 +5 325,000 gp 
Implement (Staff) 
Enhancement; Attack rolls and damage rolls 
Critical: + 1 d8 radiant damage per plus 
Power (Daily + Teleportat ion): Free Action. Tri99er: You 

use a radiant powe r. Effect: You teleport to a space adja­
cent to any target of the triggering power. 
Special: If you have the Cosmic Magic class feature and 

a re in the phase of the stars, you gain a power bonus 
to AC equal to the staff's enhancement bonus until the 
sta rt of your next turn. 
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This shim111eri113 black SC(l~f protects your vision even ctS ir hin· 
ilers your enemies' (I flacks. 

Lvl 18 +4 85,000 gp Lvl 28 +6 2.125,000 gp 
Lvl 23 +5 425,000 gp 
Item Slot: Neck 
Enhancement: Fortitude. Reflex, and Will 
Property: You gain a+ 2 item bonus to saving throws against 

the blinded condition. 
Power (Daily): Minor Action. Until the start of your next 

turn, you are blinded, and each enemy that can see you 
takes a -5 penalty to attack rolls for attacks that include 
you as a target. 

This riny sphere i11 th r shape of the sun. circles your head, buru 
ingfves w/10 move coo close. 

Item Slot: Head 125,000 gp 
Property: You gain a +1 item bonus to Will. 
Power (Encounter + Fire, Radiant): Minor Action. Each 

enemy adjacent to you takes fire and radiant damage 
equal to your Strength modifie r. 
Special: If you have the Cosmic Magic class feature and 

are in the phase of the sun, this power affects each en· 
emy within 2 squares of you. 

PANOPLY OF THE 
SHEPHERDS OF GHEST 
Ancient legends tell of the floating cjty ofGhest and 
of it specta<:ul<Jr destruction. Less well known is the 
talc of' those who survived that destruction, and how 
a handful of heroes- the shepherds ofGhest-suc­
CCS$fully led their people through countless dangers 
to make new lives. Though Ghe<;t is li ttle more than 
a memory 110'>\', its name lives on jn the arms and 
armor those heroes wore. 

This item set is favored by defenders and charac· 
tcrs charged vvith protecting others from harm. 

LORE 
Arcana or History DC 11: The floating city of 

Ghest was a magical marvel sa id to have been bu ilt 
by mighty an:lunages and demigods. For cen turies. 
Chest was a center oflearning, peace, and prosper­
ity- and tht'n disao;ter -;truck. When its magic was 
shut down by tmknown forces. the floating city fc-11 
to ea rth. Through the efforts and sacrifice of Chest's 
powerful priests and wizards, a fraction of the city's 
population ~urvived the cataclysm. However, thosc­
su rvivors were left alone in a hostile land. their lead­
ers and champions dead. 

Arcana or History DC 18: From the broken 
wreckage of their once-mighty city. the exiles sal· 
vaged some of the arcane wondersof Ghcst to help 
them survive. A hcrndful of self-appointed "shep· 
herds" w icldi11g weapons and a rm or ol' sacred crystal 
led the people of Chest through many trials. eventu· 
a lly flncling a safe home iJ.1 new lands. The relics they 
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had created were passed to new generations of shep· 
herds and eventually spread to the wider world. 

Arcana or History D C 23: When the shepherds 
led their people from the fallen city, they toolk only 
the panoply they had created. Fearing that Chest's 
powerful magic might fall into the wrong hands. ihc 
survivors allowed the city's great arcane engines to 
dcstroy themselves and the surrounding rnins. For 
centuries, sages and ad,·enturers have sought the 
location of the fallen city. to no avail. However. some 
believe that the descendants of the first shepherds 
still guard the ruins, and that characters who success· 
fu lly collect the panoply can attempt to find them. 

PANOPLY OF THE SHEPHERDS OF CHEST ITEMS 
Lvl Name Price (gp) Item S .. 
12 Shepherd's battle 13,0 00 Wondrous item 

standard 
13+ Shepherd's arms 17,000 Weapon 

14 Helm of able defense 21,000 Head 

15+ Crystalline breastplate 25,000 Armor 

PANOPLY OF THE SHEPHERDS OF GHEST 
BENEFITS 
Pieces Benefit -2 Each a lly adjacent to you gains resistance to all 

damage equal to the number of items you have 

from this set. 
4 Each ally adjacent to you gains a +1 item bonus 

to all defenses. 

""' Tl111111b sized crystals ser into this armor absorb cert a in ~n1es of 
dattl(lflC, but ot the expense of increased vulnerabili ty. 

Lvl 15 +3 25,000 gp Lvl 25 +S 625,000 gp 
Lvl 20 +4 125,000 gp Lvl 30 +6 3,125,000 gp 
Armor: leather. hide, chain, scale, plate 
Enhancement: AC 
Property: After an extended rest, choose one of the 

following pairs: cold and flre, 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. 
Level 25 or 30: Resis t 15, vulnerable 15. 

I ifelike cr:ystal eyes i11 the back of this helmet foais Jimr will and 
bolslt'r yo 11 r defmses. 

Item Slot: Head 21.000 gp 
Property: You gain a + 1 item bonus to Will. 
Property: Al the start of each encounter, you gain a + 2 

bonus to all defenses until you take damage for the 
first time after the end of your first turn (not including a 
surprise round). 



The prolective rm19ic of 1his crystal-bladed weapon hinder5 a 
foe·s anacks anain>t your allies. 

Lvl 13 +3 17,000 gp 
Lvl 18 +4 85,000 gp 
Weapon: Polearm, spear 

Lvl 23 +5 
Lvl 28 +6 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 

425,000 gp 
2,125,000 gp 

Property: An enemy adjacent to you can't Aank your allies. 

' I 

Set with scores of shinin3 crystals. this banner irr~pires bravery 
in your allies and lu1eps e11ernies ar boy. 

Wondrous Item 1 3,000 gp 
Power (Encounter + Zone): Standard Action. When you 

plant this battle standard in your space or an adjacent 
square, it creates a zone in a close burst 5. While within 
the zo11e, you and your a ll ies gain a +2 power bonus to 
Will against fear effects. It costs enemies 3 extra squares 
of movement to enter the zone. 

This effect lasts until the end of the encounter or until 
the battle standard is removed fro m the ground. Any 
character in or adjacent to a battle standard's square can 
remove it from the ground as a ~tandard action. 

RAIMENT OF SHADOW S 
Created by a m i I i t~111t order of warlocks. the Ra iment 
of"Sbadows is a set ol"battle gnrb crafted from the 
hides nnd scales of cxtraplanar creatures dwelling in 
the Shadowfdl. Though the wa rlock order no longer 
cx_ists, pic·ces of the ra iment still c irculate. and many 
warlocks seek to complete a set for them selves. 

LORE 
Arcan a D C 10: The Blades of Shadow were an 

elite order of ·warlocks who strove to overcome the 
philosophical barriers arising between warlocks of 
differenl pacts. The Raiment of Shadows- a set of 
magic relics c rafted with the power of the Shadow­
fell - was their uniform and was designed to obscure 
any d ifferences or race, creed, or pact. 

Arcana D C 16: Despite their ded ication to unil)1-
ing the cldritch arts, the Blade~ of Shadow eventually 
fel l. Over time, the d ivisions between warlocks of clif· 
fcrent pacts turned 10 conflict with smaller groups 
withiH the Rladc~ accusing each other of withholding 
the order's most powerful secrets. 

A rcan a DC 21: Sages know that the fall of the 
Blades of Shadow wa<; due 10 more than mere infight· 
ing. The beings and powers to whom the warlocks 
had sworn fea lty frarc <l that tht Blades were o n the 
\·ergc of Jiscovcring the means to tap directly into t he 
eldritch power that was their lifeblood. By doing so, 
they would be able to bypass their traditional patrons 
of th e foywild , the Fa r Realm, the Nine I !ells. and 
other powers. Thec;c patrons forged a short·term 
alliance that shattered the Blade<; of Shadow and 
destroyed its teach ings. 

RAIMENT OF SHADOWS ITEMS 
lvl Name Price (gp) Item Slot 
3+ Pact blade 680 Weapon 
11 Razordark bracers 9,000 Arms 
12+ Darkstrike armor 13,000 Armor 
14 Tenebrous mask 21,000 Head 

15+ Cloak of burgeoning 25,000 Neck 
shadow 

RAIMENT OF SHADOWS BENEFITS 
Pieces Benefit 

2 

5 

You gain an item bonus to Stealt h checks equal 
to the number of items you have from this set. 
When an enemy affected by your Warlock's 
Curse drops to 0 hit points, you become invisible 
until the end of your next turn. 
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This dark cloak helps obswre your allies when you stay close. 

Lvl15 +3 25.000gp Lvl25 +S 625,000gp 
Lvl 20 +4 125,000 gp Lvl 30 +6 3,125,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 
Power (Daily): Minor Action. Until the end of the 

encounter, each ally adjacent to you while you have 
concealment from your Shadow Walk class feature also 
has concealment. 

Shadowy runes shift across l'he swface of this black armor, pro· 
iectinB you when yoi1 sin9le oui cifoe with your attack.'. 

Lvl 12 +3 13,000 gp Lvl 21 +5 325,000 gp 
Lvl 17 +4 65,000 gp Lvl 27 +6 1,625,000 gp 
Armor: Leather, hide 
Enhancement: AC 
Property: When you hit an e111emy with an attack power, 

if you gained a bonus to your ranged attack ro ll against 
that enemy from your Prime Shot class feature, you gain a 
+2 bonus to AC against tha t enemy unti l the end of your 
next turn. 

Vifarlocks fal'Or this wickedly sharp blade. 

Lvl 3 + 1 680 gp Lvl 18 ·~4 85,000 gp 
Lvl 8 +2 3,400 gp Lvl 23 ·~5 425,000 gp 
Lvl 13 +3 17,000 gp Lvl 28 +6 2,125,000 gp 
Weapon: Light blade (usually daggers and sickles) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: This 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 your 
Warlock's Curse makes a rnelee attack against you, 
deal damage to the creature equal to the pact blade's 
enhancement bonus. 

Special: You do not gain your weapon proficiency bonus to 
the attack roll when using a pact blade as an implement. 

Uished with lines of 9lass·sftarp shadow. thesr brace rs allow you 
to strike o! ran9e withonL let!in8 your 911ard clown. 

Item Slot: Arms 9,00() gp 
Property: Your warlock at·will ranged attack powers don't 

provoke opportunity attacks from adjacent enemies. 

T'1is thin slip of black silk allows you ro rar8et foes shroud eel 
from your si3ht. 

Item Slot: Head 21,000 gp 
Power (Encounter): Minor Action. Until the end of your 

next turn, you ignore the -2 penalty to attack rolls 
against creatures within 10 squares of you that have 
concealment. 
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RAIMENT OF THI 
WORLD SPIRIT 
The Raiment of the World Spirit is a magic item set 
of ancient design and primal power. To the Hntrained 
eye. the items in this set appear as the relics of some 
primitive tribe- <:1 shield. necklace. mask, and ring 
fashioned from wood . bark, and othe r materials of 
the forest. I Iowever, closer scrutiny rcvea Is that the 
pieces of the raiment arc tmtouched by mortal tools, 
appearing instead as though they were grown as 
living objects. 

Wardens benefit the most from the Ra iment oftl1e 
\.\Torld Spirit set , but de fenders and classes that grant 
access to poly1norph powers will find these items 
useful as weU. 

LORE 
Arcana or Nature DC 11: Prima l power infuses 

tJ1e Raiment of the World Spirit set, binding it Lo 

nature. Spellcasting crafters c reate each component 
as part of an ancient ceremony passed down through 
the ages. Each piece of the set is grown as the oflShoot 
of a living tree- an avatar of the mysterious World 
Spirit. The tree gives up a portion of its heartwood 
to serve as a shield, forms the mask from its bark, 
provides ils seed pods for t11e necklace, and manifests 
tl1c ring as an extension of its primal spirit. 

Arcana or Nature DC 18: The Raiment of the 
vVorld Spixit was Orst fashioned iJ1 the earliest age of 
lhc mortal world. Sensing looming threats that might 
disrupt the fragile cycle oflik and death, shamans, 
wardens, and druids came together to request aid 
from the p1;ma I power they sought to protect. With 
these now-ancienlrites, lhe keepers of the old ways 
continue to craft these relics, both to honor the c:ham· 
p ions who once carried them and as a boon to new 
heroes dedicate d to ddencling the natural world. 

vVhen an item from the raimenl is worn. it releases 
tiny seeds that take root in the wearer's clothing ru1d 
sprout viucs tha t weave about that person's body. The 
tendrils staunch wou nds a nd supplement strength lo 
<Lllow the ,;..rea re r to keep fighting past the point when 
others would fall. 

Arcana or Nature DC 23: The crafters of the rai· 
ment treat its creation as a sacred trust. and they take 
care to ensure t hat the relics don't foll into the wrong 
hands. The raiment is a gift of nature, and that gill 
can b e withdra.,.vn if its wearer abuses its power. Dark 
talcs abound of primal sp iri ts vis iling ca lamity on 
heroes who misuse the raiment, and of whole lands 
scourged by blight mid disease in response lo the 
power of the World Spirit being betrayed. 



RAIMENT OF THE W ORLD SPIRIT ITEMS 
Lvl Name Price (gp) Item Slot 
12 Necklace offate 13,000 Neck 
13 Shield of the World Tree 17,000 Arms 
14 Mask of the vengeful spirit 21,000 Head 
15 Ring of many forms 25,000 Ring 

RAIMENT OF THE W ORLD SPIRIT BENEFITS 
Pieces Benefit 

2 You gain an item bonus to saving throws against 
ongoing damage equal to the numbe r of items 
you have from this set. 

4 Your healing surge value increases by 4. 

This wooden mnsk tokes 011 the appearance of" sr111rli11B beast. 
rn11sin8 a selrcteclfoe to be overcome by fear: 

Item Slot: Head 21,000 gp 
Power (Daily + Fear): No Action. When you roll initiative, 

you mark one enemy you can sec, and that enemy grants 
combat advantage to you until the end of your next turn. 

This necklace of acorns ancl wol'en vines tethers your spirit to 
nature, ltelpi118 you shake off 1/1e effects of combat. 

Lvl 12 +3 13.000 gp Lvl 22 +5 325,000 gp 
Lvl 17 +4 65,000 gp Lvl 17 +6 1.615,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, ReAex. and Will 
Power (Encounter): No Action. Triaaer. You make a saving 

throw at a time other than the end of your turn. Effect: 
You gain an item bonus to that saving throw equal to the 
necklace's enhancement bonus. 

This rina nppe"rs as a band of shifti118 enerar. shnrpe11ill[J)'Our 
combat prowess when you wield rhe ma9ic of rransfcmnarion. 

Item Slot Ring 25,000 gp 
Property: When you use a polymorph power, you gain a + 1 

bonus to your next attack roll before the end of your turn. 

\\!lien you make use of healinB e11ert1.\( the nrn8ic within ihis 
solid heartwood shield protects your a/lies. 

Item Slot: Arms 17,000 gp 
Shield: Any 
Property: When you spend a healing surge, each ally 

adjacent to you gains a + 2 shield bonus to AC until the 
start of your next turn. 

REAPER'S ARRAY 
Stained with dried blood. etched with the scars 
of counties<> bau lcs. cu1d bearing silent " itness to 
uncou ntable acts of savage o; laughter, the Rcaper·s 
Array is a panoply befitting on ly the deadliest war· 
riors. For those who collect the items or this set, death 
is a constant companion. and foes met on the field of 
battle are destined to find on ly pain cu1d ruin. 

Barbarians benefit the most from these items. 
though any character who yearns to be in the thick of l' 

combat wi ll find value in this set. 

LORE 
Arcana or History DC 11: The crafting of a 

Reaper 's Array set is a secret known only to a handfu I 
ofarcanists, and the dark process involves the incor· 
poration of an enemy's corporeal essence into each 
piece. Blood quenches the teel pulled white-hot from 
the forge. The hair of a foe is woven into the cloak's 
fabric, and its flesh is cured to provide the leather of 
gauntlets and belt. Most sets are made with the blood 
and bodies or monsters. but more than a few have 
been crafted using materials harvested f'rom sentient 
humanoids. 

Ar ca na or H istory DC 18: The legendary ber· 
serker Ygn ir. a dragonhorn barbarian warrior whose 
bloodlust and thirst for vengeance still inspires fear 
in the tiernngs that remember his name. first created 
the items in the Reaper's Array. When CJ !>lave over­
seer mu rdered his famiJy as pun ishment for Ygnir'c; 
refusal to kneel. the barbarian vowed to bring down 
the empire of Bad Turath single-handed ly. Breaking 
h is chains, YgniI killed his master. the overseer. and a 
dozen guards with his bare ha nds. 

Arcana or History DC 23: With the help ofa 
fel low prisoner schooled in the warlock arts. Ygnir 
forged the first R.eapcr's Array set using I he steel, 
blood, skin. and hair oft he foes he had !>lain. With 
his gr im helm and terriC)'i ng axe, Ygnir became a 
legend on ancient battlefields. Unable to slay him 
themselves. ticfl ing d iabolists were said to have sum· 
moned powerful devils to finally end the warrior's 
threat-an act that some say might have hastened the 
fa ll of that race. 

REAPER'S ARRAY ITEM S 
Lvl Name Price (gp) Item Slot 
14+ Crimson cloak 21,000 Neck 
15+ Reaper's axe 25,000 Weapon 
15 Reaper's helm 25,000 Head 
17 Gauntlets of brutality 65,000 Hands 
18 Head·taker 's belt 85,000 Waist 

REAPER'S ARRAY BENEFITS 
Pieces Benefit 
2 

5 

You gain an item bonus to Intimidate checks 
equal to the number of items you have from this 

set . 
When you bloody an enemy, you can shift 1 
square as a free action. 
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This rich cloak shimmers wilh a blood-red sheen, defemling you 
against the most potenr arracks of your foes. 

Lvl 14 +3 21.000 gp Lvl 24 +5 525,000 gp 
Lvl 19 +4 105,000gp Lvl 29 +6 2,625,000gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 
Property: When you take untyped ongoing damage, you 

make a saving throw against the ongoing damage with an 
item bonus equal to the cloak's enhancement bonus. 

Rmt cine/ bloodstai11s murk these leather and steel 9awule1s. 
which >lnmathc11 your nttacks c1aainst fallen foes. 

Item Slot: Hands 65,000 gp 
Property: When you hit a prone enemy with a melee attack, 

the attack deals 5 extra damage. 

This plai11 lc11tlwr bell is set wit./1 skull-shaped steel swds. with a 
11ew 0'1<' appc•ari119 ee1dt time you silly <1 foe. 

Item Slot: Waist 85,000 gp 
Property: You gai11 a + 1 item bonus to Fortitude. 
Power (Daily): Free Action. Triyyer. You reduce an enemy 

to 0 hit points. Effect: You gain temporary hit points equal 
to your level. 

Sporti119 a wickedly cun•ed blade. t/1is steel axe 1lrciws 011 rhe 
death 1hroes of your oppone11ts 10 fuel its artack. 

Lvl 15 13 25,000 gp Lvl 25 +5 625,000 gp 
Lvl 20 +4 1 25,000 gp Lvl 30 +6 3.125,000 gp 
Weapon: Axe 
Enhancement: Attack ro lls and damage rolls 
Critical: +1d12 damage per plus 
Property: When you reduce an enemy to 0 hit points, you 

can shift 1 ~quare and make a melee basic attack with this 
weapon. 

Iii:.: ' 

Badly wou11dcclfoes m 11' 1 elude your a ttncks wltile you wear th is 
ba1tle·swrred sreel helmet 

Item Slot: Head 25.000 gp 
Property: You ignore the -1 penalty to attack rolls against 

bloodied enemies that have concealment. 

REGALIA OF THE 
GOLDEN GENERAL 
The Golden General is an enduring figure oflesend. 
a warlord known as one of the foremost demon slay­
er~ who ever lived. Though Lhe fragments of the 
original anus. armor. and raiment wielded by the 
Golden General arc said to lie in the depths of the 
A bys<; where he met hi!> end, the design of his regalia 
wa!. well known even before his death. Pieces bclong­
i ng to thi1; item set can be found throughout the world 
ancl hryond it. 

Rcsourcdi.d wa rlords benefit the most from 1hc 
items in th i<; set, hut a ll warlords can make use ofthem. 

C ll APrEn 2 1 1 1e 111. Se t s 

LOR[ 
H istory or Religion DC 18: No accurate records 

of the Golden General's birth or death exist. nor is it 
known which lands were his true home. The hisLo· 
rians of many human cultures claim this legendary 
warlord as the ir own, and at least one tale claims 
that the Golden General became an exarch of Pclor 
a her he met h is e nd. The items ol"the Regalia of the 
Golden General arc usable by characters of any align· 
rnent, bu t it's said that an evil creature that dons these 
relics cause!> them to turn dead black in color. 

