[image: image1.jpg]



Hidden Lore

Table of Contents

New Rules & Errata


Skill Modifiers


Combat Rules


Advanced Miniature Rules


Mass Combat


Healing & Recovering Wounds


Sailing & Ships


Poisons, Toxins & Drugs


Monster Creation

Twists of Fate


Timeline, Resting, and Spell Study


Events for PCs

Treasure & Enchanted Items

[image: image2.png]




New Rules & Errata


As the first couple of campaigns developed the world and mythology of Selan, certain questions would pop up as the players became bolder and bolder.  “Can I do this?” was quickly replaced by “so what’s the penalty to do this?”  Soon players were tossing homemade porcupines or attacking villains with chests filled with silver.  While we could never hope to give a system for every possible action a player may dream up, we feel that these pages will assist and clarify some of the more mysterious rules and uses of skills.  As for the swashbucklers with silver laden chests, you are on your own.

Skill Modifiers

The following skill modifiers are suggestions for the GM.  Not every modifier will be appropriate for every situation, nor will every GM agree with our numbers.  Feel free to play as fast and loose and you choose, but try to stay consistent.  After all, most players will remember the exact penalty to cross the slippery rope bridge in the rain that caused his character to plummet several hundred feet far longer than you will.  

In addition to sheer number crunching data, we have attempted to discuss several skills in greater detail to dispel any misunderstandings and confusion.  The skill modifiers are grouped by the general area of interest as presented in the Core Rules (Covert, Guild, Knowledge, Magic, Physical, Social, and Wilderness).  If a specific modifier is not available for the situation we recommend the following general list of modifiers.  Combat skills will be discussed in its own separate section along with a great number of optional rules and maneuvers.

	+ 50
	Nearly impossible to mess it up

	+ 25
	Extremely easy

	+ 15
	Easy or simple to accomplish

	+ 5
	A bit easier than normal

	- 5
	A little harder than normal

	- 15
	Complicated

	- 25
	Difficult to perform

	- 40
	Extremely difficult

	- 50
	Almost impossible

	- 60
	Nearly impossible

	- 85
	Inhumanly impossible


Picking Locks

As any good thief will tell you, picking a lock is not an easy thing.  Locks are temperamental, often ingenious, and are sometimes even trapped.  It takes time to pick a lock, and even then it is not a sure thing.  The first attempt to pick a lock only requires thirty seconds (5 rounds of game-time), the second attempt requires one minute of game-time (10 rounds), and the third attempt requires five minutes of game time (50 rounds).  Only three attempts can be made on any single lock until the thief has rested for 6 hours.  The thief may then attempt three more times to pick the lock; all requiring five minutes each.  If these are unsuccessful then the thief may not attempt to pick the lock again until the next level of experience.

Ancient, rusty, and worn

- 20

Old & unprotected

- 10

Well maintained & oiled

+ 5

Easy or simple Lock

+ 15

Hard Lock


- 5

Complicated Lock

- 15

Difficult Lock


- 25

Extremely difficult Lock

- 40

Almost impossible Lock

- 50

Nearly impossible Lock

- 60

Inhuman lock


- 85

Safe w/ plenty of time

+ 10

Under stressful conditions

- 10

Actively being attacked

- 25

Makeshift tools & picks

- 20

Poor quality tools & picks

- 10

Good quality tools & picks
+ 5

No light, Braille only

- 40

Low light, w/o night vision
- 15

Low light w/ night vision

- 5

Wearing gauntlets

- 50

Wearing hard leather gloves
- 25

Wearing soft leather gloves
- 5

Wearing soft cloth gloves

No penalty

Healing and Resting Wounds

Injury is healed at a rate of 1d10 + 1/10th the character’s Health attribute per day of complete and total bed rest.  After all of the normal injury is healed, the character must then recover all of the accumulated injury that has accrued since the last period of rest.  Characters who continue to adventure with accumulated wounds will begin to feel the weight of the muscle soreness, small cuts, bruises, and other freshly healed wounds.  If the character does not rest after the adventure has been completed, then the character will suffer the effects as if currently only having 21 – 30 injury points remaining.  If they continue to adventure after this then after a week then they will suffer the effects of only having 11 – 20 injury points remaining.  

While healing or during battle, healing magic or prayers can reduce the wounds present on a character.  This only applies to actual injury (i.e. loss of injury points) and can NEVER affect accumulated injury.  The only way to accelerate the healing of accumulated wounds is to have a physician or other characters skilled in first aid tend to the patient.  The physician does not have to make the patient his only concern, and may tend to other patients during the same day.  Patients healing with the aid of a physician receive 1/10th the First Aid skill of the doctor in injury points recovered each day.  Physicians who attempt to heal themselves only receive 1/20th of their First Aid skill per day.  When more than one physician is aiding a patient, only the highest skill should be used to determine healing.

The empathic healing skill possessed by Followers of Mures and some others will reduce the current actual injury by transferring that injury to the healer.  While the injury absorbed heals extremely quickly, the accumulated injury remains until the healer rests and recovers as normal.  Empathic healing can be used to absorb poison or toxin from a victim.  When used in this way the effect is lessened by one level, but no other healing is done.  The empathic healer will automatically receive the ¼ effect of the appropriate poison.  Disease and critical wounds can never be empathically healed.