History or Religion DC 23: legend says that a 
hero who ow11s lhe full Regalia of the Golde1n Gen· 
cral sci can attempt to retrieve the fragments of the 
original regalia from t he abyssal depths. Tfs11ccessful, 
I hi~ hero can bring the fragments to the city of 1 lesta­

v:n in the Ast ral Sea. Upon presenting the regal ia to 
Pelor. the hero ea rns the right to become one of t he 
dC' ity's cxan:hs upo11 death. 

REGALIA OF THE GOLDEN GENERAL ITEMS 
lvl Name Price (gp) 
12+ Mantle of the Golden General 13,000 

13+ Genera l's weapon 17.000 
14 Golden crown of battle 21,000 

command 
15 Gene ral's belt 25,000 

16 Ring of tactical brilliance 45,000 

111m•ij•11;11!!11111• 

Neck 
Weapon 
Head 

Waist 
Ring 

REGALIA OF THE GOLDEN GENERAL BENEFITS 
Pieces Benefit -2 You gain a +2 item bonus to Will. 
5 When an ally you can see spends an action 

point, that ally gains a +2 bonus to Will 
until the end of his or her next turn. 

ThC' buckle of this lc11 ther belt is a Bolden shield 1Vlwi;e magic 
revi talizes you wlten you '1elp your allies heal. 

Item Slot: Waist 25,000 gp 
Property: You gain a +1 item bonus to Fortitude. 
Power (Da ily + Healing): Free Action. Tri9aer. You use 

a power that heals an ally. Effect: You spend a healing 
surge. 



J\ foe l11rkin9 ou:t cf reach will feel the maeical bite of this tJilcled 
polearm. 

lvl 13 +3 17,000 gp 
lvl 18 +4 85,000 gp 
Weapon: Polearm 

Lvl 23 +5 
Lvl 28 ;·6 

Enhanceme nt: Attack rolls and damage rolls 
Critical: +1 d6 damage per plus 

425,000 gp 
2,125,000 gp 

Power (Encounter): Minor Action. Unti l t he end of your 
next turn, your melee reach with this weapon increases 
by 1. 

Wheri you direct an ally's attack, the power of this simple circlet 
of beaten a old helps 9uide his hand. 

Item Slot: Head 21,000 gp 
Property: When you use a warlord power to grant a melee 

basic attack to an ally w ithin your line of sight, that a lly 
gains a + 2 bonus to the attack roll and the damage roll. 

Ma~!le of the Gold~n, General. · _ -~leyf!l TZ+ · 

The aid yo11 aive an a fly is strennrhened b_v the power of this 
fur-lined amber cloak. 

Lvl 12 +3 ·13,000 gp 
Lvl 17 +4 65.000 gp 
Item Slot: Neck 

Lvl 22 +5 
Lvl 27 +6 

Enha nceme nt: Fortitude, Refl ex, and Will 

325,000 gp 
1,625,000 gp 

Property: When you use a warlord power to grant a saving 
throw to an a lly, that ally gains a +2 bonus to the saving 
throw. 

Ring f if aCitical Br:' Ilia nee level ! 6 
The power of this aolden ri119 helps protea an ally who changes 
position 11L your c.ommand. 

Item Slot: Ring 45,000 gp 
Property: When you use a warlord power that lets an ally 

shift, that ally gains a + 1 bonus to all defenses until the 
end of his or her next turn. 

RELICS OF THE 
FORGOTTEN ONE 
Crafted from the remains of a dead god. the Relics 
of the Forgotten One are a set of potent magic items 
from the dawn of time. Though clerics. avengers, a nd 
paladins most often seek these relics, they can be 
used by any class. 

LORE 
HJstory or Religion DC 18: Histories a.nd reli­

gious texts record the fates of the deities that fell in 
the ancient conflict between the gods anc.l the pri· 
mordials, but a few stories have escaped the scholars' 
quills. In centuries past. one such fallen deity was 
fouJJd by a mysterious order of cu-canists whose mem­
bers fas hioned the remains of the forgotten One into 
relics of incred ible power. 

RELICS OF THE FORGOTTEN ONE ITEMS 
Lvl Name Price (gp) Item Slot 
13+ 
14+ 
15+ 
16 

17+ 
18 

Skin of agonies 
Sword of me lancholy 

Ma ntle of regrets 
Mask of tea rs 

Symbol of the Forgot ten One 
Ring of so rrows 

11,090 
21,000 
25,000 
45,000 
65,000 
85,0 00 

Armor 

Weapon 

Neck 
Head 

Implement 
Ring 

RELICS OF THE FORGOTTEN ONE BENEFITS 
Pieces Benefit 

2 Whe n you spend a healing surge while you are 

bloodied , you regain addit ional hit points equal 

to the number of items you have from this set. 

S While you a re bloodied, your me lee weapon 

attacks gain the brutal 1 property (orig inally 

described in Adventu rer's Vault): Reroll a ny 

da mage die result of 1 until t he d ie shows 2 o r 

highe r. 

This somber ·mantle bestows a cripplina weialn on your enemies. 

lvl 15 +3 25,000 gp l vl 25 +5 625,000 gp 
Lvl 20 +4 125,000 gp lvl 30 +6 3,125,000 gp 
Item Slot: Neck 
Enha ncement: Fortitude, Reflex, and W ill 
Power (Da ily + Fea r, Psychic): Immediate Reaction. 

Triager. An enemy hits you with a melee or a close attack. 
Fif.fect The triggering enemy takes a - 2 penalty to attack 
rolls and saving throws (save e nds both). First Failed 
Saving Throw: The enemy also takes ongoing 10 psychic 
damage (save e nds all). Second Failed Saving Throw: The 
enemy is also stunned (save ends all). 

This bone mask captures the image of ctarievinafi9ure whose 
tears become a bairn to you or an ally. 

Item Slot: Head 45,000 gp 
Power (Da ily + Healing): Free Action. Tri99er: An e nemy 

bloodies you with a melee or a close attack. Effect: You or 
an a lly adjacent to you can spend a healing surge. 

You t;oiljure the rrumifestafion of sorrow from this plain silver 
1'in9, taskina yowJoes with the a9ony of the Foraotten One's 
demise. 

Item Slot: Ring 85,000 gp 
Pro perty: You and each ally you can see gain a + 1 bonus to 

attack rolls w ith fear powers. 
Power (Da ily + Conjuration, Teleportation): Standard 

Action. You conjure a manifestation of sorrow in each of 
three unoccupied squares within 1 0 squares of you. The 
three sorrows remain until the e nd of your next turn. An 
enemy that s tarts its turn adjacent to a sorrow and that 
deals damage during that turn is teleported to another 
space adjacent to the sorrow (your choice) and dazed 
until t he e nd of your next turn. 
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The liki>nl'ss of" scrcaminB.face is erched across rhis armor. 
which protects you from your.Joes' 11arsh.1'st allacks. 

Lvl 13 +3 17.000 gp Lvl23 +5 425,000 gp 
Lvl 18 +4 85,000 gp Lvl 28 +6 2,125,000 gp 
Armor: Leather, hide 
Enhancement: AC 
Property: You automatically succeed on saving throws 

against untyped ongoing damage. 
Power (Daily): Immediate Reaction. Tri89er: An enemy hits 

you with an attack that deals ongoing damage. Effect: The 
ongoing damage ends. One enemy adjacent to you takes 
the ongoing damage instead. and takes a - 2 penalty to 
saving throws against that ongoing damage. 

The 111aaic of this well-notched '11adc fills your foe wit/111 dreail 
malt1ise 1ho1 lc1we$ it opt?11 to jimlwr orrack. 

Lvl14 +3 21.000gp Lvl24 +5 525,000gp 
Lvl 19 -t-4 105.000 gp Lvl 29 +6 2.625.000 gp 
Weapon: Heavy blade, light blade 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 damage per plus 
Power (Daily + Fear): Free Action. Tri1111er: You make a 

melee attack against an enemy using this weapon and 
miss. Effect: That enemy takes a 2 penalty to all defens­
es (save ends). Aftereffect: If you're adjacent to the enemy 
when it succeeds on its saving throw against this effect, 
you can make a melee basic a ttack using this weapon 
against that enemy as a free action. 

! • 

The 1livi111• p11wer of this bartered symbol conceals )TIU from your 
foes. 

Lvl 17 -t-4 65,000 gp Lvl 27 +6 1,625,000 gp 
Lvl 22 +5 325,000 gp 
Implement (Holy Symbol} 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 radiant damage per plus 
Power (Dally ...- Illusion): Stcindard Action. By expending 

a use of your Channel Divinity class feature, you become 
invisible to each creature within 5 squares of you until 
the end of your next turn. 

·-·-- - -·-----~-·--·-·-----

EPlC T1ER lTEM SETS _; 

Char<icters requ ire the most poten t arms. armor. 
implement<;. an<l other magic it('mS to face the chal­
lenges of the epic levels. 

MIRROR OF N £ SSECAR 
The mirror ofNessecar was a unique treasure l"rom 
an ancien t fey em pire. It held a dimensiona l por tal 
\oV ithi11 its magically silvered glass thut was capable: of 
t ransporting large numhcrs of creatures toils loca· 
tion. J 11 a great battle bet ween cladr i11 and fom orians. 
the: m irror was sh a!lcr<'d as e lad rin o;oldicrs p repared 
to come through it, and lheir souls were trapped 
within its shards. 

C H APT FR l I Trem St>ts 

LORE 
History DC 17: Over a t housand yea rs ago. a 

g reat battle '"a~ fought in lhc Feywild pa lact· of 
Nessccar be- tween t he cladrin and the IOmorians. The 
grea t beliemotlts la id waslc to Lhc p riceless c rystul 
r<' lics for which the paJacc was known. s laying many 
in t heir wake. I Jowever, before I he fomorians cou ld 
triumph. the elad rln lord Ondathian unveiled a 
magic mir ror that had rhe power to save his people. 

History DC 26: Tlw magic of the mirror opened 
a poria l through which elad ri11 re inforcements pr<'­
parec1 to enter 1he fray. But the fomorian war chief 
Morgkash shattered the mirror just after the portal 
open rd. trapping the souls of tlw elad rin ""ithin the 
broken pieces. The fomorians overran tJw palace. 
sb ying <:1 11 w ithin it. In an a((cm pl al total v ictory. 
Morgkash tried Lo destroy the s hards of t he ~hauercd 
mirror but couldn"t affec t them. Scming the power 
lingering within these fraglllen ts, lite fomori<1 11s scat­
tered 1he pieces throughout mult iple worlds. 

llistory DC 31: Over many generatiom, frag· 
m ents oft lie m irror have been collected and formed 
into Mirror of Ncssecar sets. The items of t hi~ ~ct 
arc powered by the essence of the eladrin who died 
trapped within the m irror. granling potent abil ili('~ 10 

the wielder. 

MIRROR OF NESSECAR ITEMS 
Lvl Name Price (gp) Item Slot 

16 Bloodshard ring 
27 Mirrored mask 
28 Feyshard wand 
29 Far-step amulet 

1,125,0 00 Ring 

1 ,625,000 Head 
2,12S,OOO Implement 
2,625,000 Neck 

MIRROR OF NESSECAR BENEFITS 
Pieces Benefit 
2 You gain a +10 item bonus to skill checks made 

as par t of a scrying ritual or a t ravel r itual. 
4 You can perform the Observe Creature and 

True Portal rituals once per day each with no 

component cost. 

1 he i111a11e~ of cla1lrin 11oblt•sjlicker within rhis circulor shanl of 
mirrored 9lt1Ss. which lryures )l()H even 11s il extenils your viwlity. 

Item Slot: Ring 1,125,000 gp 
Property: You reduce your maximum hit points by S. In 

addition, whenever you spend a healing surge, you regain 
2 add ltional hi t points. 

Power (Daily + Healing): Minor Action. Regain hi t poin ts 
as if you had spent a healing surge. 

Jr you've reached at least one milestone today, you al~o 

regain a spent healing surge.. 



This 011111/et appears to be tire fm111e mrd shattered alnss of n 
scryin[J mirror. /I( 111n9icfocuses your rdeportalion powers. 

lvl 29 +6 2,625,000 gp 
Item Slot: Neck 
Enhancement Fortitude, Renex, and Will 
Property: When you use a teleportatlon power. the distance 

you can teleport increases by 3 squares. 
Power (Daily + Teleporta tion): Move Action. You teleport 

20 squares. 

TI1is slcntlcr mirrorctl slicml rcjlcct5 t/1c JJhostly imasc of cladrin 

battle maae:; c111cl repl~11isfre5 tfw itl'CClllE' power wit/tin JOll. 

Lvl 28 +6 2,125,000 gp 
Implement (Wand) 
Enhancement: Attack rolls and damage rolls 
Crit ical: ·t-1 d6 damage per plus 
Power (Daily): Free Action. You gain the use of an arcane 

encounter power that you or an a lly has already used 
during this encounter. This power is lost if it is not used 
before the end of the encounter. 

i • 

J\jt198Cd CUI mask of Silvered J1lllSS nppenrs to show ima9es of 
e/e1dri11 scours e1·e11 as i1 protecrs you from attacks. 

Item Slot: Head 1.625.000 gp 
Property: You arc immune Lo gaze attacks. 
Property: You gain a +2 bonus to a ll defenses against ranged 

or area attacks. 

PoINTS OF IBE CoNSTILIATION 
The Points of the Constellation are relics sacred to 
an ancient sect of 'itar pact warlocks who worshiped 
the unknown powers oft he Far Renlm. Each item is 
named for a diffe rent ••lien stur and a llows its wielder 
lo c.xcrl i11 l'luc11ce over 111orta l mi nds and bodies. 

Thongh this set is most usE>ful to warlocks. any 
character seeki ng a connection to t he Far Realm can 
make use ol'itt. He111s. 

l o RE 
History DC 17: Calling themselves the Constel­

lation, a secret sect of wnrlocks in the ancient tiefling 
cm pi re of Bae I Tu rnl h worshiped the alien powers 
lurking within the Far Hcalm. When this practice 
and the resultant corruption of these stai· pact war· 
locks was discovered by the elders oflhe empire, 
retribution came swif! I). 

Praying to their cider gods. the warlocks called a 
mighty power to the world, c;howering the realm with 
monstrous meteoritC's. Thi!> a-;o;ault dc-.troyed the war· 
locks' foes. even <L'i it enchanted a panoply ofitcms with 
power never mea nt to be wielded by mortal hands. 

History DC 26: The dragon born of !\rkhosia fi n­
ished the job that the elders of Bad Turath could not. 
laying siege to the sane! u ms and fortresses of t be star 
pact warlocks before their taint cou Id spread. In th e 

aftermath, the unholy reli<.:s from beyond the stars 
were scattered far and wide. and they have continued 
to spread to various cultures over the centuries. 

History DC 31: Sages speculate that the power ~ 
gra nted by these items is given only to help reunite 
the items. And many think that the Points of the Con­
stellation i1cms o;en<l <lark dreams of power to those 
who seek them. exact ing a cost from the user for their 
power. It's <'Ven said that the items not only work to 
be reunited. but al'>o are 1rying to remrn to the Far 
Realm-at the expcn e of' those who collect them. 

POINTS O F THE CONSTELLATION ITEMS 
Lvl Name Price (gp) Item Slot 
23 Delbanian vambraces 425,000 Arms 
24 Boots of Calphon 525,000 Feet 
25+ Rod ofUlban 625,000 Implement 
26 Hands of Hadar 1,125,000 Hands 
27 Ring of l<hlrad 1,625,000 Ring 

POINTS O F THE CONSTELLATION BENEFITS 
Pieces Benefit 
2 

5 

Your enemies take a -1 penal ty to saving throws 
against your powers for every two pieces you 
have of this set. 
You gain a +3 item bonus to Fortitude or Will. 
You can change the defense this bonus applies 
to after a short rest. 

A more of purple li9h1 orbi1s the)I! black lee1ther boots, liurnint/ 
yo11 cvc11 as i1 leis )'Oii rrrore free!)' cicross rhe ba1tlcfield. 

Item Slot: Feet 525,000 gp 
Property: You gain a + 2 item bonus Lo Rencx. 
Power (At-Will): Minor Action. You shift your speed and 

take damage equal to lwo times lhe number of squares 
you shifted. 

These ice wltitc bracers let you pass unseen, but lhcir power 
freezes )'Oii 10 11111 rrrarrow if kft· 1111d1ecked. 

Item Slot: Arms 425,000 gp 
Power (At-Will + Cold, Illusion): Free Action. Tri98er: You 

score a critical hit using a cold power or reduce an enemy 
to 0 hit points using a cold power. Effect You become invis· 
ible until the end of your next turn. Sustain Free: The invis­
ibility persists, but each time you sustain it, you take 5 cold 
damage that can't be reduced or prevented in any way. 

fire opals 5pecklc 1hcse block tJloves. 111l1icli fows tlie power of 
your \Varlock·s Curse. 

Item Slot: Hands 1,12 5,000 gp 
Property: When you hit an enemy that is granting combat 

advantage to you and deal your Warlock·s Curse extra 
damage to it, you deal an additional 2d6 extra damage. 
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This: ri119 is set with a clouded astral cliamond whose aleti.m 
reveals thitl[.IS seen cmd unseen. 

Item Slot: Ring 1,625,000 gp 
Property: You gain a +5 item bonus to Insight checks and 

Perception checks, and you can see invisible creatures and 
objects. 

Power (Daily): Minor Action. Until the end of your next 
turn, creatures within 5 squares of you lose invisibility, 
gain a + 2 power bonus to all defenses against illusion 
attacks, and take a -2 penalty to attack rolls with illusion 
powers. In addition, an affected creature that makes an 
attack is slowed until the end of its next turn. Sustain 
Minor: The effects persist. 

If you've reached at least one milestone today, your 
allies are unaffected by this power. 

The mi11d of yow-Joe is made more susceptible to Mlnck by the 
power of this blue-white crystal rod. 

Lvl 25 +5 625,000 gp Lvl 30 +6 3,125,000 gp 
Implement (Rod) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1d12 psychic damage per plus 
Property: While an enemy is affected by your Warlock's 

Curse, it gains vulnerable 1 0 psychic. 

RELICS OF CREATION 
Each piece in the item set known as the Relics of 
Creation is the epitome or wondrous design and 
manufacture. UnJlawcd and unspoiled, these items 
demonstrate a quality of perfection that suggests 
creation hy divine hands. Their otherworldly con­
st.ruciion incorporates fabulous substances such as 
solidified flame. wood trimmed from heavenly trees. 
and elements now unknown in the morta l realm. It's 
said that the bcmer of these relics is filled with the 
light of creation, whose energy fuels potent powers 
that scar enemies with divi11c judgment. 

Invokers derive the most benefit from items of the 
Relics of Creation . but any divi ue character can make 
use or this set. 

Lo RE 
Arcana or Religion DC 17: In the cataclysmic 

war between the gods and the primordials for control 
of the world, each deity fashioned a powerful relic 
to bestow on the greatest of their chosen followers. 
Pew relics survived the war, however: most were lost 
alongside their wielders in the dread battles that 
swept across the world and thr0\1gh the planes. 

Arcana or Religion DC 26: The Relics of Cre­
ation foLU1d across the world today contain only six 
items, each holding a sliver of divine power Crom the 
deity who fashioned t11e original item. Though long 
centuries have driven rifts between these deities, 
and while their servants sometimes wage war wHh 
one another, it's said that a hero who brings the relics 
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together can remind the gods of"Lhc strength and 
righteousness of their once-common cause. 

Arcana or Religion DC 31: The six Relics of 
Creation appear consistently in the contemporary 
b istorica 1 record. 1 lowever, fragments of older histo· 
ries speak of' other items that were once part of the 
set-some named for deities whose presence is still 
felt within the world, and others whose Jrnmes and 
powers arc drawn from gods long dead. 

Hands 

27 Avandra's ring Ring 

28 Bane's collar 2,125,000 Neck 

29 Pelor's scepter 2,625,000 Implement 

30 Vecna's puzzle box 3,125,000 Wondrous item 

RELICS OF CREATION BENEFITS 
Pieces Benefit 
2 You gain a bonus to Arcana, History, and 

Religion checks equal to the number of items 
you have from this set. 

4 When you hit an elemental creature with an 
invoker attack power, the attack deals 1d8 
extra damage (2d8 extra damage if you have all 
six pieces of the set). 

6 When you use a divine blast or burst attack 

power, you can affect 3 additional squares, each 
of which must be adjacent to the power's 

normal area. 

This loose:fittirtfj rin9 arants you the power LO i[JnOre effects that 
would constrain you. 

Item Slot: Ring 1,625,000 gp 
Property: You ignore difficult terrain. 
Power (Daily): Immediate Interrupt. Tri99er: An effect im· 

mobilizes, restrains, or slows you. Effect: The triggering 
·effect ends. 

If you've reached at least one milestone today. you 
also gain a +S power bonus to saving throws against 
immobilizing, restraining, or slowing effects until the end 
of the encounter. 

Your mind sh.ru9s ojf the rnntrol of or hers while you wear this 
bri[Jht steel collur. bur an c1/!y pays die price. 

Lvl 28 +6 2,125,000 gp 
Item Slot: Neck 
Enhancement: Fortitude, Reflex, and Will 
Property: When you make a saving throw against a charm 

or fear effect, you can roll twice and use either result. 
Power (Daily): Immediate Interrupt. Tri99er: An enemy 

targets you with an charm or fear attack. Effect: An ally 
within 10 squares of you becomes the target of the 
.attack. 



f\ flickering viol er jlwne darts about your heorf, wanti118 you 
knowledae and flari118 to life at your com11rc1111l. 

Item Slot: Head 525,000 gp 
Property: You gain a + 2 item bonus to Will. 
Property: You gain a +8 item bonus to knowledge and 

monster knowledge checks. 
Power (At-Will): Minor Action. You set loun·s flame to 

shed b right light 10 squares in all directions, dim light 5 
squares in all directions, or no light. 

1 his aolden rod is wpped with a sunburst rhar acids potency to 
your radiant powers. 

Lvl 29 +6 2,625,000 gp 
Implement (Rod) 
Enhancement: Attack rolls and damage rolls 
Critical:+ 1 d8 radiant damage per plus 
Property: Divine characte rs can use this rod as a holy 

symbol implement for divine powers. 
Property: When you hit an enemy with a divine radiant 

power using this rod, you can reroll any damage die that 
shows a 1. Against e lemental creatures, you can reroll any 
damage die that shows a 1 or a 2. 

Great secrets are revealed to you by your possession of this fisl · 
sized hrass puzzle box. 

Wondrous Item 3,125,000 gp 
Property: You can perform the loremaster's Bargain and 

Voice of Fate rituals as if you had mastered them. 
Property: Divination rituals you perform have no 

component cost. When you perform a divination ritual 
that requires a Religion check, you can make an Arcana 
check instead. 

1 hese black 9/01•es bolsrer your po11·ers to bypass your enemy·s 
most potent defenses. 

Item Slot: Hands 6 2 5,000 gp 
Power (Daily): Free Action. Tri99er: You hit an enemy with 

an attack power. Effect: The attack ignores the enemy's 
immunities and resistances. 
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TIME WIZARD'S TOOLS 
Spellcasters manipulate the material world and the 
energy oft he planes with case, but timeremalns 
notoriously resistant to magical control. Few wiznrds 
and other arc.:anists specialize in deconstrucling time 
and enchanting objects to manipulate its boLmdaries. 
and for good reason. Such characters often c;uffer the 
strange effects of' th is potent magic. disappearing into 
unseen realms or even coming face to face with them· 
selves for short periods. 

The item set known as the Time Wizard's Tools 
is legendary among arcanisti. who tinker with Umc, 
although the power of its Hems can be uti I ized by any 
character. 

LORE 
Arcana DC 28: The Time Wizard's Tool'> are 

powerful relics scattered across the present-day 
world from both the future and the past. The vari· 
ous items and their mysterious creators were said to 
have appeared in ·widespread locations throughout 
the world's hisrory. However. gi\'cn the nature of 
the tools, it '~ 1-peculated that these relics might be 
the product of a single mage lrnvcling through tim<' 
with the aid of spells or Hems beyond the scope of' 
mortal magic. 

Arcan a DC 33: Shaping time is perhaps the most 
daunting of the arcanist's task<>. Ah hough the power 
of the Time Wi7.ard's Tools is formidable, certain 
items in the sel also exact a cost from the wielder as 
part of the unstable nature of their magic. 

TIME WIZARD'S TOOLS ITEMS 
Lvl Name Price (gp) Item Slot 

17 
28 
29 
30 

Time-jumping bo ots 

Crown of stuttered time 

Ring of free time 

Staff of t ime 

1,625,000 
2,125,000 
2,625,000 
3,125,000 

Feet 

Head 

Ring 

Implement 

TIME WIZARD'S TOOLS BENEFITS 
Pieces Be nefit 

2 

4 

You gain a n it em bonus to initiative checks equal 

to twice the n umber of items you have from this 

set . 

You gain one additional use per day of magic 

item da ily powers. Each use of a magic item dai ly 

power must come from a different magic item. 

This copper crown is set with numerous ti8er's·eye 81'ms rlrnr slip 
out of phase wirli rhe world even m )'Oii do. 

Item Slot: Head 2.125,000 gp 
Property: You gain a +2 item bonus to Will. 
Power (Daily + Psychic): Minor Action. Until the end of 

your next turn, you become insubstantial and gain phas· 
ing. Sustain Minor: The effect persists, and you take 1 0 
psychic damage that can't be reduced or prevented In 
anyway. 
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Yo11 slip the bonds of time while yo11 wear this simple sih•cr 
band, allowi118 you to act faster rlrat1 your foes. 

Item Slot: Ring 2,625.000 gp 
P roperty: You gain resist 5 to all damage. 
Power (Encounter): Free Action. You can take an 

additional minor action on your turn. 
If you've reached at least one milestone today. you can 

use this power at will once per round. 

Tliis clcaant 11ircl1 staff is capped with a brilliant diarrwml 
whose power ca11 cast foes ()flt of time. 

lvl 30 +6 3,125,000 gp 
Implement (Staff) 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 dl 2 damage per plus, and you can use the staff's 

power without expending its d;iily use. even if the power's 
daily use has been expended. 

Power (Da ily): Free Action. Trisser: You hit an enemy with 
an attack using this staff. Effect: That enemy disappears 
until the start of your next turn. Until that time, it can't 
take actions and can' t be targeted. The enemy reappears 
in t he space it last occupied or in the nearest unoccupied 
space of its choice. 

For a brief moment, tltese nondescript boots allow you to srep 
out of time ancl evacle your e11emies' attention. 

Item Slot.: Feet 1,625,000 gp 
Property: You gain a + 2 item bonus to Reflex. 
Power (Daily): Move Action. You disappear until the start 

of your next turn. Unt il that time, you don't have line 
of sight or line of effect to any creature, a nd creatures 
don't have line of sight or line of effect to 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 you wish). You can take one standard action and 
two minor actions. At the start 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. 

TINKERER'S INVENTIONS 
A legendary adventuring a rtil'icer known only as 
the Tinkerer originally craftE>d this set of magical 
aJ1d mechanical Hems. These Tinkerer's T nvcntions 
were a triumph of magic and cra ft, though the pieces 
have an unpred ictable qua lity consistent with their 
creator's work. 

LORE 
Arcana or History DC 16: Arli.ficers fovor the 

light armor that grants them rosier use of their 
numerous lools, hut one arlifker and inventor was11'1 
content with cloth and leather. Considered mad by 
his peers, the legendary crafter known only a~ the 
Tfokcrcr created a set of items designed to pro,idc 
unique benefits for his chosen pro!Cssion. 



Arcana or History DC 24: After the T inkere r 's 
death, his a1's islants divided the pieces of his mas­
teqJiece set Hmong rhemsclvcs. a nd so his invent ions. 
were copied <:i nd spread. Relatively few a r tilk c rs have 
nccess to a whole scl ofTin ke re r's lnvcnlions. how­
ever, and many artificer<; acth cly seek set items lost 
by adventuring artificers in years past. 

TINKERER'S INVENTIONS ITEMS 
Lvl Name Price (gp) Item Slot I 
21 Artificer 's belt 225,000 Waist 
22 Gauntlets of magical 325,000 Hands 

interchange 
23+ Tinkersuit 425,000 Armor 
24 Prope llant boots 525,000 Feet 

TINKERER'S INVENTIONS BENEFITS 
Pieces Benefit I 
2 

4 

When you use your Healing Infusion class 
feature to a llow an ally to regain hit points, tha1t 
ally regains additional hit points equal to the 
number of items you have from this set . 

You gain the t inkerer's disjunction power, 
described below. 

Tinkerer's Disjunction Item Set Power 

With but a rlro119hr, you disable an ef.fea ilwr rlireurms the nm 1 
where you s1011d. 

At-Will 
Standard Action Personal 
Effect: One zone you're within or one conjuration you're 

adjacent to ends. In addition. all its effects end. including 
those that normally last until a target saves. 

TI1is mulripockctrd brlr cl111r9cs your hee1li11JJ i11f11siom with 
potent powt>r. 

Item Slot: Waist 225.000 gp 
Property: You can use your Healing Infusion class featu re 

twice in the same round. 
Power (Daily): Free Action. Tri88er: You use your Healing 

Infusion class feature on an ally. Effect: The a lly gains one 
addi tional use of a magic item daily power. 

These aauntleLC maaically exrrude a variety of us1f11I tools m1d 
allow ) 'Oii to restore tlie maJJiC of other items in the thick of 
combllt. 

Item Slot: Hands 3 25,000 gp 
Power (At-Will + Polymorph): Free Action. The gauntlets 

transform to incorporate the form and function of any 
mundane handheld tool, as found in the equipment list 
of the Player's Handbook and other supplements. The tool 
must be one normally usable by a creature of your size. 

Power (Daily): Minor Action. You use your Arcane 
Empowerment class feature on an item held by you or an 
adjacent ally. 

These boots co11te1i11 a se!freple11ishin!J alche111irnlji1el that 
launches )'OU tlrroush t:he air. 

Item Slot: Feet 525,000 gp 
Power (Daily): Minor Act ion. You gain a fly speed equal to 

your speed + 2 until the end of the encounter. 

This nnnor's 111a9ic lets you srorr a rr abundance af 9enr, e1'e11 ns 
ir sencrntes cr defensive field in response to arrnrk. 

Lvl 23 +5 425,000 gp Lvl 28 +6 2;12s,ooo gp 
Armor: Leather 
Enhancement: AC 
Property: The many pockets of this armor can hold up to 

2.000 pounds in weight or 200 cubic foct in volume, but 
items stored in the a rmor add only 1 pound to its weight. 
Each item stored within one of the armor's pockets can 
weigh no more than 20 pounds. 

Drawing an item from a tinkersuit is a minor action. 
Power (Encounter): Immediate Interrupt. Triaaer: An 

enemy hits you with a melee or a ranged attack. Effect: 
You gain a +2 power bonus to all defenses until tl1e end 
of your next turn. 
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------·----·------
GROUP SETS 

Some Hem sets arc designed to be borne not by a 
single character. but by the members of' an entire 
party. When a party collects the items of a gwup Hem 
set, the set bene llts arc dete rmined by the number of 
a llies who possess items from the set. Each character 
wearing or wielding an item from the set qualifies for 
the set benefits. 

ARMORY OF THE 
UNVANQUISHED 
The Armory oftbe Unvanqu ished is a set of favored 
items used by the Unvanquished Company, a band of 
legendary adventurers who were active centuries ago. 
Stories of their adventures a re a mninstay in travelers· 
camp s and in front of tuven1 fires, inspiring V111ould-be 
he roes of each new generation . .Many of' those who 
wou ld follow in the footsteps of the Unvanquiished 
seek oul the items of the asmory, though not a ll who 
find them are stalwart enough to '"'ield them .. 

LORE 
History DC 11: Two h undred years ago. the 

heroes of the Unvanquished Company made a glori­
ous name for themselves. Adventu re rs, mercenaries. 
and ne'er-do-wells. lhc Unvanquisl1e<l plunde-re<l 
tombs, foiled deadly plots, and engaged in leg,endary 
exploits from one side of the globe to the othe:r. 

History DC 18: How the Unvanquished rnet th eir 
end is uncertain. Some say they fell fighting dlemons 
in the Abyss, wh ile mhcrs Sllggest they qui! this world 
to seek new adventures in realms beyond. Regardless, 
the weapons and implements with which they made 
their reputation survived them , and these items soon 
spread lo a ll corners of the world. 

History DC 23: vVheu claimed by a new master, 
each item in the Armory of the Unvangujshetd mani­
fests a talloo on the wie lde r's body- a storm f(x the 
tempest sta_[f. a dragon for the drn9ontooLl1 blade, a scor­
pion for the scorpion tail blade, a lion for the lion's heart 
hammer. and a snake for the serpent's kiss how. As more 
items in the set are claimed, each lalloo grows la1·ger 
and more resplendent- the legend of the Unv.an-
qu ished Company manifesting in a new generation. 

ARMORY OF THE UNVANQUISHED ITEMS 
Lvl Name Price (gp) It 1•5m!!1"m•w-
13+ 
14+ 
15+ 

Scorpion tail blade 
Dragontooth blade 
Tempest staff 

17+ Lion's heart hammer 
18+ Serpent's kiss bow 

17,000 
21,000 
25,000 
65,000 

85,000 
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w.eapon 
W1eapon 
lmptement 
W1eapon 
W1eapon 

ARMORY OF THE UNVANQUISHED BENEFITS 
Wielders* Benefit 

2 When you spend a healing surge, each ally 
who wields an item from this set and can see 
you gains temporary hit points equal to his 
or her item's enhancement bonus (ally's 
choice of items, if more than one). 

4 When two or more allies who wield items 
from this set flank the same target, each 
flanker can score a critical hit against the 
flanked target on a roll of 19-20. 

~The number of allies who wield one or more items from 
the set. 

J1te fury of dmnon f ire powers yo11r attacb with this bone· 
handled blade. 

Lvl 14 +3 21,000 gp 
Lvl 19 +4 105,000 gp 
Weapon: Heavy blade 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Attack rolls and damage rolls 

525,000 gp 
2,625,000 gp 

Critical: Each enemy marked by you takes ongoing nre 
damage equal to 3 + the blade's enhancement bonus 
(save ends). 

Property: While you're bloodied, you can score a critical hit 
with this weapon on a roll of 19-10. 

Power (Daily + Fire): Free Action. Triaaer: You score a 
critical hit. Effect: Make an attack: Close burst 1; targets 
enemies; Strength vs. Reflex; on a hit, the attack deals 
2d6 extra flre damage and the target takes ongoing 10 
fire damage (save ends). 

When you wield this hammer; an allack that bloodies you semis 
your foes stumblinfJ back in fear. 

Lvl 17 +4 65,000 gp Lvl 2 7 +6 1,625,000 gp 
Lvl 22 +5 325,000 gp 
Weapon: Hammer 
Enhancement: Attack rolls and damage rolls 
Critical:+ 1 d6 damage per plus, and each a lly within S 

squares of you gains 10 temporary hit points. 
Level 22 or 27: 15 temporary hit points. 

Property: Divine characters can use this hammer as a holy 
symbol implement for divine powers. 

Power (Daily+ Fear): Immediate Reaction. Tri89er: An 
enemy bloodies you. Effect: Make an attack: Close burst 
5; targets enemies; Wisdom vs. Will; on a hit, the target 
is pushed 1 square and takes a - 2 penalty to attack rolls 
unt il t he end of your next turn. 



nliS 111a9icall)' e111•e110111ed blade lem•es foes <II your mercy. 

Lvl13 +3 17,000gp Lvl23 +5 425.000gp 
I.vi 18 +4 85,000 gp Lvl 28 +6 2,125,000 gp 
Weapon: Light blade 
Enhancement: Attack rolls and damage rolls 
Critical: The target is slowed and takes ongoing 10 poison 

damage (save ends both). 
Level 18: Ongoing 1 2 poison damage. 
Level 23: Ongoing 15 poison damage. 
Level 2 8: Ongoing 1 7 poison damage. 

Power (Daily + Polson): Free Action. Triaaer: You h it an 
enemy with a melee attack power using this weapon. 
Effect: That enemy is immobilized (save ends). Aftereffect: 
The enemy is slowed (save ends). 

This bow bestows a kiss of ioxic venom to ils attacks, 111akin9 
yo11rfocs more vulnernble. 

Lvl 18 +4 85,000 gp Lvl 28 +6 2,125,000 gp 
Lvl 23 +5 425,000 gp 
Weapon: Bow 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 poison damage per plus, and the target can' t 

shift until the end of your next turn. 
Property: This weapon has the brutal 1 property (originally 

described in Adventurer's Vault): Reroll any damage die 
result of 1 unti l the die shows 2 or higher. 

Power (Encounter + Poison): Free Action. Tri88er: You hit 
an enemy with a ranged attack power using this weapon. 
Effect; That enemy grants combat advantage to your allies 
until the start of your next turn. 

Tire power of the storm cl rives your foe back arrd blnsrs erremies 
pressina your allies. 

Lvl 15 -'-3 25,000 gp 
Lvl 20 +4 125,000 gp 
Implement (Staff) 

Lvl 25 +5 
Lvl 30 +6 

Enhancement: Attack rolls and damage rolls 

625,000 gp 
3.125,000 gp 

Crit ical: + 1 d6 lightning damage per plus against each 
enemy adjacent to you, and each other e ne my within 3 
squares of you takes thunde r damage equal to half the 
amount of lightning damage. 

Power (Daily• ligh tning, Thunder): Immediate Reaction. 
Tri89er. An enemy hits you with a me lee or close attack. 
Effect: The triggering enemy takes 2d6 lightning damage 
and is pushed 1 square. Each enemy adjacent to an ally 
you can see takes 1 d6 lhunder damage. 
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CAELYNNVALA'S BOONS 
Drow. elacJrin, and elve~ arc a U children of the Fcy­
wild. and many ma intain hope that these estranged 
races might one day unite in a culture of peace. Cae­
lynnvala'c; Roons are usdul to cladrin, e lf or drow 
cha ractcrs of any cla~s. but their potency is grea test 
when a group of w ielders inclucJcs members of a ll 
three races. 

L OR E 
H istory DC 14: Caelyn m•ala is a legendary 

archfey- onc of the godlike spirit-avatars of the Fey· 
wild. A11 immortal eladrln noble. she hopes to end 
the 11gcs-lo11g rnnflict between drow. eladrin, a nd el[ 
To this end, c;hc crafted a sel of magic items whose 
power~ dcfi 11e the bond she seeks to forge between 
the sibli ng races. Cadyn nvala's Boons have a habit of 
fl nd i11g the ir w~1y into the h1rnds of cha mp.ions who 
embody the ideal or rcconci liatioll and peace. 

CAELYNNVALA'S BOONS ITEMS 
Lvl Name Price (gp) Item Slot 

7+ 

8 
9 
10 

11 

Scarf of reconciliation 

Bowstring of accuracy 

Da rkfire gloves 

Circlet of reve la tions 

Feystride boots 

2,600 
3 ,400 

4 ,200 

5,000 
9 ,000 

Neck 
Wondrous item 

Hands 

Head 

Feet 

CAELYNNVALA'S BOONS BENEFITS 
Wielders• Benefit 

3 

5 

Each drow, elad..-in, o..- elf who wea..-s o..­

w ields a n item from this set gains a +1 item 

bonus to spee d . 
When a drow, e lad..-in , or elf who wea..-s o..­

wie lds an ite m from this set uses a ..-acial 

powe..-, any other d..-ow, elad..-in, o..- elf w ho 

wea..-s o r wie lds an item from this set ga ins a 

+1 bonus to all d efenses until the end of the 

n ext tum of the creature using the ..-acia l 

powe r. 
•The number of allies who w ear o..- wield one or more 

item s from the set . 

This silver cord 111e1kes your bow strike true when you fiBht 
olo1111sidc ollies of your siblin8 races. 

Wondrous Item 3.400 gp 
Property: When you use your elven accuracy racia l power 

while you have a drow or eladrin ally within 10 squares of 
you, you gain a + 2 bonus to the ..-eroll. 

Powe r (Encounter): Free Action. Tri88er: You m iss with 
an attack using the bow this bowstring is fitted to while 
you have a n elf ally within 1 O squares of you. Effect: 
You expend your fey step racial power or your use of the 
Lolthtouched racial tra it and ..-eroll the attack roll. 

CH 1\PTER 2 I It e m Sets 

This slend<'r rnithrnl circlet t1m11ts you the unique abilities of 
y1mr sibli118·m<e cJl!ies. 

Item Slot: Head 5,000 gp 
Property: While you have an e ladrin ally w ithin 10 squares 

of you. you gain a +5 item bonus to saving throws against 
charm effects. 

P..-operty: While you have an elf ally within 10 squares of 
you, each ally within 5 squares ot you gains a + l item 
bonus to Perception checks. 

Prope rty: While you have a drow ally within 1 0 ~quares of 
you, you gain darkvision. 

'niesl.' leather slows Clrl' imbued with the dork.fire power of rite 
drow. 

Item Slot : Hands 4,200 gp 
Property: When you hit an e nemy w ith your darkfire racial 

power, your e ladrin and e lf a llies gain a + 2 bonus to 
damage rolls against tha t e nemy until the end of your next 

t urn. 
Power (Encounte r): Minor Action. While you have a drow 

ally wit hin 10 squares of you, you can expend your elven 
accuracy racia l power or your fey step racial power to use 
the clarkflrc racial power (Fonc;onEN REALMS Player's Guide, 
page 8). 

These supple way boots help you close die distance 11cross rl1e 
b11ttlcjlelcl. 

Item Slot: Feet 9,000 gp 
Property: W hile you have a drow or elf ally within 10 

squares of you, t he range of your fey step racial power 
Increases by 2 squares. 

Powe..- (Encounte..- • Te le po rtation): Move Action. While 
you have an e ladrin ally wi th in 10 squares of you, you 
can expend your elven accuracy racial power or your use 
of the Lolthtouchccl racial trait to teleport 5 squares. 

I ' 

The sl1!fri118 col.ors of this swrf reflect 11 cormnou le9£1cy.w1111r 
irr1JJOl1 power ilr the presence of your siblina-race allies. 

Lvl 7 +2 2.600 gp Lvl 21 +5 325,000 gp 
Lvl 12 13 1 3,000 gp Lvl 27 +6 1,625,000 gp 
Lvl 1 7 +4 65,000 gp 
Ite m Slot: Neck 
Enhancem e nt: Fortitude, Reflex, and Will 
Property: While you have a drow ally within 10 squares of 

you, you gain a + 2 item bonus to Intimidate checks and 
Stealth checks. 

P..-operty: While you have an eladrin ally within 10 squares 
of you. you gain a + 2 item bonus to Arcana checks and 
History checks. 

Property: While you have an elf ally w ithin 10 squares of 
you, you gain a + 2 item bonus to Perception checks and 
Nature checks. 



FORTUNE STONES 
Nonmagical fortune stones were first created by devo­
tees ol'Avandra. goJ of'l11rk. /\-.simple talismans and 
tokens of faith. the stones provided common folk with 
a reminder that Avandra·s favor must be earned by 
deed. not bought by magical mean'> such a!> divination 
and prophecy. 1 Iowever. for followers who best exem­
plified her ideals. Ava ndra bestowed the power ofluck 
into magic Fortum:• Stone~. Thi-. \Ct of' relics regularly 
comes into the possession of adventurers and others 
who cpitonli.le the tenet that luck fa vors the bold. 

LORE 
H js tory or Re ligion DC 10: From dealing cards 

to casting dice to read ing entrails, divination has 
long had a powerr11 I al lure. The monk /\skar Rei was 
a follower ofAvcrndra and 11 11 expert on the subject, 
though most of his effort centered on exposing fa lse 
soothsayers and charlatnns. Askar labored to impress 
upon others that fort une must be earned, not made 
by magical means. 

History or Religion DC 16: In Rn cllon lo 
undermine the preva lence of false prophets a nd 
diviners among his people, J\sknr Hei and his fo llow­
ers fashioned and distributed symbolic tokens called 
fortu nc stones. These stones had no magical power, 
but were meant to provide the bearer with a focus for 
his or her actions in the prc'>cnt, thus increasing the 
chance ofAvandra\; favor for the future. 

History or Religion DC 21: Askar Rei has long 
since passed on into hi<>l<>r). hut it's said that his 
piety inspired Avandra to create sets of magic ror­
tune Stones for him and his closest followers. These 
enchanted stones provide a boon of luck to their 
bearers- a sign of the girls of fortune that Avandra 
bestows on the boldest and bravest. 

FORTUNE STONES ITEMS 
Lvl Name Price (gp) Item Slot 

12 Stone of ear th 13,000 Wondrous item 

12 Stone of f lame 13,000 Wondrous item 

12 Stone of light 13,000 Wondrous item 

12 Stone of shadow 13,000 Wondrous item 

12 Stone of s pirit 13,000 Wondrous item 

12 Stone of storms 13,000 W ondrous item 

12 Stone of wind 13,000 W ondrous item 

FORTUNE STONES BENEFITS 
Wielders• Benefit 
2 Each ally who bears a f ortune stone gains an 

item bonus to the rero ll granted by the 
stone's power equal to the number of allies 
who bear one or more items from this set . 

S Each a lly who bears a fortune stone gains a + 2 
item bonus to initiative and a +1 item bonus 

to saving th rows. 
*The number of allies who bear one or more items from 

the set. 

This smuuth bruw11 n,w1te is wttrm ro the couch. and the <1rc1me 
symbol.for "eorth" ad oms ir. 

Wondrous Item 1 3.000 gp 
Power (Da ily): Free Action. Tri88er: You miss an enemy 

with a melee weapon attack. Effect: Reroll the attack roll. 

The arcane symbol for "fire" s111ol1lers wilhin rhis dmnk of red­
tinaed cm1lrr.1rire. 

Wondrous It.em 1 3,000 gp 
Power (Daily): Free Action. Tri99er: You miss an enemy 

with a fire attack power. Effect: Reroll the attack rol l. 

This oml bead '!(white quarrz l1as the arrn11r symbol for "radi­
ance" 011 ib swfrice. 

Wondrous Item 13,000 gp 
Power (Da ily): Free Action. Tri99er: You miss an enemy 

with a radiant attack power. Effect.: Reroll the attack roll. 

The c1rcane symbol for "d(1rlmess" ercl1eJ across this rlllfJfJt:t of 
alossy hematite seems f(l absorb all linl1t 

Wondrous Item 1 3,000 gp 
Power (Daily): Free Action. Tri99er: You miss an enemy 

with a necrotic attack power. Effect; Reroll the attack rol l. 

This swirled 1ec1rdrop of la pis is scribed with rhe arcane symbol 
for· ~piril. ~ 

Wondrous Item 1 3,000 gp 
Power (Daily): Free Action. Tri99er: You miss an enemy 

with a psychic attack power. EffecL: Reroll the attack roll. 

The arcane symbols for ,;rh1111cl<'r" urn/ "livhr11i11v" nrr scribed 
011 opposite faces of rhis piece of rouah obsidian. 

Wondrous Item 13,000 gp 
Power (Daily): Free Action. Triaaer: You miss an enemy 

with a lightning or thunder attack power. Effect: Reroll 
the attack ro ll . 

This pale hlue zirco11 is scribed with the 111-cnne symbol for "air." 

Wondrous Item 13,000 gp 
Power {Dally): Free Action. Tri89er: You miss an enemy 

with a ranged weapon attack. Effect Reroll the attack ro ll. 
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H EIRLOOMS OF MAZGORAX 
AL Ll1e height of the dragonborn empire of ArkJ1osia. 
the lcgencinry artisa n Ma1.gorax fust crafted the 
items of this . ct as gifts for h is ch ildren . When his 
ch ildren were slain by a ruthless copper dragon. 
the Heirlooms of Mm,gora>. \\ e re scattered and sold. 
spreading the names of their bearers far and wide. 
Characters who claim these relics can gain some 
measure of the heroic nature of the dragonborn 
whom the itcmc; were named for. 

LORE 
History DC 14: The fa med dragon born crafter 

Mazgorax created the items of this set. In an cient 
A.rkhosia, he a nd his fa mi ly were members of the 
nobility, fa med for thcfr dedication an d service to the 
empire. lfac h itel!l in the Heirloom s of Mazgorax set 
is named for one of his child ren, a ll legendary drag· 
onborn heroes whose success owed itself u1 no small 
part to their father's cralt. 

History DC 19: Long before the fall ol'J\ rkhosia, 
the House of Mazgorax w •LS brough t down by the 
mach i nut iom. of a copper dragon named Salingrazi. 
Seeking power over the dragonborn, Salingrazi 
struck a t th l:' empire's strongest families in an effort 
to c;ow fear and unrest. Some say the copper dragon 
slill lives, and that he ha rbor<> a patiicular enmity for 
individuals who wear the hcirloorns. 

HEIRLOOMS OF MAZGORAX ITEMS 
Lvl Name Price (gp) Item Slot 
7+ Symbol of Gajz 2,600 Implement 

8+ Rovikar's weapon 3,400 Weapon 
9+ Keicha's amule t 4,200 Neck 

10 Ska ivanl's anklets 5,000 Feet 
11 Matrakk 's lenses 9,000 Head 

HEIRLOOMS OF MAZGORAX BENEFITS 
, Wielders• Benefit 

2 Each a lly who wears or wields an item from 
this set gains an Item bonus to Athletics, 
Bluff, Diplomacy, Endurance, and Religion 
checks equa l to the number of allies who 
wear or wie ld one or more items from this set. 

4 When a creature who wears or wields an item 
fro m this set would s pend a healing surge , 
that creature can allow an a lly who wears or 
wields an item from this set to sp end a 

healing surge ins tead. 
•The number of allies w ho wear or w ield one o r more 

items from the set . 
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The 9e111s1one ;mies of this amulet 9ranl you resisrance asai11s1 
)'Ollr enemies' l1e1rsltesr attacks. 

Lvl 9 +2 4,200 gp 
Lvl 14 +3 21.000 gp 
Lvl 19 +4 105,000 gp 
Item Slot: Neck 

Lvl 24 +5 
Lvl 29 +6 

Enhancement: Fortitude, Renex, and Will 

515,000 gp 
2.615,000 gp 

Property: After an extended rest, choose acid, cold, fire, 
lightning. or poison. You gain resist 5 to the chosen 
damage type. 
Level 14 or 19: Resist 1 0. 
Level 24 ur 2 9: Rt!:.bl 1 S. 

Power (Encounter}: Minor Action. You grant an ally within 
5 squa res of you the resistance from the amulet (losing 
that resistance yourselr) unt il the end of the encounter. 

ten>l!s of pl'ifcct crystal lwne your vision and protea you from 
u11acks th<1t hHJJl!I your sialtt. 

Item Slot: Head 9,000 gp 
Property: You gain an item bonus to Perception checks 

equal to the number of allies who wear or wield one or 
more items from this set. 

Property: You gain a + 1 bonus to all defenses against gaze 
attacks and a +5 bonus to saving throws against effects 
that cause the blinded condition. 



Inlaid wirh e1 delicate pnlrern in 9old leaf this wea(lon allows 
you to channel your own strm111h roan ally in battle. 

Lvl 8 +2 3.400 gp Lvl 23 +5 425,000 gp 
Lvl 13 +3 17,000 gp Lvl 28 +6 2,125,000 gp 
Lvl 18 +4 85.000 gp 
Weapon: Any 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Power (Daily): Immediate Interrupt. Tri98er: An ally you 

can see makes an attack roll. Effect: The triggering ally 
gains a bonus to the attack roll and damage roll equal to 
your Charisma modifier or your Strength modifier. If the 
triggering ally wears or wields one or more items from 
this set, the bonus increases by 2. 

' I 

These anklets tf lrwilicr a11d copper let you surae across the 
battlefldcl. 

Item Slot: Feet 5.000 gp 
Power (Encounter): Free Action. You gain a+ 2 rower 

bonus to speed until the end of your next turn. While 
this bonus is in effect, when you make an Acrobatics 
check or Athletics check and roll S or lower, you can re­
roll the check. 

The runes that adorn rl1is holy ~ymbCJl al1CJ1v )'CJllT heali118 pow­
ers w ara111resistance10 your allies. 

Lvl 7 +2 2,600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 13,000 gp Lvl 27 -'-6 1,625,000 gp 
Lvl 1 7 +4 65.000 gp 
Implement (Holy Symbol) 
Enhancement Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: When you use a healing power through this holy 

symbol, choose acid, cold, fire, lightning, or poison. Each 
ally affected by the rower gains resist 5 to the chosen 
damage type until the end of your next turn. If the ally is a 
dragon horn, the resistance increases by 5. If the ally wears 
or wields one or more items from this set, the resistance 
increases by 5. 
level 17 or 22: Each a lly gains resist 10. 
Level 27: Each ally gains resist 15. 

MAZGORAX'S CHlLDREN 
Armed with the items crafted by their father, the scions 
of Mazgorax lived lives of great fame and glory. 

Gajz: A devout worshiper of Bahamut, Gajz spent many 
years as the head of a temple in a desolate province at the 
northernmost reaches of the empire. Upon his father's 
death, he returned to take care of the estate. He surprised 
Salingrazi's assassins with his elusiveness, managing to stay 
one step ahead of them for over a year before disappear­
ing. Most think he was killed, but rumors suggest that he 
left Arkhosia to proselytize in a distant land. 

Keicha: With her noble bearing and elegant manner, 
Keicha served as a courtier in the Arkhosian capital. How­
ever, she a lso played a more secret role as bodyguard to 
the emperor's youngest daughter. She received many 
honors over the years and was a trusted member of the 
court. When a caravan transporting the emperor's daugh­
ter was ambushed, Keicha died defending her. 

Matrakk: With a preference for art and literature, 
Matrakk lived a less conspicuous life than his siblings. 
His sculptures and frescoes adorned the noble's houses 
of the Arkhosian capital and smaller settlements. For his 
political power and connections, Matrakk was targeted 
by Salingrazi's wrath. 

Rovikar: A fierce and inspiring warrior, Rovikar the 
Relentless led Arkhosian troops to the far reaches of the 
empire, conquering several new provinces in the name 
of the dragonborn. His standard-a golden basilisk-flew 
above countless fortresses of the frontier. It's said he was 
killed by Salingrazi's assassins while putting down a rebel­
lion in one of his conquered territories. 

Skaivani: A skilled athlete, Skaivani the Swift was a 
star attraction at Arkhosia's formalized sporting competi­
tions. Eventually feeling a greater sense of duty toward the 
empire, she 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. 
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RINGS OF THE AKAROT 
In dark barrows and within ancient rnansolcurnc; lie 
the '>ix members of the J\karot. An archaic league of 
powerful lords, these tyrants once ruled the Six Cities 
oft he Akarot, a ll long lost to lime. The six rulers were 
sa id to have wielded potent powN-powcr now locked 
within the rings lhat bear their name::.. 

LORE 
History DC 16: The original Rings of the Akarot 

were the roya l signets of the mystt'rious rulers of"six 
ancic11l city-states. Though the /\karot lords wielded 
considerable power, each fell over the course orlo11g 
years. and their cities were lost to the ravages of time_ 
Countless adventurers have since claimed the rings 
that bear their names,just as many have sought oul 
their lombs. However, the: resting places of the /\karot 
lords rema in a mystery. 

THE SlX ClTlES 
Each of the six cities of the Aka rot was ruled by a power­
ful tyrant. 

Hrumdar's Horn: Minotaurs living in the militaristic 
society of Hrumdar's Horn followed the savage minotaur 
lord for which their city was named. Built within a moun­
tain spire, Hrumdar's Horn threatened a wide spread of 
human lands below it. Dark legends spoke of prisoners 
being set loose in vast labyrinths within the mountain, 
hunted for sport by bloodthirsty minotaur warriors. 

Laga, the Smoking Waste: Built atop an ancient mine­
shaft, the city of Laga was perpetually shrouded in dust 
and smoke. Its ruler, Farndak, was a dwarf known for his 
greed and tyranny who enslaved the folk of nearby settle­
ments to labor in his deadly mines. 

Urual, Defier of Tides: Great walls imbued with pow­
erful magic protected the coastal city of Urual from the 
pounding tides of the sea. Rom Kala the Seaford ruled 
here, and his privateers scoured the nearby seas for the 
wealth that filled his coffers. A great tide is said to have 
destroyed his city after his death. 

Synnith Ord an: The eladrin city of Synnith Ord an was 
as beautiful as all the other settlements of that race. lts 
ruler, Haggaron, was the most secretive of the Aka rot. This 
fomorian king manipulated the eladrin of the city with the 
powerful magic of his ring. 

The Empty City: A twisting maze of stone and shadow, 
the Empty City contains gates that reach numerous places 
in the Shadowfell, including the dark port of Gloom­
wrought. Kartan, lord of the Empty City, was a shadar-kai 
who surrounded himself with nihilistic allies and soulless 
walking dead. 

Aurunia Palace: A sprawling, opulent estate housing 
thousands of servants and slaves, Aurunia Palace was 
known for its wealth and the narcissism of its mastt?r, 
Teros the Perfect. This human lord believed t hat his 
beauty was eternal, and he was said to go to any lengths 
to retain his youth and vigor. 
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History DC 24: While they still lived, lhr Akarot 
lords made a i.cc rc l pact, taking undead form to out­
live the mortal rnces they ruled over. The. six swore 
that when the old empires had fallen and left civi­
lized Jandc; undefended, Lhey "ould rise once more, 
banding together to conquer and control the world. 

History DC 29: The six cities of the /\karut were 
once seven cities. \A/hat ever d isusler befrll the sev· 
cnth was potent enough to wipe its record and its 
ruler from the an mi ls ofl~istory. Sherazuul'.o; block band 
is said to be the name of a seventh Ring oft he A karot 
lost in the cataclysm. Its history and power remain 
u n knovvn. 

RINGS OF THE AKAROT ITEMS 
Lvl Name Price (gp) Item Slot 

21 Rom Kala's tideshield ring 225,000 Ring 

22 Farndak's glittering ring 325,000 Ring 

23 Rlng of Hrumdar's halls 425,000 Ring 
24 Golden ring ofTeros 525,000 Ring 

25 Haggaron's ring of control 625,000 Ring 

26 l<artan's void ring 1,125,000 Ring 

RINGS OF THE AKAROT BENEFITS 
W ielders• Beneflt 
2 Each ally wearing a ring from this set can 

communicate telepathically with the others, 
regardless of distance. 

5 Each ally wearing a ring from this set gains 

the blood of the Aka rot power, described 
below. 

6 Each ally wearing a ring from this set gains 
the voice of the Al<orot power, described below. 

•The number of allies wearing one or more items from 

the set. 

You tap into your reserves ro res1ore your vita lily mul ilrat of 
your allies. 

At-Will +-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 hit points. 
Special: Using this power does not provoke opportunity 

attacks. 

Voice of the Akarot Item Set Power 

Clra1111eli119 tlie power c>f your c1/lies· will, you cor11111111rcl your 
enemies t.o stop atracllin9, thouah C!<ld1 ally is momentarily 
dl~oriented. 

Daily+- Charm 
Standard Action Close burst 5 
Target: Each enemy in burst 
Attack: +30 vs. Will 
Hit: The target cannot attack (save ends). 
Effect: Each ally wearing a ring from this set is dazed until 

the end of your next turn. 



Thi~ 9e111 sruclcled ri118 lets you drull' 1•i.i1or f rom your c1llies !'Ven 
m ii pulls 11 foe illlo your s msp. 

Item Slot: Ring 325,000 gp 
Property: When you spend a healing surge, you regain 

additional hit points equal to the number of allies who 
wear one or more rings from this set. 

If you've reached at least one milestone today. double 
the number of additional hit points you regain from this 
property. 

Power (Daily + Charm): Minor Action. Choose one enemy 
within 5 squares of you. You pull the chosen enemy 5 
squares and mark it (save ends). 

This bcoutifulfey-st)'led rin9 sharpms your ability to soorhe 
others rmd arnnrs you wntrol of their 111i11ds irr combat. 

Item Slot: Ring 625,000 gp 
Property: You gain a +4 item bonus to Bluff checks and 

Diplomacy checks (+6 against fey creatures). 
Power (Daily+ Charm): Minor Action. You choose a 

stunned enemy within 10 squares of you. The chosen 
enemy is dominated until the end of its next turn. The 
stunned condition is temporarily negated while the en­
emy is dominated, though its duration continues. If its 
duration allows, the stunned condition resumes once the 
dominated condition ends. 

If you've reached at least one milestone today, you can 
also use this power against enemies that are dazed, with 
the dazed condition temporari ly negated as above. 

The 111a9ic of this 9olden rinlJ protecrs your p/1_ysicnl per:fection 
fro111 lwrm. 

Item Slot: Ring 52 5.000 gp 
Property: You gain a + 2 item bonus to AC and Fortitude 

while you're not bloodied. 
Power (Daily): Immediate Reaction. TrisBer: An enemy hits 

you while you're at maximum hit points. Effect: You gain 
a +5 power bonus to your next attack roll against the 
triggering enemy. 

If you"ve reached at least one milestone today, you also 
gain resist S to a ll damage until you become bloodied or 
until the end of the encounter. 

The shiftinsform of this black rinlJ allows you ro clrnw off your 
e11e111ies-vi8or when one of their nearby allies drops. 

Item Slot: Ring 1,125,000 gp 
Power (At-Will + Healing, Necrotic): Free Action. Triaaer: 

You reduce an enemy within 20 squares of you to 0 hit 
points. Effect: Make an attack: Area burst 2 centered on 
that enemy; targets enemies; +29 vs. Fortitude: on a hit, 
the attack deals 1dl0 necrotic damage. and you regain 
2 hit points. This attack doesn't provoke opportunity 
attacks. 

If you've reached at least one milestone today, the 
attack deals 2d8 necrotic damage. and you regain 4 hit 
points. 

This solid iron band9rants you inSi81tt iluo the hazards of 1'1c 
u11d1!r9rouncl and lets _vou dril•e your foes before you. 

Item Slot: Ring 425.000 gp 
Property: You gain a +5 item bonus to Dungeoneering 

checks. 
Power (Daily): Minor Action. Make an attack: Ranged 30; 

targets one creature you can see; +26 vs. Will; on a hit, 
you slide the target 1 0 squares. 

If you've reached at least one milestone today, you can 
use this power one additional time against the same tar­
get on your next turn. 

nu• lllafJ iC of this blue-ween rill1J proteCIS )'Oii from dte denizens 
of tJ1e sl'tl and lets you stand fa>I i11 rnmlwr. 

Item Slot: Ring 225,000 gp 
Property: You gain resist 1 U to al l damage on attacks from 

aquatic creatures or water creatures. 
Power (Daily): Immediate Interrupt. Trinner: You or an ally 

within 'I 0 squares of you is pulled. pushed, or slid. Effect: 
You or your ally ignores the forced movement. 

If you've reached at least one milestone today. each 
ally within 1 0 squares of you reduces the distance of any 
forced movement by 1 square until the end of the en­
counter_ If the ally has a ring from this set , this effect lasts 
until the ally takes an extended rest . 
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APPENDlX: lTEM TABLES _) 
I he following !>ection comnlm ma,h:r tables for ;111 of the 
Items in \ c/l'en1urer's \ 'emir 1 . ltemc; arc sorn·d bv lnel and b, 
trpt'. I nch k·vcl hcatkr indkates the prict: ol it~ms of that • 
level. \\ ith lhc except ion of nmm11 11ltio11. lor which a pri<'e 
i.; givC'n ~cparatcl). l:;<1ch cnt 1) im ludes t hl' page number 011 

whit:h the i lf•111 cm1 bl· fi>u11d. vVcupons and armor cntriC's 
include information about the t.llt'gor) of each itt'm. I tem~ 

that .uc pa rt ~ of se t~ arc murl..ccl with an J<,tcrbk (). 

LrvrL 1 I rrMs 
WEAPONS 

360 GP 

Challenge-seeking Any melee 
weapon +1 

Earth·wrought hammer +1 Hammer 

WONDROUS ITEMS 
Blessed book 
loun's parchment 
Woundstitch powder 

WONDROUS LAIR ITEMS 
Sun globe 

LEVEL 2 lITMS 
ARMOR 

520 GP 

17 

17 

76 
76 
78 

81 

Armor of aegis expansion r 1 Cloth, leather 6 
•Armor of dwarvcn vigor -i 1 Chain, scale, plate 94 
Coru~cating armor +1 Scale, plate 7 
Hero's armor +1 Chain 9 
Rat killer's coat +1 Cloth, leather 11 
•shadow hunter hide +1 

WEAPONS 
Aftershock weapon +1 
Duelist's bow +1 
Entrapping weapon +1 
Farbond spellblade +1 
Guardian's call +1 
Harmonic songblade +1 
"Hungry spear +1 
Quicksilver blade +1 
Rebounding weapon +1 
Supremely vicious 

weapon +1 

Hide 

Any 
Bow 
Bow, crossbow 
Hvy blade, It blade 
Any melee 
Hvy blade, It blade 
Spear 
Lt blade 
Any ranged 
Any 

106 

15 
17 
17 
18 
19 
19 
98 
21 
21 
24 

Totemic spear - 1 Spear 14 
Totemic warclub +1 Mace 25 

STAFFS 
Staff of divinity +1 
Staff of knives ~1 
Verdant staff + 1 

TOTEMS 
Roaring bear totem + 1 
Totem of thunder's keeper +1 

ARMS SLOT 
• Bracers of enforced regret 
Preservation shield 

FEET SLOT 
•Boots of jaunting 

NECK SLOT 
Amulet of double fortune +1 
Amulet of elegy +1 
Badge of the berserker + 1 
Lifesaving brooch +1 

WONDROUS ITEMS 
•Prison of Salzacas 

WONDROUS LAIR ITEMS 
Door of alarm 
Window of escape 

LEVEL 3 lITMS 680 GP 
ARMOR 
Armor of sudden Cloth, leather 

recovery +1 
Holy adversary's armor +1 Cloth 
Moon armor + 1 Chain 
Nightmare ward armor +1 Leather. hide 
Predator's hide +1 Hide 
Robe of avoidance + 1 Cloth 
Runic armor + 1 Any 
Sanguine vestments +1 Cloth 
Spiked jacket +1 Leather, hide 
Wall armor +1 Any 
Warmage's uniform +1 Cloth, leather 

WEAPONS 
Aegis blade + 1 Hvy blade, It blade 
Alfsair spear + 1 Spear 
Aura killer weapon +1 Any melee 
Blood fury weapon + 1 Axe, hvy blade 

38 
39 
40 

45 
47 

96 
55 

102 

63 
63 
64 
67 

109 

80 
83 

6 

9 
10 
11 
11 
11 
12 
12 
13 
14 
14 

15 
15 
15 
17 

Whistling songbow +1 Bow. crossbow 15 Flesh grinder + 1 Axe, hvy blade, polearm 18 

AMMUNITION (25 GP PER ITEM) 
Onslaught arrow +1 27 

HOLY SYMBOLS 
loun-blessed symbol +1 '28 
Symbol of divine force +1 19 
Symbol of the first spirits 11 31 

ORBS 

Frost fury waraxe +1 Axe 18 
Great hunger weapon +1 Any melee 18 
Guardian's brand +1 Any melee 19 
•Pact blade + 1 Lt blade 108, 120 
•Rhythm blade + 1 Lt blade 97 
Songbow of vanishment +1 Bow, crossbow 23 
Targeting weapon +1 Bow. crossbow 24 

Orb of resilient tenacity +1 33 

RODS 
Rod of burgeoning memory +1 34 
Rod of the fickle servant + 1 36 

AMMUNITION (30 GP PER ITEM) 
Attention-stealing bullet +1 26 
Firestorm arrow +1 16 
Freezing arrow +1 17 
Lightning arrow +1 27 
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Spider bolt +1 27 HOLY SYMBOLS , 
Surprise bullet +1 28 Symbol of the holy nimbus +1 32 
HOLY SYMBOLS RODS J 
Symbol of brawn + 1 29 Darksplral rod +1 34 ~ . 
ORBS Rod of the pactbinder + 1 36 
Orb of supplementary force +1 34 STAFFS 
RODS Staff of iron Infusion + 1 38 
Hexer's rod +-1 34 TOMES 
Rod of divinity +1 35 Tome of striking lightning +1 42 

STAFFS TOTEMS 
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 +1 106 Master's wand of eyes of the vestige +1 so 
Fell beast totem +1 44 Master's wand of illusory ambush +1 so 
ARMS SLOT Master's wand of misdirected mark +1 S1 
Executioner's bracers 54 Master's wand of p.hantom bolt +1 51 
lunia's bracelet 5S Master's wand of spiteful glamor +1 S1 

FEET SLOT Master's wand of vicious mockery +1 S1 
• Swiftpad boots 100 Shielding wand +1 S2 

HANDS SLOT Wand of allure +1 S2 

•Gauntlets of arcane might 102 ARMS SLOT 

NECK SLOT Shield of silver light SS 

Amulet of warding +1 63 FEET SLOT 
0 Baffling cape +1 96 Riding boots 58 
Necklace of keys +1 67 HANDS SLOT 
•spidersilk mantle +1 109 * Blackleaf gloves 108 

WONDROUS LAIR ITEMS *Claw gloves 106 
Cask of liquid gold 79 Gauntlets of blood S8 
Window of deception 83 Poison gloves 61 

TATTOOS NECK SLOT 
Demonskln tattoo 87 *Cloak of the lion's mane +1 98 
Escape tattoo 84 Frostwolf pelt +1 66 

LEVEL 4 ITEMS 840 GP 
lucky charm +1 67 
Perlapt of proof against poison +1 67 

ARMOR 
WONDROUS ITEMS 

Dazzling plate +1 Plate 7 
Bed of rapid rest 79 

Genasi soul armor +1 Leather, hide 8 
Silence-warded room 82 

Lifefont armor +1 Hide 10 
Parchment armor +1 Cloth, leather 11 TATTOOS 

Scale of the serpent + 1 Scale 12 
Fireheart tattoo 87 

Serpentine armor +1 Scale 12 
Tattoo of arcane blood 84 

Time link armor +1 Chain 14 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 
0 Harmony blade +1 Hvy blade 97 Supporting armor +1 Scale, plate 13 
Impaler's pick +1 Pick 10 WEAPONS 
lntensifyh1g weapon +1 Any 20 *Rousing hammer +1 Hammer 9S 
Master'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 Anymelee 100 
Screaming bow +1 Bow 21 •weapon of great Any melee 96 
Stormbiter warblade +1 Hvy blade, It blade 23 opportunity +1 
•weapon of arcane Hvy blade, It blade 102 AMMUNITION (SO GP PER ITEM) 

bonds +1 Bending bullet +1 26 
Weapon of oaths Any melee 2S HOLY SYMBOLS 

fulfilled +1 Symbol of daring +1 
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STAFFS WEAPONS 
Staff of wind + 1 40 Aftershock weapon +2 Any 15 

TOTEMS Boltshard crossbow +2 Crossbow 17 

Bloodhunter totem + 1 43 Duelist's bow ~-2 Bow 17 

FEET SLOT Entrapping weapon +2 Bow, crossbow 17 

Boots of rapid motion 57 Farbond spellblade +2 Hvy blade, It blade 18 

"Panther slippers 106 Guardian's call +2 Anymclee 19 

HANDS SLOT Harmonic songblade +2 Hvy blade, It blade 19 

Gloves of grace 59 *Hungry spear +2 Spear 98 

*Gloves of recovery 96 *Infighting blade +2 Lt blade, axe 101 

*Lion's claw gauntlets 98 (one-handed only) 

• Resplendent gloves 104 Quicksilver blade +2 Lt blade 21 

HEAD SLOT 
Rebounding weapon +2 Any ranged 21 

*Circlet of arcane extension 102 Supremely vicious Any 24 

WONDROUS ITEMS 
weapon +2 

Deepfarer's pouch 76 Totemic spear +2 Spear 24 

TATTOOS 
Totemic warclub +2 Mace 25 

Tattoo of vengeance 85 
Whistling songbow +2 Bow, crossbow 25 

LEVEL 6 ITEMS 1,800 GP 
AMMUNITION (100 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 29 
Challenge-seeking Any melee 17 Symbol of foe turning +2 30 

weapon +2 "'Symbol of Gajz +2 135 
Earth-wrought hammer +2 Hammer 17 Symbol of shared healing +2 30 
ARMS SLOT Symbol of the first spirits +2 31 
*Warded vambraces 102 Symbol of vigor +2 32 

FEET SLOT ORBS 
Boots of bounding 57 Orb of resilient tenacity +2 33 
*Resplendent boots 104 RODS 
HANDS SLOT Rod of burgeoning memory +2 34 
*Alchemy gloves 97 Rod of stolen starlt +2 35 

HEAD SLOT Rod of the fickle servant +2 36 
•cat's-eye headband 106 STAFFS 
*Helm of exemplary defense 95 Moonsilver staff +2 38 
*Savage mask 107 Staff of divinity +2 38 
WAIST SLOT Staff of knives +2 39 
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 

LEVEL 7 ITEMS 2,600 GP 
Earthfall totem +2 44 

ARMOR 
Roaring bear totem + 2 45 

Armor of aegis expansion +2 Cloth, leather 6 
Totem of thunder's keeper + 2 47 

•Armor of dwarven vigor + 2 Chain, scale, plate 94 FEET SLOT 

Bastion armor +2 Scale, plate 6 Boots of surging speed 57 

Coruscating armor +2 Scale, plate 7 HANDS SLOT 

Death's brink armor +2 Scale, plate 7 • Dual-threat gauntlets 95 

Hero's armor +2 Chain 9 Feinting gloves 58 

Marauder's armor +2 leather, hide 10 HEAD SLOT 

*Radiant temple uniform +2 Cloth 103 Philosopher's crown 62 

Rat killer's coat +2 Cloth, leather 11 •Resplendent circlet 104 

Shadow hound armor +2 Hide 12 NECK SLOT 

*Shadow hunter hide +2 Hide 106 Amulet of double fortune +2 63 
*Shipboard armor +2 leather 101 Amulet of elegy +2 63 
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Badge of the berserker +2 64 Bolt of clumsiness +2 26 
•ctoak of the crimson path +2 107 Bolt of transit + 2 26 
•Deep-pocket cloak + 2 97 Dispelling bolt +2 26 
Lifesaving brooch + 2 67 Firestorm arrow +2 26 
•scarf of reconciliation +2 132 Freezing arrow +2 27 
Talisman of terror +2 69 Lightning arrow +2 27 

WAIST SLOT Space-shifting bolt +2 27 
Belt of nourishment 74 Spider bolt +2 27 

WONDROUS ITEMS Summoning bullet +2 28 

Map of unseen lands 77 Surprise bullet +2 28 

TATTOOS HOLY SYMBOLS 
Long-battle tattoo 86 Symbol of brawn +1 29 

Quick-step tattoo 8S Symbol of the champion's code +2 31 

Tattoo of the unlucky 86 Symbol ofthe radiant flame +2 32 

Tattoo of the wolverine 8S ORBS 

CONSUMABLES (100 GP PER ITEM) Orb of supplementary force +2 34 

Clay of creation 87 RODS 

LEVCL 8 ITEMS 3,400 GP 
Hexer's rod +2 34 

ARMOR 
Rod of divinity +2 3S 

Armor of sudden Cloth, leather 6 
STAFFS 

recovery +2 
Staff of resilience +2 39 

Holy adversary's armor +2 Cloth 9 
Staff of sleep and charm +2 39 

Kemstone armor +2 Scale, plate 9 
Staff of the faithful arcanist +2 40 

Moon armor +2 Chain 10 TOMES 

Nightmare ward armor +2 Leather, hide 11 Gossamer tome +2 42 

Predator's hide +2 Hide 11 TOTEMS 

Robe of avoidance +2 Cloth 11 Boar's charge totem +2 43 

Runic armor +2 Any 12 •Death fang totem + 2 106 

Sanguine vedment<; +J Cloth 11 Fell beast totem +2 44 

Slime armor +2 Scale, plate 13 Iron bear totem +2 44 

Spiderweb robes +2 Cloth 13 Totem of the satyr's dance +2 47 

Spiked jacket +2 Leather, hide 13 Vengeful spirit totem +2 47 

Wall armor +2 Any 14 ARMS SLOT 

Warmage's uniform +2 Cloth, leather 14 Charm bracelet 53 

WEAPONS • Hammer shield 95 

Aegis blade +2 Hvy blade, It blade 15 •Pincer shield 96 

Alfsair spear +2 Spear 15 FEET SLOT 

Aura killer weapon +2 Any melee 15 •Boarding boots 101 

•Blade of vengeance + 2 Hvy blade, It blade 103 Greaves of fortunate falling S8 

Blood fury weapon +2 Axe, hvy blade 17 HANDS SLOT 

•Blood harvest blade + 2 Lt blade 107 Grizzly gauntlets S9 

Flesh grinder +2 Axe, hvy blade, polearm 18 HEAD SLOT 
Frost fury waraxe +2 Axe 18 Fey-blessed circlet 62 
Great hunger weapon +2 Any melee 18 *Gadgeteer's goggles 97 
Guardian's brand +2 Any melee 19 Sacred mask 63 

Hideous weapon +2 Flail, hammer, pick 19 NECK SLOT 
*Pact blade +2 Lt blade 108, 120 Amulet of warding +2 63 
Ravenclaw warblade +2 Hvy blade 21 •Baffling cape +2 96 
*Rhythm blade +2 Lt blade 97 Courtier's cape + 2 66 
• Rovikar's weapon + 2 Any 135 Necklace of keys +2 67 
Songbow of vanishment +2 Bow, crossbow 23 Ore's-eye amulet +2 67 
Targeting weapon +2 Bow, crossbow 14 *Pavise charm +2 101 
Unforgettable cudgel +2 Mace 25 •Resplendent cloak +2 104 
• warding blade +2 Lt blade 103 • spidersilk mantle +2 109 
Writhing vine weapon +2 Any melee 25 WAIST SLOT 
AMMUNITION (115 GP PER ITEM) Potion bandolier 75 
Attention-stealing bullet +2 26 Stonewall belt 7S 
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WONDROUS ITEMS STAFFS 
•Bowstring of accuracy 132 Staff of Iron infusion -+ 2 38 
Vagabond's die 78 TOMES 
Whistle of wamng 78 Tome of crushing force t-2 42 

WONDROUS LAIR ITEMS Tome of striking lightning +2 42 
Alchemis t's workshop 79 TOTEMS 
Shlftstone 81 Panther totem +2 45 

TATTOOS Totem of the ravenous beast +2 47 
Curse eye tattoo 87 •rotem of the severed eye +2 107 
Fleet hero tattoo 87 Totem of winter's scorn +2 47 
lronheart tattoo 86 Wildfire totem +2 47 
Strongheart tattoo 86 Wlnterwood totem +2 48 
Tattoo of the esape artist 84 WANDS 
CONSUMABLES (125 GP PER ITEM) Diamond wand + 2 49 
Sliver sand 88 Hawthorn wand +2 49 
Vortex stone 88 Master's wand of eyes of the vestige +2 50 

Lt:vrL 9 I TIMS 4,200 GP 
Master's wand of illusory ambush +2 50 

ARMOR 
Master's wand of misdirected mark +2 51 

Dauling plate +2 Plate 7 
Master's wand of phantom bolt +2 51 

Oemonscale +2 Scale 8 
Master's wand of spiteful glamor +2 51 

Gcnasi soul armor +2 Leather, hide 8 
Master's wand of vicious mockery +2 51 

lifefonl armor +2 Hide 10 
Shielding wand +2 52 

Magnetic armor - 2 Scale, plate 10 
Wand of allure +2 52 

Parchment armor +2 Cloth, leather 11 ARMS SLOT 

Scale of the serpent +2 Scale 12 
'Bracers of zeal +2 103 

Serpentine armor +2 Scale 12 
Keeper's shield 54 

Time link armor +2 Chain 14 HANDS SLOT 

WEAPONS 
• Darkflre gloves 132 

Avalanche hammer +2 Hammer 15 
Illusionist's gloves 60 

Blood drlnker+2 Axe, hvy blade 16 HEAD SLOT 

Echoing songblade +2 Hvy blade, It blade 17 Bear headdress 61 

'Harmony blade +2 Hvy blade 97 NECK SLOT 
Impaler's pick -r2 Pick 20 Amulet of vigor +2 63 

Incisive dagger +2 Dagger 20 •Cloak of the lion's mane + 2 98 

Intensifying weapon +2 Any 20 Cloak of translocation +2 66 

• Kamesti crossbow + 2 Crossbow 101 Frostwolf pelt +2 66 

Master's blade +2 Hvy blade, It blade 20 •Keicha's amulet +2 134 

Maw of the guardian +2 Anymelee 10 lucky charm +2 67 

Screaming bow +2 Bow 21 Medic's amulet 1-2 67 

Songbow of lullabies +2 Bow, crossbow 22 Periapt of proof against poison +2 67 

Stormbiter warblade +2 Hvy blade, It blade 23 •shadowdancer's cloak +2 105 

"Weapon of arcane Hvy blade, It blade 102 WAIST SLOT 
bonds +2 Belt of fragile guard 74 

Weapon of oaths Any melee 25 •etear-blood baldric 95 

fulfilled +2 WONDROUS ITEMS 
AMMUNlTION (160 GP PER ITEM) •Endless quiver 101 

Arrow of revefation + 2 26 WONDROUS LAIR ITEMS 
Forblddance bolt +2 26 Feast table 80 

HOLY SYMBOLS TATTOOS 
Symbol of fire and fury + 2 30 Backlash tattoo 84 
Symbol of the holy nimbus +2 32 Reinforcement tattoo 84 
Symbol of unified defense +2 32 Strikeback tattoo 84 

RODS LEVFL 10 lITMS 5,000 GP 
Darkspiral rod +2 34 ARMOR 
Rod of obliterating wrath +2 35 Counterstrike armor + 2 Cloth, leather, hide 7 
Rod of the pactbinder +2 36 Healer's armor +2 Hide, chain 9 
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Shadow warlock armor +2 leather 12 FEET SLOT 
•shockweave armor +2 Cloth, leather 98 • Feystride boots 132 

Supporting armor + 2 Scale, plate 13 •Steady boots of the ram 111 

WEAPONS HANDS SLOT 
"Rousing hammer +2 Hammer 95 Gloves of ice 59 
Runic weapon +2 Any 21 Gloves of missile avoidance 59 
Supreme skirmisher's Bow 24 *Shadowdancer's gloves 105 

bow +l HEAD SLOT 
*Thane blood weapon +2 Any melee 100 Circlet of continuity 61 
•weapon of evil undone +2 Any 113 •Helm of vision unclouded 112 
•weapon of great Anymelee 96 • Matrakk's lenses 134 

opportunity +2 WAIST SLOT 
AMMUNITION (200 GP PER ITEM) Baldric of assault 74 
Bending bullet +2 26 WONDROUS ITEMS 
HOLY SYMBOLS Versatile spellbook 78 
Symbol of daring + 2 29 TATTOOS 
Symbol of protection +2 30 Teamstrike tattoo 86 

RODS CONSUMABLES (350 GP PER ITEM) 
Rod of devilry +2 35 Flash flower 88 
Torch of misery + 2 37 Rust bark 88 

STAFFS LEVEL 12 ITEMS 13,000 GP 
Blastwarp staff +2 38 
Staff of wind +2 40 ARMOR 

Armor of aegis expansion +3 Cloth, leather 6 
TOTEMS •Armor of dwarven vigor +3 Chain, scale, plate 94 
Bloodhunter totem +2 43 

Bastion armor +3 Scale, plate 6 
Dire totem +2 43 

Blackflock robe +3 Cloth 6 
Flameheart totem +2 44 

Coruscating armor +3 Scale, plate 7 
•stern mountain totem +2 112 

•oarkstrike armor +3 leather, hide 120 
Totem of nature's balm +2 45 

Death's brink armor +3 Scale, plate 7 
WANDS Hero's armor +3 Chain 9 
Sharpshooter's wand + 2 52 

Marauder's armor +3 leather, hide 10 
Wand of aptitude +2 52 •Radiant temple uniform +3 Cloth 103 
ARMS SLOT Rat killer's coat +3 Cloth, leather 11 
Barrage bracers 53 Shadow hound armor +3 Hide 12 
FEET SLOT 'Shadow hunter hide +3 Hide 106 
*Skaivani's anklets 135 •Shipboard armor +3 leather 101 
HEAD SLOT Teleporting armor +3 Scale, plate 14 
•orclet of revelations 132 WEAPONS 
• Shadowdancer's mask 105 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 82 Farbond spellblade +3 Hvy blade, It blade 18 

TATTOOS Guardian's call +3 Any melee 19 

Eager hero's tattoo 86 Harmonic songblade +3 Hvy blade, It blade 19 

Tattoo of shared consequence 85 *Hungry spear +3 Spear 98 

Tattoo of shared vengeance 85 •tnfighting blade +3 Lt blade, axe 101 

LrvrL 11 ITEMS 9,000 GP 
(one-handed only) 

Quicksilver blade +3 Lt blade 21 
ARMOR Rebounding weapon +3 Any ranged 21 
Gambler's suit +3 leather 8 

Shadowrift blade +3 Lt blade 21 
WEAPONS Supremely vicious Any 24 
Challenge-seeking Anymelee 17 weapon +3 

weapon +3 Totemic spear +3 Spear 24 
Earth-wrought hammer +3 Hammer 17 

Totemic warclub +3 Mace 25 
ARMS SLOT *Unbroken lance +3 Spear 111 
Force shield 54 Whistling songbow +3 Bow, crossbow 25 
• Raxordark brace rs 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-blessed symbol +3 28 •Stone of storms 133 

Symbol of branding +3 29 •stone of wind 133 

Symbol of divine fo rce +3 29 WONDROUS LAIR ITEMS 
Symbol of foe turning +3 30 Brilliant scrying basin 79 
• symbol of Gajz +3 13S Diplomat's table 80 
Symbol of shared healing +3 30 Door warden 80 
Symbol of the first spirits +3 31 Ritualist's lectern 81 

Symbol of vigor +3 32 Throne of dominion 83 

ORBS Watchful eye 83 

Orb of heightened imposition +3 33 L EVEL 13 lTI:MS 17,000 GP 
Orb of resi lient tenacity +3 33 ARMOR 
Orb of visionary protection +3 34 •Armor of essence Any 112 
RODS inviolate +3 
Rod of burgeoning memory +3 34 Armor of sudden Cloth, leather 6 
Rod of stolen starlt +3 35 recovery +3 
Rod of the fickle servant +3 36 *Champion's hauberk +3 Chain, scale 113 

STAFFS Gambit armor +3 Cloth, leather 8 
Moonsilver staff +3 38 Holy adversary 's armor +3 Cloth 9 
Staff of divinity +3 38 Kemstone armor +3 Scale, plate 9 
Staff of knives +3 39 "Mirrored plate +3 Plate 110 
Summoner's staff +3 40 Moon armor +3 Chain 10 
Verdant staff +3 40 Nightmare ward armor +3 l eather, hide 11 
TOMES Predator's hide +3 Hide 11 
Dispelling tome +3 41 Robe of avoidance +3 Cloth 11 

TOTEMS Runic armor +3 Any 12 
Earthfall totem +3 4 4 Sanguine vestments +3 Cloth 12 
Roaring bear totem +3 4S • skin of agonies +3 Leather, hide 124 
Totem of the harrier's claws +3 46 Slime armor +3 Scale, plate 13 
Totem of the night +3 46 Snaketongue robe +3 Cloth 13 
Totem of thunder's keeper +3 47 Spiderweb robes +3 Cloth 13 

ARMS SLOT Spiked jacket +3 leather, hide 13 
•crest of vigilance eternal 112 Wall armor +3 Any 14 

FEET SLOT Warmage's uniform +3 Cloth, leather 14 

Boots of unchecked passage 57 Winged armor +3 Any 14 

• 5hadowdancer's boots 105 WEAPONS 
HEAD SLOT Aegis blade +3 Hvy blade, It blade ·1s 
*Charger's headdress 111 Alfsalr spear +3 Spear 15 

Crown of equilibrium 61 Aura killer weapon +3 Any melee 1S 

NECK SLOT " Blade of vengeance +3 Hvy blade, It blade 103 

Amulet of double fortune +3 63 Blood fury weapon +3 Axe, hvy blade 17 

Amulet of elegy +3 63 *Blood harvest blade +3 Lt blade 107 

Badge of the berserker +3 64 *Bradaman's weapon +3 Hvy blade, axe, 110 

*Cloak of the crimson path +3 107 hammer 

•Deep-pocket cloak +3 97 Flesh grinder +3 Axe, hvy blade, polearm 18 

lifesaving brooch +3 67 Frost fury waraxe +3 Axe 18 

•Mantle of the golden general +3 123 *General's weapon +3 Po lea rm 123 

•Necklace of fate +3 121 Great hunger weapon +3 Any melee 18 

• Scarf of reconciliation +3 132 Guardian's brand +3 Any melee 19 

Talisman of terror .._3 69 Hideous weapon +3 Flail, hammer, pick 19 

WONDROUS ITEMS *Pact blade +3 Lt blade 108, 120 

Horn of dismissal 76 Ravenclaw warblade +3 Hvy blade 21 

*Shepherd's battle standard 119 •Rhythm blade -1 3 Lt blade 97 

•Stone of earth 133 • Rovikar's weapon +3 Any 135 

•Stone of flame 133 •scorpion tai l blade +3 Lt blade 131 
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·Shepherd's arms +3 Polearm, spear 119 NECK SLOT ~ 

Shrieking song bow + 3 Bow, crossbow 21 Amulet of warding +3 63 J 
-l 

Songbow of vanishment +3 Bow, crossbow 23 *Baffling cape +3 96 l . 
Targeting weapon +3 Bow, crossbow 24 Cloak of the desert +3 6S 

Unforgettable cudgel + 3 Mace 25 Courtier's cape +3 66 
• warding blade +3 Lt blade 103 "Fleece of renewal · 3 111 

Writhing vine weapon +3 Any melee 25 Necklace of keys +3 67 

AMMUNITION (650 GP PER ITEM) Ore's-eye amulet 3 67 
~ 

Attention-stealing bullet + 3 26 • Pavlse charm +3 101 

Bolt of clumsiness +3 26 *Resplendent cloak +3 104 

Bolt of transit +3 26 Seashimmer cloak +3 68 

Dispelling bolt +3 26 Shroud of ravens i 3 68 

Firestorm arrow +3 26 ~ Spidersllk mantle + 3 109 

Freezing arrow +3 27 WAIST SLOT 
Lightning arrow +3 27 Waistband of the grappler 75 

Space-shifting bolt +3 27 WONDROUS ITEMS 
Spider bolt +3 27 Ribbon of limitless questions 77 
Summoning bullet +3 28 WONDROUS LAIR ITEMS 
Surprise bullet +3 28 Magic drawbridge 81 

HOLY SYMBOLS TATTOOS 
Convert's symbol +3 28 Breakchain tattoo 87 
Symbol of brawn +3 29 Demonskin tattoo 87 
Symbol of the champion's code +3 31 

LEVEL 14 lITMS 2l000 GP Symbol of the radiant flame +3 32 

ORBS 
ARMOR 
Armor of dark deeds +3 Leather, hide 6 

Orb of repeated imposition , 3 33 
Daz.zling plate +3 Plate 7 

Orb of supplementary force +3 34 
Demonscale I 3 Scale 8 

RODS Formidable armor +3 Hide, chain 8 
Hexer's rod -! 3 34 

Genasi soul 01rmor ~ 3 l c;ithcr, hide 8 
Rod of divinity +3 35 

lifefont armor +3 Hide 10 
Spider rod .. 3 37 

Magnetic armor +3 Scale, plate 10 
STAFFS Parchment armor +3 Cloth, leather 11 
Staff of resilience -1 3 39 Scale of the serpent +3 Scale 12 
Staff of sleep and charm +3 39 

Serpentine armor 13 Scale 12 
Staff of the faithful arcanlst •-3 40 

Spirit armor +3 Chain 13 
TOMES Time link armor +3 Chain 14 
Gossamer tome +3 42 Translocating armor +3 Any 14 
Mordenkainen's tome +3 42 

WEAPONS 
TOTEMS Avalanche hammer +3 Hammer 15 
Boar's charge totem + 3 43 Banishing spellblade ·l 3 Hvy blade, It blade 16 
Bronzewood coils totem +3 43 Blood drinker +3 Axe, hvy blade 16 
•neath fang totem +3 106 • Dragontooth blade + 3 Hvy blade 130 
Fell beast totem +3 44 Echoing songblade t 3 Hvy blade, It blade 17 
Iron bear totem +3 44 • Harmony blade +3 Hvy blade 97 
Ufe river totem +3 44 Impaler's pick +3 Pick 20 
Totem of the awakened bear +3 45 Incisive dagger +3 Dagger 20 
Totem of the satyr's dance +3 47 Intensifying weapon +3 Any 20 
Vengeful spirit totem +3 47 •Kamesti crossbow +3 Crossbow 101 
ARMS SLOT Master's blade +3 Hvy blade, It blade 20 
Bloodhound bracers 53 Maw of the guardian +3 Anymelee 20 
•Bracelet of the radiant storm 115 Screaming bow +3 Bow 21 
Executioner's bracers 54 Songbow of lullabies +3 Bow, crossbow 22 
Frost charger bracers 54 Soul drinker weapon +3 Any melee 23 
•Shield of the world tree 121 Stormbiter warblade +3 Hvy blade, It blade 23 
HANDS SLOT •sword of melancholy +3 Hvy blade, It blade 124 
Gauntlets of discontinuity 58 •weapon of arcane Hvy blade, It blade 

bonds +3 
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•Weapon of cruel Any melee 114 HEAD SLOT 
persuasion ..-3 •Crown of the brilliant sun 115 

Weapon of oaths Any melee 25 • Golden crown of battle command 123 
fulfilled +3 •Helm ofable defense 118 

AMMUNITION (800 GP PER ITEM) • Mask of the vengeful spirit 111 

Arrow of revelatio n +3 26 '"Pennant helm 110 

Forbiddance bolt + 3 26 "Tenebrous mask 120 

HOLY SYMBOLS NECK SLOT 
Symbol offire and fury +3 30' Amulet of vigor ... 3 63 

Symbol of the holy nimbus +3 32 Assassin's cloak +3 64 

Symbol of unified defense +3 32 Chaos doak +3 65 

ORBS Cloak of the bat +3 65 

Orb of accuracy +3 33 •ooak of the Lion's mane 3 98 

RODS Cloak of translocatlon +3 66 

Darkspiral rod +3 34 *Crimson cloak +3 122 

Rod of obliterating wrath +3 35 Demon amulet +3 66 

Rod of the hag +3 36 Frostwolf pelt +3 66 

Rod of the pactbinder +3 36 *Kcicha's amulet +3 134 

STAFFS Lucky charm +3 67 

Staff of iron infusion + 3 38 Medallion of the mind + 3 67 

Staff of spell blasting +3 40 Medic's amulet +3 67 

TOMES 
Periapt of proof against poison +3 67 

Deck of spells +3 41 •shadowdancer's cloak ~ 3 105 

Tome of crushing force 3 42 Timeless locket +3 69 

Tome of enduring creation +3 42 RINGS 

Tome of striking lightning +3 42 Grace ring of lightning 70 

TOTEMS 
Grace ring of salvation 70 

Panther totem +3 45 Grace ward ring 70 

Razor talon totem +3 45 Unvanquished grace ring 74 

Totem of new beginnings +3 45 WAIST SLOT 

Totem of the ravenous beast +3 47 Acrobat's harness 74 

*Totem of the severed eye +3 107 •Sash of vitality ceaseless 112 

Totem of winter's scorn 3 47 WONDROUS LAIR ITEMS 
Wiidfire totem +3 47 Loadstone statue 81 

Wlnterwood totem +3 4& Teleportation disk 83 

WANDS TATTOOS 
Cursing wand .q 48 Fireheart tattoo 87 

Diamond wand +3 49 Tattoo of arcane blood 84 

Hawthorn wand +3 49 Tattoo of the shared heart 86 

Master's wand of eyes of the vestige +3 50 Lr:vu 15 I T£Ms 25,000 GP 
Master's wand of illusory ambush +3 50 ARMOR 
Master's wand of misdirected mark +3 51 Armor of sharecd valor 3 leather, chain 6 
Master's wand of phantom bolt +3 51 Counterstrike armor +3 Cloth, leather, hide 7 
Master's wand of spiteful glamor +3 51 •crystalline breastplate ... 3 Leather, hide, 118 
Master's wand of vicious mockery +3 51 chain, scale, plate 
Shielding wand + 3 52 Healer's armor +3 Hide, chain 9 
Wand of allure +3 51 Holy radiance armor +3 Chain 9 
Wand of thunderous anguish +3 52 Shadow warlock armor +3 leather 12 
ARMS SLOT ·shockweave armor +l Cloth, leather 98 
*Bracers of zeal +3 103 Supporting armor +3 Scale, plate 13 
Vortex shield 56 WEAPONS 
FEET SLOT Battle spirit weapon +3 Axe, fla il , hammer, 16 
Sandwalker boots 58 hvy blade, mace, spear 
•swift-step boots +3 115 •Blade of the eldritch Hvy blade 114 
HANDS SLOT knight +3 
Gauntlets of blood 58 •Reaper's axe +3 Axe 122 

• Rousing hammer +3 Ha mmer 95 
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Runic weapon +3 Any 21 TATTOOS 
Songbow of summoning +3 Bow, crossbow 22 Tattoo of vengeance 85 
Supreme skirmisher's Bow 14 

LEVrL 16 ITEMS 45,000 GP bow +3 < 
"Thane blood weapon +3 Any melee 100 ARMOR 

· weapon of evil undone +3 Any 113 
Gambler's suit +4 Leather 8 

•Weapon of great Any melee 96 WEAPONS 

opportunity +3 Challenge-seeking Any melee 17 

AMMUNITION (1,000 GP PER ITEM) 
weapon +4 

Bending bullet~ 3 26 Earth-wrought hammer + 4 Hammer 17 

HOLY SYMBOLS ARMS SLOT 

·champion's symbol +3 113 
Climber's bracers 53 

Symbol of daring +3 29 
Flameward shield 54 

Symbol of protection - 3 30 
Stormward shield 56 

RODS 
Winterward shield 56 

Rod of devilry +3 35 FEET SLOT 

Rod of silver rain +3 35 
Boots of blood 57 

Torch of misery +3 37 "Spark slippers 115 

STAFFS 
Survivor's boots 58 

Blastwarp staff +3 38 HANDS SLOT 

•Queen's staff +3 117 Gloves of dimensional grasp 58 

Staff of wind +3 40 •Restorative gauntlets 114 

•Tempest staff +3 131 HEAD SLOT 

TOTEMS Chimera headdress 61 

Bloodhunter totem +3 43 
•Mask of tears 123 

Dire totem +3 43 MOUNT SLOT 

Flameheart totem +3 44 •Bridle of flame 110 

•stern mountain totem +3 112 RINGS 
Totem of nature's balm +3 45 Death spiral ring 70 

Totem of the crashing tide +3 46 Ring of eladrin grace 71 

Totem of the scouring wind +3 47 •Ring of tactical brilliance 123 

WANDS WAIST SLOT 
Sharpshooter's wand ·r3 52 Baldric of time 74 

Wand of aptitude · 3 52 WONDROUS LAIR ITEMS 

ARMS SLOT Deceptive scrying basin 80 

Deathward shield 54 Dimensional anchor 80 

Rhino bracers 55 LEVEL 17 ITEMS 65,000 GP 
•Shield offellowshlp 110 ARMOR 
HANDS SLOT Armor of aegis expansion +4Cloth, leather 6 
•Resplendent gloves 104 •Armor of dwarven v igor +4 Chain, scale, plate 94 
HEAD SLOT Bastion armor +4 Scale, plate 6 
•Reaper's helm 122 Blackflock robe +4 Cloth 6 
NECK SLOT Coruscating armor +4 Scale, plate 7 
•ctoak of burgeoning shadow +3 120 • Darkstrlke armor +4 Leather, hide 120 
•Mantle of regrets +3 123 Death's brink armor +4 Scale, plate 7 

RINGS Hero's armor +4 Chain 9 
Alliance band 69 Marauder's armor +4 Leather, hide 10 
Crown of the dream king 69 • Mooncloth robes +4 Cloth 117 
•Ring of many forms 121 •Radiant temple uniform +4 Cloth 103 
Ring of sympathy 72 Rat killer's coat +4 Cloth, leather 11 
Ring of the zealous 72 Shadow hound armor +4 Hide 12 

WAIST SLOT •shadow hunter hide +4 Hide 106 
'General's belt 121 •Shipboard armor +4 Leather 101 

WONDROUS ITEMS Teleportlng armor +4 Scale, plate 14 

Ghostlight candle 76 WEAPONS 
Seed of war 78 Aftershock weapon +4 Any 15 

Boltshard crossbow +4 Crossbow 17 

f\ Pl' l"NO l)I. I I e .. ...i r 7 lt e 111 s 



Duelist's bow +4 Bow 17 FEET SLOT 
Entrapping weapon +4 Bow, crossbow 17 *Pursuer's boots 113 

Farbond spellblade +4 Hvy blade, It blade 18 HANDS SLOT 
Guardian's call +4 Any melee 19 Hero's gauntlets 59 
Harmonic songblade +4 Hvy blade, It blade 19 HEAD SLOT 
*Hungry spear +4 Spear 98 Philosopher's crown 62 
*Infighting blade +4 Lt blade, axe 101 NECK SLOT 

(one-handed only) Amulet of double fortune +4 63 
*lion's heart hammer +4 Hammer 130 Amulet of elegy +4 63 
Quicksilver blade +4 Lt blade 21 Badge of the berserker +4 64 
Rebounding weapon +4 Any ranged 21 *Cloak of the crimson path +4 107 
Shadowrift blade +4 Lt blade 21 •Deep-pocket cloak +4 97 
Supremely vicious Any 24 *Eldritch medallion +4 114 

weapon +4 Lifesaving brooch +4 67 
Totemic spear +4 Spear 24 *Mantle of the golden general +4 123 
Totemic warclub +4 Mace 15 •Necklace of fate +4 121 
*Unbroken lance +4 Spear 111 •Scarf of reconciliation +4 132 
Whistling songbow +4 Bow. crossbow 25 Talisman of terror +4 69 
AMMUNITION (2,600 GP PER ITEM) RINGS 
Onslaught arrow +4 27 • Ring of the radiant storm 115 
HOLY SYMBOLS Ring of unwelcome gifting 73 
loun-blessed symbol +4 28 Stone band 74 
Symbol of branding +4 29 Stormcatcher ring 74 
Symbol of divine force +4 29 WONDROUS LAIR ITEMS 
Symbol of divine light +4 29 Vigilant gargoyle 83 
Symbol of foe turning +4 30 

TATTOOS 
• Symbol of Gajz +4 135 Tattoo of the wolverine 85 
Symbol of shared healing +4 30 

CONSUMABLES (2,600 GP PER ITEM) 
Symbol of the first spirits +4 31 
• symbol of the forgotten one +4 124 

Clay of creation 87 

Symbol of vigor +4 32 Lrvr:L 18 l TEMS 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 l{emstone armor +4 Scale, plate 9 

Moonsilver staff +4 38 •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 avoidance +4 Cloth 11 

Verdant staff +4 40 Runic armor +4 Any 12 

TOMES 
Sanguine vestments +4 Cloth 12 

Dispelling tome +4 41 *Skin of agonies +4 Leather, hide 124 

TOTEMS 
Slime armor +4 Scale, plate 13 

Earthfall totem +4 44 
Snaketongue robe +4 Cloth 13 

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 

ARMS SLOT 
Winged armor +4 Any 14 

Absorbing shield 53 WEAPONS 

*Gauntlets of brutality 122 
Aegis blade +4 Hvy blade, It blade 15 
Alfsair spear +4 Spear 15 
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Aura killer weapon +4 Anymelee 15 TOMES r; 
•Blade of vengeance +4 Hvy blade, It blade 103 Frozen tome +4 41 
Blood fury weapon +4 Axe, hvy blade 17 Gossamer tome +4 42 .J 

•Blood harvest blade +4 Lt blade 107 Mordenkainen's tome +4 42 
*Bradaman's weapon +4 Hvy blade, axe, 110 TOTEMS 

hammer Boar's charge totem +4 43 
Flesh grinder +4 Axe, hvy blade, polearm 18 Bronzewood coils totem +4 43 
Frost fury waraxe +4 Axe 18 • Death fang totem +4 106 
*General's weapon +4 Po lea rm 123 Fell beast totem +4 44 
Great hunger weapon +4 Any melee 18 Iron bear totem +4 44 
Guardian's brand +4 Any melee 19 Life river totem +4 44 
Hideous weapon +4 Flail, hammer, pick 19 Totem of the awakened bear +4 45 
•Pact blade +4 Lt blade 108, 120 Totem of the satyr's dance +4 47 
Ravenclaw warblade +4 Hvy blade 21 Vengeful spirit totem +4 47 
•Rhythm blade +4 Lt blade 97 ARMS SLOT 
• Rovikar's weapon +4 Any 135 Charm bracelet 53 
*Scorpion tail blade +4 Lt blade 131 *Rebuking bracers 115 
•serpent's kiss bow +4 Bow 131 Serpentine bracers SS 
*Shepherd's arms +4 Polearm, spear 119 HANDS SLOT 
Shrieking songbow +4 Bow, crossbow 21 Hrothmar's gauntlets 60 
Songbow of vanishment +4 Bow, crossbow 23 

HEAD SLOT 
Targeting weapon +4 Bow, crossbow 24 Cyclops helm 61 
Unforgettable cudgel +4 Mace 25 

NECK SLOT 
• warding blade +4 Lt blade 103 

Amulet 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 Courtier's cape +4 66 
Bolt of clumsiness +4 26 • Fleece of renewal +4 111 
Bolt of transit +4 26 Necklace of keys +4 67 
Dispelling bolt +4 26 Ore's-eye amulet +4 67 
Firestorm arrow +4 26 *Pavise charm +4 101 
Freezing arrow +4 27 • Resplendent cloak +4 104 
Lightning arrow +4 27 Seashlmmer cloak +4 68 
Space-shifting bolt +4 27 Shroud of ravens +4 68 
Spider bolt +4 27 • Spidersilk mantle +4 109 
Summoning bullet +4 28 • star-strewn scarf +4 118 
Surprise bullet +4 28 

RINGS 
HOLY SYMBOLS • Ring of sorrows 113 
Convert's symbol +4 28 Ring of the fallen 72 
Symbol of brawn +4 29 Traveler's ring 74 
Symbol of defense +4 29 

WAIST SLOT 
Symbol of prayers recovered +4 30 

Belt of the Witch King 75 
Symbol of the champion's code +4 31 • Head-taker's belt 122 
Symbol of the radiant flame +4 32 

Phoenix sash 75 
ORBS WONDROUS LAIR ITEMS 
Orb of repeated imposition + 4 33 

Mirror of deception 81 
Orb of supplementary force +4 34 Spying mirrors (pair) 82 
RODS Throne of grandeur 83 
Battle-pact rod +4 34 

TATTOOS 
Hexer's rod +4 34 

Fleet hero tattoo 87 
Rod of divinity +4 35 

Greatwing tattoo 87 
Spider rod +4 37 

lronheart tattoo 86 
STAFFS Strongheart tattoo 86 
Spellshaper's staff +4 38 

CONSUMABLES (3,400 GP PER ITEM) 
Staff of resilience +4 39 

Silver sand 88 
Staff of sleep and charm +4 39 Vortex stone 88 
Staff of the faithful arcanist +4 40 
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LI.VU 19 }T[MS 105,000 GP TOMES 

ARMOR Deck of spells +4 41 

Armor of dark deeds +4 Leather, hide 6 Tome of crushing force +4 42 

Dauling plate +4 Plate 7 Tome of enduring creation +4 42 

Demonscale +4 Scale 8 Tome of striking lightning ..i.4 42 

Formidable armor +4 Hide, chain 8 TOTEMS 
Genasi soul armor +4 Leather, hide 8 Avalanche's wake totem +4 43 

Great cat armor .,..4 Hide 9 Panther totem +4 45 

lifefont armor -1 4 Hide 10 Razor talon totem +4 45 

Magnetic armor ~ 4 Scale, plate 10 Totem of new beginnings +4 45 

Parchment armor ..-4 Cloth, leather 11 Totem of the ravenous beast +4 47 

Scale of the serpent +4 Scale 12 •Totem of the 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 14 Winterwood totem +4 48 

Translocatlng armor +4 Any 14 WANDS 
WEAPONS Cursing wand +4 48 

Avalanche hammer +4 Hammer 15 Diamond wand +4 49 

Banishing spellblade +4 Hvy blade, It blade 16 Hawthorn wand +4 49 

Blood drinker -t 4 Axe, hvy blade 16 Master's wand of eyes of the vestige +4 50 

• Dragontooth blade +4 Hvy blade 130 Master's wand of illusory ambush +4 50 

Echoing songblade t 4 Hvy blade, It blade 17 Master's wand of misdirected mark +4 51 

•Harmony blade +4 Hvy blade 97 Master's wand of phantom bolt +4 51 

Impaler's pick + 4 Pick 20 Master's wand of spiteful gfamor +4 51 

Incisive dagger +4 Dagger 20 Master's wand of vicious mockery +4 51 

Intensifying weapon +4 Any 20 Shielding wand +4 52 

*Kamesti crossbow .,..4 Crossbow 101 Wand of allure +4 52 

Master's blade -..4 Hvy blade, It blade 10 Wand of thunderous anguish +4 52 

Maw of the guardian +4 Anymelee 20 ARMS SLOT 
Screaming bow ~ 4 Bow 21 Ankhmon's bracers 53 
Songbow of lullabies +4 Bow, crossbow 22 *Bracers of zeal +4 103 
Soul drinker weapon +4 Any melee 13 FEET SLOT 
Space-bending weapon +4 Hvy blade, It blade 13 •swift-step boots .,..4 115 
Stormblter warblade +4 Hvy blade, It blade 23 HANDS SLOT 
*Sword of melancholy +4 Hvy blade, It blade 124 •cloves of the wandering star 117 
•weapon of arcane Hvy blade, It blade 101 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 65 
Weapon of oaths Any melee 25 Cloak of the bat +4 65 

fulfilled +4 *Cloak of the lion's mane +4 98 
AMMUNITION (4,200 GP PER ITEM) Cloak of the shadowthief +4 65 
Arrow of revelation +4 26 Cloak of translocation +4 66 
Forbiddance bolt +4 26 *Crimson cloak t-4 122 
HOLY SYMBOLS Demon amulet +4 66 
Symbol of flre and fury · 4 30 Frostwolf pelt +4 66 
Symbol of the holy nimbus +4 31 • Kelcha 's amulet +4 134 
Symbol of unified defense +4 32 Lucky charm +4 67 

ORBS Medallion of the mind +4 67 
Orb of accuracy +4 33 Medic's amulet +4 67 

RODS Perla pt of proof against poison -t-4 67 

Darkspiral rod +4 34 *Shadowdancer's cloak +4 105 

Rod of obliterating wrath +4 35 Timeless locket +4 69 

Rod of the hag +4 36 RINGS 
Rod of the pactbinder +4 36 Death song ring 70 

STAFFS Grace ring of prowess 70 

Staff of iron Infusion +4 38 Shadowfell signet 73 

Staff of spell blasting +4 40 
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WAIST SLOT Totem of the world tree +4 47 
Baldric of shielding 74 WANDS 
*Belt of breaching 114 Sharpshooter's wand +4 52 

LEVEL 20 lITMS 125,000 GP Wand of aptitude + 4 52 

ARMOR HANDS SLOT 

Armor of shared valor +4 Leather, chain 6 *Dimensional gauntlets 114 

Counterstrike armor +4 Cloth, leather, hide 7 Many-fingered gloves 61 

•crystalline breastplate +4 Leather, hide, 118 HEAD SLOT 

chain, scale, plate Gibbering lump 62 

Healer's armor +4 Hide, chain 9 •sun sphere 118 

Holy radiance armor +4 Chain 9 NECK SLOT 

Shadow warlock armor +4 Leather 12 Bloodgem shard +4 65 

*Shockweave armor +4 Cloth, leather 98 Bralani cloak +4 65 

Spectral plate +4 Plate 13 "Cloak of burgeoning shadow +4 120 

Supporting armor +4 Scale, plate 13 *Mantle of regrets +4 123 

WEAPONS RINGS 
•Rousing hammer +4 Hammer 95 Ring ot action reversal 71 

Battle spirit weapon +4 Axe, flail, hammer, 16 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 axe +4 Axe 122 Diamond cincture 75 

Runic weapon +4 Any 21 TATTOOS 
Songbow of summoning +4 Bow, crossbow 22 Eager hero's tattoo 86 
Supreme skirmisher's Bow 24 LEVEL 21 lTrMs 225,000 GP 

bow +4 
*Thane blood weapon +4 Any melee 100 

ARMOR 

•weapon of evil undone + 4 Any 113 
Gambler's suit +5 Leather 8 

*Weapon of great Anymelee 96 WEAPONS 

opportunity +4 
Challenge-seeking l\ny mclcc 17 

AMMUNITION (5,000 GP PER ITEM) 
weapon +5 

Bending bullet +4 26 
Earth-wrought hammer +5 Hammer 17 

HOLY SYMBOLS 
HANDS SLOT 

•champion's symbol +4 113 
Gloves of ice 59 

Symbol of daring +4 29 
HEAD SLOT 

Symbol of protection +4 30 
Essence of the wisp 61 

ORBS 
RINGS 

Orb of distance denial +4 33 
Ring of heroic health 71 

Orb of petrification +4 33 
Ring of influence 72 

RODS 
Ring of traded knowledge 72 

Rod of devilry +4 35 
*Rom Kala's tideshield ring 137 

Rod of silver rain I 4 35 WAIST SLOT 

Torch of misery +4 37 
•Artificer's belt 119 

STAFFS 
CONSUMABLES (9,000 GP PER ITEM) 

Blastwarp staff +4 38 
Flash flower 88 

*Queen's staff +4 117 
Rust bark 88 

Staff of wind +4 40 LEVtL 22 l TEMS 325,000 GP 
*Tempest staff +4 131 ARMOR 
TOTEMS Armor of aegis expansion +5 Cloth, leather 6 
Bloodhunter totem +4 43 *Armor of dwarven vigor +5 Chain, scale, plate 94 
Dire totem +4 43 Bastion armor +5 Scale, plate 6 
Flameheart totem +4 44 Blackflock robe +5 Cloth 6 
Nine furies totem +4 44 Coruscating armor +5 Scale, plate 7 
*Stern mountain totem +4 112 *Darkstrike armor +S Leather, hide 120 
Totem of nature's balm +4 45 Death's brink armor +5 Scale, plate 7 
Totem of the crashing tide +4 46 Hero's armor +5 Chain 9 
Totem of the scouring wind +4 47 Marauder's armor +5 Leather, hide 10 
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*Mooncloth robes +5 Cloth 117 TOMES 
"Radiant temple uniform +5 Cloth 103 Dispelling tome +5 41 

Rat killer's coat +5 Cloth, leather 11 TOTEMS 
Shadow hound armor +5 Hide 12 Earthfall totem +5 44 

*Shadow hunter hide +5 Hide 106 Roaring bear totem +5 45 

*Shipboard armor +5 leather 101 Totem of the harrier's claws +S 46 

Teleporting armor +5 Scale, plate 14 Totem of the night +5 46 

WEAPONS Totem of thunder's keeper +S 47 

Aftershock weapon +5 Any 15 HANDS SLOT 
Boltshard crossbow +5 Crossbow 17 *Gauntlets of magical interchange 119 

Duelist's bow +5 Bow 17 NECK SLOT 
Entrapping weapon +S Bow, crossbow 17 Amulet of double fortune +5 63 

Farbond spellblade +5 Hvy blade, It blade 18 Amulet of elegy +5 63 

Guardian's call +5 Any melee 19 Badge of the berserker +5 64 

Harmonic songblade +S Hvy blade, It blade 19 •Cloak of the crimson path +5 107 

*Hungry spear +5 Spear 98 •Deep-pocket cloak +5 97 

• infighting blade +5 Lt blade, axe 101 • Eldritch medallion +S 11 4 
(one· handed only) lifesaving brooch +5 67 

*lion's heart hammer +5 Hammer 130 •Mantle of the golden general +5 123 
Quicksilver blade +5 Lt blade 21 •Necklace of fate +5 121 

Rebounding weapon +S Any ranged 21 *Scarf of reconciliation +S 132 

Shadowrift blade +S Lt blade 21 Talisman of terror +5 69 

Supremely vicious Any 24 RINGS 
weapon +5 *Farndak's glittering ring 137 

Totemic spear +S Spear 24 WONDROUS LAIR ITEMS 
Totemic warclub +S Mace 25 All-seeing eye 79 
• Unbroken lance +5 Spear 111 Gorgonblood mortar 81 
Whistling songbow +5 Bow, crossbow 25 

AMMUNITION (13,000 GP PER ITEM) Ll:Vl:L 23 l Tf:MS 425,000 GP 

Onslaught arrow +5 27 ARMOR 

HOLY SYMBOLS 
Armor of enduring health +5 Hide, chain 6 

loun-blessed symbol +S 28 • Armor of essence Any 112 

Symbol of branding +5 29 inviolate +5 

Symbol of divine force +-S 29 Armor of sudden Cloth, leather 6 

Symbol of divine light +5 29 recovery +5 

Symbol of foe turning +5 30 *Champion's hauberk +5 Chain, scale 113 

•symbol of Gajz +5 135 Gambit armor +5 Cloth, leather 8 

Symbol of shared healing +S 30 Holy adversary's armor +5 Cloth 9 

Symbol of the first spirits +5 31 Kemstone armor +S Scale, plate 9 

•symbol of the forgotten one +5 124 Mind armor +5 Scale, plate 10 

Symbol of vigor +5 32 •Mirrored plate +5 Plate 110 

ORBS 
Moon armor +5 Chain 10 

Orb of heightened imposition +S 33 
Nightmare ward armor +S leather, hide 11 

Orb of resilient tenacity +S 33 
Predator's hide +S Hide 11 

Orb of visionary protection +S 34 Robe of avoidance +5 Cloth 11 

RODS 
Runic armor +S Any 12 

Rod of burgeoning memory +S 34 
Sanguine vestments +S Cloth 12 

Rod of stolen starlight +S 35 
*Skin of agonies +S Leather, hide 124 

Rod of the fickle servant +5 36 
Slime armor +5 Scale, plate 13 

Snaketongue robe +S Cloth 13 
STAFFS Spiderweb robes +S Cloth 13 
Moonsilver staff +5 38 Spiked jacket +5 Leather, hide 13 
St aff of divinity +S 38 *Tinkersuit +S Leather 129 
Staff of knives +S 39 Wall armor +S Any 14 
•Staff of the Far Wanderer +S 117 Warmage's uniform +5 Cloth, leather 14 
Summoner's staff +S 40 Winged armor +5 Any 14 
Verdant staff +5 40 

WEAPONS 
Aegis blade +S Hvy blade, It blade 15 
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Alfsair spear +S 
Aura killer weapon +S 
•Blade of vengeance +S 
Blood fury weapon +S 
•Blood harvest blade +S 
"'Bradaman's weapon +S 

Death mark weapon +S 
Flesh grinder +S 
Frost fury waraxe +S 
•General's weapon +5 
Great hunger weapon +5 
Guardian's brand +S 
Hideous weapon +S 
•pact blade +S 
Ravenclaw warblade +S 
•Rhythm blade +S 

Spear 15 
Any melee 15 
Hvy blade, It blade 103 
Axe, hvy blade 17 
Lt blade 107 
Hvy blade, axe, 110 
hammer 
Any 17 
Axe, hvy blade, polearm 18 
Axe 
Pol ea rm 

18 
123 

Any melee 18 
Any melee 19 
Flail, hammer, pick 19 
Lt blade 108, 120 
Hvy blade 21 
Lt blade 97 

•Rovikar's weapon +S Any 135 
*Scorpion tail blade +5 Lt blade 131 
*Serpent's kiss bow +5 Bow 131 
•shepherd's arms +5 Polearm, spear 119 
Shrieking songbow +S Bow, crossbow 21 
Songbow of vanishment +!5 Bow, crossbow 23 
Targeting weapon +5 Bow, crossbow 24 
Unforgettable cudgel +5 Mace 15 
•warding blade +5 Lt blade 103 
Writhing vine weapon +S Any melee 15 

AMMUNITION (17,000 tGP PER ITEM) 
Attention-stealing bullet +S 26 
Bolt of clumsiness +5 26 

Bolt of transit +5 
Dispelling bolt +5 
Firestorm arrow +5 
Freezing arrow +5 
lightning arrow +5 
Space-shifting bolt +5 
Spider bolt +S 
Summoning bullet +5 
Surprise bullet +S 

HOLY SYMBOLS 
Convert's symbol +5 
Symbol of brawn +S 
Symbol of defense +5 
Symbol of prayers recover,ed +5 
Symbol of the champion's code +S 
Symbol of the radiant flame +5 

ORBS 
Orb of repeated imposition +S 
Orb of supplementary force +S 

RODS 
Battle-pact rod +S 
Hexer's rod +5 
Rod of divinity +S 
Spider rod +S 

STAFFS 
Spellshaper's staff +S 
Staff of luck and skill +S 

26 
26 
26 
27 
27 
27 
27 
28 
28 

28 
29 
29 
30 
31 
32 

33 
34 

34 
34 
35 
37 

38 
39 

Staff of resilience +5 
Staff of sleep and charm +S 
Staff of the faithful arcanist +S 

TOMES 
Frozen tome +S 
Gossamer tome +S 
Mordenkainen's tome +5 

TOTEMS 
Boar's charge totem +S 
Bronzewood coils totem +5 
• Death fang totem +5 
Fell beast totem +5 
Iron bear totem +5 
life river totem +5 
Totem of the awakened bear +S 
Totem of the satyr's dance +5 
Vengeful spirit totem +5 

ARMS SLOT 
• Delbanian vambraces 
Executioner's bracers 

HEAD SLOT 
lenses of the luminary 

NECK SLOT 
Amulet of warding +S 
• Baffling cape +S 
Cloak of the desert +S 
Courtier's cape +5 
*Fleece ofrenewal +5 
Necklace of keys +S 
Orc's·eye amulet +S 
• Pavlse charm +5 
Possum amulet +5 
*Resplendent cloak +5 
Seashimmer cloak +5 
Shroud of ravens +5 
• Spidersilk mantle +5 
•star-strewn scarf +5 

RINGS 
Greater ring of invisibility 
• Ring of Hrumdar's halls 
Ring of the risen 

WONDROUS LAIR ITEMS 
Arcane laboratory 
Austere dojo 
Holy shrine 
Sacred glade 

TATIOOS 
Breakchain tattoo 
Demonskin tattoo 

L EVEL 24 ITEMS 
ARMOR 

525,000 GP 

Armor of dark deeds +5 
Dazzling plate +S 
Demonscale +S 
Formidable armor +5 
Genasi soul armor +5 
Great cat armor +S 

leather, hide 
Plate 
Scale 
Hide, chain 
leather, hide 
Hide 
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39 
39 
40 

411 
42 
42 

4:1 
43 

106 
44 
44 
44 
4!> 
4:7 
4:7 

12!~ 

54 

6:2 

63 
96 
6.5 
6t6 

11'1 

67 
6'7 

101 

68 
104 
68 
68 

109 
118 

71 
137 

71 

79 
79 
81 
81 

87 
87 

6 
7 
8 
8 
8 
9 



lifefont armor +5 Hide 10 TOTEMS 
Magnetic armor +5 Scale, plate 10 Avalanche's wake tc)tem +5 43 
Parchment armor +S Cloth, leather 11 Panther totem +5 45 
Scale of the serpent +5 Scale 12 Razor talon totem +5 45 
Serpentine armor +5 Scale 12 Totem of new beglr11nings +5 45 
Spirit armor +S Chain 13 Totem of the ravenous beast +5 47 
Time llnk armor +5 Chain 14 *Totem of the severed eye +5 107 
Translocating armor +5 Any 14 Totem of winter's s1:orn +5 47 

WEAPONS Wildfire totem +5 47 
Avalanche hammer +5 Hammer 15 Winterwood totem +5 48 

Banishing spellblade +5 Hvy blade, It blade 16 WANDS 
Blood drinker +5 Axe, hvy blade 16 Cursing wand +5 48 
• Dragontooth blade +5 Hvy blade 130 Diamond wand +5 49 
Echoing songblade +!> Hvy blade, It blade 17 Hawthorn wand +5 49 
• Harmony blade +5 Hvy blade 97 Iron wand +5 49 
Impaler's pick +5 Pick 20 Master's wand of e)res of the vestige +5 50 
Incisive dagger +5 Dagger 20 Master's wand of illusory ambush +5 50 
Intensifying weapon -1-5 Any 20 Master's wand of misdirected mark +5 51 
*Kamesti crossbow +5 Crossbow 101 Master's wand of phantom bolt +S 51 
Master's blade +5 Hvy blade, It blade 20 Master's wand of spiteful glamor +5 51 
Maw of the guardian +5 Any melee 20 Master's wand of vicious mockery +5 51 
Screaming bow +5 Bow 21 Shielding wand +5 52 
Songbow of lullabies +5 Bow, crossbow 22 Wand of allure +5 52 
Soul di-inker weapon +5 Any melee 23 Wand of thunderou1s anguish +5 52 
Space-bending weapon +5 Hvy blade, It blade 23 ARMS SLOT 
Stormbiter warblade +5 Hvy blade, It blade 23 "Bracers or zeal +5 103 
•Sword of melancholy +5 Hvy blade, It blade 124 Trapping shield 56 
• weapon of arcane Hvy blade, It blade 102 FEET SLOT 

bonds +5 "Boots of Caiphon 125 
*Weapon of cruel Any melee 114 Fey warrior's boots 58 

persuas ion +5 *PropelJant boots 129 
Weapon of oaths Any melee 25 "Swift-step boots +5 115 

fulfilled +5 HANDS SLOT 
AMMUNITION (21,tOOO GP PER ITEM) Gauntlets of blood 58 
Arrow of revelation +5 26 HEAD SLOT 
Forbiddance bolt +5 26 • 1oun's flame 127 
HOLY SYMBOLS NECK SLOT 
Symbol of fire and fury +S 30 Amulet of vigor +5 63 
Symbol of reflection +5 30 Assassin's cloak +5 64 
Symbol of the holy niimbus +5 32 Chaos cloak +5 65 
Symbol of unified delfense +5 32 Cloak of the bat +S 65 
ORBS "Cloak of the lion's mane +5 98 
Orb of accuracy +S 33 Cloak of the shado1111thief +5 65 
RODS Cloak of translocatllon +5 66 
Darkspiral rod +5 34 *Crimson cloak +5 122 
Rod of obliterating wrath +5 35 Demon amulet +S 66 
Rod of the hag +S 36 Frostwolf pelt +5 66 
Rod of the pactbinder +5 36 • Keicha's amulet +!) 134 
STAFFS Lucky charm +5 67 
Staff of iron infusion +5 38 Medallion of the milnd +5 67 
Staff of spell blasting: +5 40 Medic's amulet +S 67 

TOMES Periapt of proof against poison +5 67 
Deck of spells +5 41 "Shadowdancer's d oak +5 105 
Tome of crushingfor1ce +5 42 Soul shard talismar1 +5 69 
Tome of enduring CrE~ation +5 42 Timeless locket +5 69 
Tome of striking lightning +5 42 RINGS 
Toxic tome +5 43 "'Golden ring ofTeros 137 
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Ring of battlements 71 STAFFS 
Ring of focus 71 Blastwarp staff +5 38 

J 

WONDROUS LAIR ITEMS •Queen's staff +5 117 fl 

Chandelier of revelation 80 Staff of wind ~s 40 ' 
TATTOOS •Tempest staff +5 131 

Fireheart tattoo 87 TOTEMS 
Tattoo of arcane blood 84 Bloodhunter totem +5 43 
Tattoo of the shared heart 86 Dire totem +5 43 

CONSUMABLES (21,000 GP PER ITEM) Flameheart totem .. 5 44 .l 
lmmurement of arcane suspension 89 Nine furies totem + 5 44 ~ 

lmmurement of the abandoned throne 90 •stern mountain totem ., 5 112 

lmmurement of the blood vine 90 Totem of nature's balm +5 45 

L EVEL 25 lT[MS 625.000 GP 
Totem of the crashing tide +5 46 

ARMOR 
Totem of the scouring wind +5 47 
Totem of the world tree ~ 5 47 

Armor of shared valor +5 leather, chain 6 
Counterstrike armor +5 Cloth, leather, hide 7 

WANDS 

•crystalline breastplate +5 leather, hide, 118 
Sharpshooter's wand +5 52 

chain, scale, plate 
Wand of aptitude -t 5 52 

Healer's armor +S Hide, chain 9 ARMS SLOT 

Holy radiance armor +5 Chain 9 
Deathward shield 54 

Shadow warlock armor +5 leather 12 HANDS SLOT 

•Shock weave armor t 5 Cloth, leather 98 "Resplendent gloves 104 

Spectral plate +5 Plate 13 •zehir's gloves 127 

Supporting armor +5 Scale, plate 13 NECK SLOT 

WEAPONS Bloodgem shard +5 65 

•Rousing hammer +5 Hammer 95 Bralani cloak +5 65 

Battle spirit weapon +5 Axe, flail, hammer, 16 *Cloak of burgeoning shadow +5 120 

hvy blade, mace, spear •Mantle of regrets +5 123 

•Blade of the eldritch Hvy blade 114 Periapt of wound closure · 5 67 

knight +5 RINGS 
•Reaper's axe .,.5 Axe 122 *Haggaron's ring of control 137 

Runic weapon +5 Any 21 WONDROUS LAIR ITEMS 
Songbow of summoning +5 Bow, crossbow 22 Magic weapon rack 81 

Supreme skirmisher's Bow 24 TATTOOS 
bow -1 5 Tattoo of vengeance 85 

•Thane blood weapon +5 Any melee 100 CONSUMABLES (25,000 GP PER ITEM) 
•weapon of evil undone t 5 Any 113 lmmurement of the dragon boneyard 90 
•weapon of great Any melee 96 LEVEL 26 lITMS 1.125,000 GP 

opportunity +5 
ARMOR 

AMMUNITION (25,000 GP PER ITEM) Gambler's suit +6 l eather 8 
Bending bullet 1-5 26 

WEAPONS 
Phasing arrow +5 27 

HOLY SYMBOLS 
Challenge-seeking Any melee 17 

•champion's symbol +5 113 
weapon -1 6 

loun stone of divine knowledge +5 28 
Earth-wrought hammer +6 Hammer 17 

Symbol of daring +5 29 
ARMS SLOT 

Symbol of protection r5 30 
Flameward shield 54 
Stormward shield 56 

ORBS Winterward shield 56 
Orb of distance denial +5 33 

FEET SLOT 
Orb of petrification +5 33 

RODS 
Clearing cleats 57 

Rod of devilry .. 5 35 
HANDS SLOT 

Rod of silver rain +5 35 
• Hands of Hadar 125 

•Rod of Ulban +5 126 RINGS 

Torch of misery +5 37 
*Bloodshard ring 124 
*Karlan's void ring 137 
Ring of guarded will 71 
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TATTOOS Symbol of the first spirits +6 31 

Ghostwalk tattoo 87 •Symbol of the forgotten one +6 114 

CONSUMABLES (45,000 GP PER ITEM) Symbol of vigor +6 32 

lmmurement of seething scorla 89 ORBS 
lmmurement of the vengeful river 91 Orb of heightened imposition + 6 33 

LrvrL 27 1 ITMS 1.625,000 GP 
Orb of resilient tenacity +6 33 

ARMOR 
Orb of visionary protection +6 34 

Armor of aegis Cloth, leather 6 RODS 

expansion +6 
Rod of burgeoning memory +6 34 

•Armor of dwarven Chain, scale. plate 94 
Rod of stolen starlight t-6 35 

vlgor +6 
Rod of the fickle servant -+ 6 36 

Bastion armor +6 Scale, plate 6 
Rod of the risen dead +6 37 

Blackflock robe +6 Cloth 6 STAFFS 

Coruscating armor +6 Scale, plate 7 
Moonsilver staff +6 38 

• Darkstrike armor +6 Leather, hide 120 
Staff of divinity +6 38 

Death's brink armor +6 Scale, plate 7 
Staff of knives +6 39 

Gallant armor +6 Plate 8 
•Staff of the Far Wanderer +6 117 

Hero's armor +6 Chain 9 
Summoner's staff +6 40 

Marauder's armor +6 Leather, hide 10 Verdant staff +6 40 

•Moon cloth robes +6 Cloth 117 TOMES 

•Radiant temple uniform +6 Cloth 103 Dispelling tome +6 41 

Rat killer's coat +6 Cloth, leather 11 TOTEMS 

Shadow hound armor +6 Hide 12 Earthfall totem +6 44 

•shadow hunter hide +6 Hide 106 Roaring bear totem +6 45 

·Shipboard armor +6 Leather 101 Totem of the harrier's claws -+ 6 46 

Telcporting armor +6 Scale, plate 14 Totem of the night +6 46 

WEAPONS 
Totem of thunder's keeper +6 47 

Aftershock weapon +6 Any 15 FEET SLOT 

Boltshard crossbow +6 Crossbow 17 •Time-jumping boots 128 

Duelist's bow +6 Bow 17 HANDS SLOT 
Entrapping weapon +6 Bow, crossbow 17 Great hero's gauntlets 59 

Farbond spellblade -r6 Hvy blade, It blade 18 HEAD SLOT 
Guardian's call +6 Any melee 19 Firebird 62 

Harmonic songblade +6 Hvy blade, It blade 19 •Mirrored mask 125 

•Hungry spear +6 Spear 98 Philosopher's crown 62 

• tnFighting blade +6 Lt blade, axe 101 NECK SLOT 
(one-handed only) Amulet of double fortune +6 63 

•uon's heart hammer +6 Hammer 130 Amulet of elegy +6 63 

Quicksilver blade +6 Lt blade 21 Badge of the berserker ·I 6 64 

Rebounding weapon +6 Any ranged 21 •cloak of the crimson path +6 107 

Shadowrift blade +6 Lt blade 21 •Deep-pocket cloak +6 97 

Supremely vicious Any 24 • Eldritch medallion +6 114 

weapon +6 Lifesaving brooch +6 67 

Totemic spear +6 Spear 24 • Mande of the golden general +6 123 

Totemic warclub +6 Mace 25 *Necklace of Fate +6 121 

•Unbroken lance +6 Spear 111 •Scarf of reconciliation -I 6 132 

Whistling songbow +6 Bow, crossbow 25 Talisman of terror +6 69 

AMMUNITION (65,000 GP PER ITEM) RINGS 
Onslaught arrow +6 27 • Avandra's ring 126 

HOLY SYMBOLS •Ring of Khirad 126 

loun-blessed symbol +6 28 TATTOOS 
Symbol of branding -.-6 29 Resurgence tattoo 84 

Symbol of divine force -r6 29 Tattoo of the wolverine 85 

Symbol of divine light +6 29 CONSUMABLES (65,000 GP PER ITEM) 
Symbol of foe turning +6 30 Clay of creation 87 
•symbol of Gajz +6 135 
Symbol of shared healing +6 30 
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LEVll 28 ITEMS 2,125,000 GP AMMUNITION (85,000 GP PER ITEM) 

ARMOR Attention-stealing bullet +6 26 

Armor of enduring health +6Hide, chain 6 Bolt of clumsiness +6 26 

•Armor of essence Any 112 Bolt of transit +6 26 

inviolate ... 6 Dispelling bolt +6 26 

Armor of sudden Cloth, leather 6 Firestorm arrow +6 26 

recovery +6 Freezing arrow +6 27 

Champion's hauberk +6 Chain, scale 113 lightning arrow +6 27 

Gambit armor +6 Cloth, leather 8 Space-shifting bolt +6 27 

Holy adversary's armor +6 Cloth 9 Spider bolt +6 27 

Kemstone armor +6 Scale, plate 9 Summoning bullet +6 28 

Mind armor +6 Scale, plate 10 Surprise bullet ~6 28 

Mirrored plate +6 Plate 110 HOLY SYMBOLS 
Moon armor +6 Chain 10 Convert's symbol +6 28 

Nightmare ward armor +6 leather, hide 11 Symbol of brawn +6 2 9 

Predator's hide +6 Hide 11 Symbol of defense +6 29 

Robe of av<:>id1mce +6 Cloth 11 Symbol of prayers re covered +6 30 

Runic armor +6 Any 12 Symbol of the champion's code ~6 31 

Sanguine vestments +6 Cloth 12 Symbol of the radiant flame +6 32 

•Skin of agonies + 6 leather, hide 124 ORBS 
Slime armor +6 Scale, plate 13 Orb of repeated imposition +6 33 
Snaketongue robe ~6 Cloth 13 Orb of supplementary force +6 34 
Spidersweb robes +6 Cloth 13 RODS 
Spiked jacket +6 leather, hide 13 Battle-pact rod -+ 6 3 4 
· Tinkersuit +6 Leather 129 Hexer's rod +6 34 
Wall armor +6 Any 14 Rod of divinity +6 35 
Warmage's uniform +6 Cloth, leather 14 Spider rod +6 37 
Winged armor +6 Any 14 STAFFS 
WEAPONS Spellshaper's staff +6 38 
Aegis blade +6 Hvy blade, It blade 15 Staff of luck and skjll +6 39 
Alfsair spear +6 Spear 15 Staff of resilience +6 39 
Aura killer weapon +6 Anymelee 15 Staff of sleep and charm +6 39 
•Blade of vengeance +6 Hvy blade, It blade 103 Staff of the faithful arcanist +6 40 
Blood fury weapon +6 Axe, hvy blade 17 TOMES 
•Blood harvest blade +6 Lt blade 107 Confounding tome +6 41 
• Bradaman's weapon +6 Hvy blade, axe, 110 Frozen tome +6 41 

hammer Gossamer tome +6 42 
Death mark weapon +6 Any 17 Mordenkalnen's tome +6 42 
Flesh grlnd·er +6 Axe, hvy blade, polearm 18 TOTEMS 
Frost fury waraxe +6 Axe 18 Boar's charge totem +6 43 
"General's weapon +6 Po lea rm 123 Bronzewood coils totem +6 43 
Great hunger weapon +6 Any melee 18 •Death fang totem +6 106 
Guardian's brand +6 Any melee 19 Fell beast totem +6 44 
Hideous weapon -r6 Flail, hammer, pick 19 Iron bear totem +6 44 
•Pact blade +6 Lt blade 108, 120 life river totem +6 44 
Ravenclaw warblade -r6 Hvy blade 21 Totem of the awakened bear -t-6 45 
•Rhythm blade t-6 Lt blade 97 Totem of the satyr's dance +6 4 7 
•Rovlkar's weapon +6 Any 135 Vengeful spirit totem +6 47 
•Scorpion tall blade +6 Lt blade 131 WANDS 
•serpent's kiss bow +6 Bow 131 • Feyshard wand +6 12S 
•Shepherd's arms +6 Polearm, spear 119 HEAD SLOT 
Shrieking songbow +6 Bow, crossbow 21 • crown of stuttered time 128 
Song bow of vanishment .-6 Bow, crossbow n 

NECK SLOT 
Targeting weapon +6 Bow, crossbow 24 Amulet of warding +6 63 
Unforgettable cudgel +6 Mace 2S • Bafning cape +6 96 
• warding blade +6 Lt blade 103 ·Bane's collar +6 126 
Writhing vine weapon +6 Any melee 25 Cloak of the desert +6 65 
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Courtier's cape +6 66 Screaming bow +6 Bow 21 
•Fleece of renewal +6 111 Songbow of lullabies +6 Bow, crossbow 22 
Necklace of keys +6 67 Soul drinker weapon ..-6 Anymelee 23 
Ore's-eye amulet +6 67 Space-bending weapon +6 Hvy blade, It blade 23 
• Pavise charm +6 101 Stormbiter warblade +6 Hvy blade, It blade 23 
Possum amulet +6 68 •sword of melancholy +6 Hvy blade, It blade 124 
*Resplendent cloak +6 104 *Weapon of arcane Hvy blade, It blade 102 
Seashimmer cloak +6 68 bonds +6 
Shroud of ravens +6 68 •weapon of cruel Any melee 114 
•spidersilk mantle +6 109 persuasion +6 
'"Star-strewn scarf +6 118 Weapon of oaths Anymelee 25 

RINGS fulfilled +6 

Ring of fearlessness 71 AMMUNITION (105,000 GP PER ITEM} 
Ring of windows 73 Arrow of revelation +6 26 

WAIST SLOT Forbiddance bolt +6 26 

Sash of heroic inspiration 75 HOLY SYMBOLS 
Sash of regeneration 75 Symbol of fire and fury +6 30 

TATTOOS Symbol of reflection +6 30 

Fleet hero tattoo 87 Symbol of th!) holy nimbus +6 32 

Greatwing tattoo 87 Symbol of unified defense +6 32 

lronheart tattoo 86 ORBS 
Strongheart tattoo 86 Orb of accuracy +6 33 

CONSUMABLES (85,000 GP PER ITEM) RODS 
lmmurement of baleful gossamer 89 Darkspiral rod +6 34 
lmmurement of the mordant hideaway 91 • Pelor's scepter +6 127 
lmmurement of the strident statuary 91 Rod of obliterating wrath +6 35 
Silver sand 88 Rod of the hag +6 36 
Vortex stone 88 Rod of the pactbinder +6 36 

LEVEL 29 lITMS 2,625,000 GP STAFFS 

ARMOR 
Staff of iron infusion +6 38 

Armor of dark deeds +6 Leather, hide 6 
Staff of spell blasting +6 40 

Dazzling plate +6 Plate 7 TOMES 

Demonscale +6 Scale 8 Deck of spells +6 41 

Formidable armor +6 Hide, chain 8 Tome of crushing force +6 42 

Genasi soul armor +6 Leather, hide 8 Tome of enduring creation +6 42 

Great cat armor +6 Hide 9 Tome of striking lightning -t-6 42 

Lifefont 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 Scale 12 Razor talon totem +6 45 

Spirit armor +6 Chain 13 Totem of new beginnings +6 45 

Time link armor +6 Chain 14 Totem of the ravenous beast +6 41 

Translocating armor +6 Any 14 *Totem of the severed eye +6 107 

WEAPONS 
Totem of winter's scorn +6 47 

Avalanche hammer +6 Hammer 15 Wildfire totem +6 47 

Banishing spellblade +6 Hvy blade, It blade 16 Winterwood totem +6 48 

Blood drinker +6 Axe, hvy blade 16 WANDS 

*Dragontooth blade +6 Hvy blade 130 Cursing wand +6 48 

Echoing songblade +6 Hvy blade, It blade 17 Diamond wand +6 49 

•Harmony blade +6 Hvy blade 97 Hawthorn wand +6 49 

Impaler's pick +6 Pick 20 Iron wand +6 49 

Incisive dagger +6 Dagger 20 Master's wand of eyes of the vestige +6 so 
Intensifying weapon +6 Any 20 Master's wand of illusory ambush +6 50 

*Kam es ti cros,sbow +6 Crossbow 101 Master's wand of misdirected mark +6 51 

Master's blade +6 Hvy blade, It blade 20 Master's wand of phantom bolt +6 51 

Maw of the guardian +6 Any melee 20 Master's wand of spiteful glamor +6 51 
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Master's wand of vicious mockery +6 5·1 *Weapon of evil undone +6 Any 113 ill 
Shielding wand +6 5;z •Weapon of great Any melee 96 

Wand of allure +6 5:z opportunity +6 re 
Wand of thunderous anguish +6 5:~ AMMUNITION (125,000 GP PER ITEM) t 

ARMS SLOT Bending b~llet +6 26 2 
• Bracers of zeal +6 103 Phasing arrow +6 27 JJ 

FEET SLOT HOLY SYMBOLS 
*Swift-step boots +6 1115 *Champion's symbol +6 113 ~ 

HEAD SLOT loun stone of divine knowledge +6 28 -'l 
Crown of victory 6'1 Symbol of daring +6 29 ~ 

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 doak +6 6.5 Orb of petrification +6 33 

Cloak of the bat +6 65 RODS 
*Cloak of the Uon's mane +6 9,g Rod of devilry +6 35 

Cloak of the shadowthief +6 65 Rod of silver rain +6 35 

Cloak of translocation +6 6 16 *Rod ofUlban +6 126 

*Crimson cloak +6 122 Torch of misery +6 37 

Demon amulet +6 66 STAFFS 
• Far-step amulet +6 125 Blastwarp staff +6 38 
Frostwolf pelt +6 66 *Queen's staff +6 117 
• Keicha's amulet +6 134 *Staff of time +6 128 
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 128 Totem of nature's balm +6 45 

L EVEL 30 lITMS 3,125,000 GP Totem of the crashing tide +6 46 

ARMOR 
Totem of the scouring wind +6 47 

Armor of shared health +6 Chain 6 
Totem of the world tre.e +6 47 

Armor of shared valor +6 Leather, chain 6 WANDS 

Counterstrike armor +.Ei Cloth, leather, 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 a.rmor +6 leather 12 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 +6 120 

"'Rousing hammer +6 Hammer 9·5 •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 Axe 122 Diamond cincture 75 

Runic weapon + 6 Any 2.1 Wraith's cord 75 

Songbow of summoning +6 Bow, crossbow 22 WONDROUS ITEMS 
Supreme skirmisher's Bow 2:4 *Vecna's puzzle box 127 

bow +6 TATTOOS 
'"Thane blood weapon +6 Any melee 100 Eager hero's tattoo 86 
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