The Save from Death spell is one of the most useful emergency spells in the book.  A first level spell that can restore a pulped character from negative 250 injury points to positive 1d10.  When cast during the next round it will save any victim from death.  The only unfortunate point is that it will place the recipient of the spell in a coma for 1d10 hours and is unable to heal by ANY means other than natural rest.  Empathic healing, magical healing, anything short of direct divine aid will be unable to improve their condition.  The more puissant 3rd Power spell Negate Injury has the same effects, but will not prevent further magical healing.

Sailing Rules and Vessels

Sailing is not like driving a car, riding a horse, or piloting a motorboat.  The mechanics, physics, and atmosphere surrounding sailing open a whole new venue for adventures.  These rules assume that the players have purchased, borrowed, rented, stolen, or purchased passage on a sailing vessel.   These rules will attempt to explain some very basic terms and concepts behind sailing but should be treated only as a primer.

The term ship is one that is too often misused.  The term ship correctly refers to any boat with three or more sails.  Anything less is a boat.  The rear of the boat is the stern or aft.  The front of the boat is the fore or bow.  The left side is.

Every boat no matter the size requires a crew.  Each boat may have a different minimum crew complement.  If the crew is not large enough for the boat there will be problems in course corrections and in dire weather.  The minimum crew required is listed with the statistics for each boat.  The crew has an average level of skill that must be determined.  Anyone with a sailing skill of 01 – 20% is considered Green.  A skill of 21 – 50 denotes a Competent sailor.  A skill of 51 – 70 denotes a Skilled sailor, while a Veteran seaman has a skill of over 71.  There are also a minimum number of officers for each vessel.  An officer must be competent to qualify.  Whichever the majority of the crew falls into is the category for the entire crew.  There will always be the grizzled sailor or the inexperienced youngster aboard.  This should not affect the overall crew skill.

Travel by boat should be broken down into four-hour watches.  A navigation roll will be required for every third watch or every time there is a serious course change.  Tacking should not be considered a major course change. If the navigation roll fails then the boat will be off course by the percentage failed.  Every watch should roll on the random event chart.  Most rolls will result in either no event or a peaceful meeting.  Roll on the appropriate chart for the area being traversed.

Well Populated Waterways

01 – 20

No Event

21 – 50

Fishing Boat

51 – 70

Merchant Boat

71 – 80

Naval Patrol Boat

81 – 90

Fishing Fleet

91 – 95

No Event

96 – 99

Pirate or Brigand

100 Monster Encounter

Semi-Populated Waterways

01 – 40

No event

41 – 70

Fishing Boat

71 – 85

Merchant Boat

86 – 90

Naval Patrol Boat

91 – 95

Pirate or Brigand

96 – 00

Monster Encounter

Non-Populated Waterways

01 – 60

No Event

61 – 70

Monster Encounter

71 – 80

No Event

81 – 85

Fishing Boat

86 – 88

Merchant Boat

89 – 90

Naval Patrol Boat

91 – 92

Pirate or Brigand

93 – 00

Monster Encounter

Weather also plays an important factor in travelling by sail.  If the weather is too inclement or calm then very little travelling will occur.  Roll on the following chart for a quick-roll table for determining the wind.  For the first watch roll as if there is a Good Breeze.

Quick Roll Weather





Previous Wind Speed

Die Roll

Calm

Light Breeze
Good Breeze
Good Wind
Strong Wind

01 – 05

Calm

Calm

Calm

L. Breeze
G. Breeze

06 – 10

Calm

Calm

L. Breeze
G. Breeze
G. Wind

11 – 15

Calm

Calm

L. Breeze
G. Breeze
G. Wind

16 – 20

Calm

Calm

L. Breeze
G. Breeze
G. Wind

21 – 25

Calm

Calm

L. Breeze
G. Breeze
G. Wind

26 – 30

Calm

L. Breeze
G. Breeze
G. Wind

S. Wind

31 – 35

Calm

L. Breeze
G. Breeze
G. Wind

S. Wind

36 – 40

Calm

L. Breeze
G. Breeze
G. Wind

S. Wind

41 – 45

Calm

L. Breeze
G. Breeze
G. Wind

S. Wind

46 – 50

Calm

L. Breeze
G. Breeze
G. Wind

S. Wind

51 – 55

Calm

L. Breeze
G. Breeze
G. Wind

S. Wind

56 – 60

L. Breeze
L. Breeze
G. Breeze
G. Wind

S. Wind

61 – 65

L. Breeze
L. Breeze
G. Breeze
G. Wind

S. Wind

66 – 70

L. Breeze
G. Breeze
G. Breeze
G. Wind

S. Wind

71 – 75

L. Breeze
G. Breeze
G. Wind

S. Wind

Stormy

76 – 80

L. Breeze
G. Breeze
G. Wind

S. Wind

Stormy

81 – 85

L. Breeze
G. Breeze
G. Wind

S. Wind

Stormy

86 – 90

L. Breeze
G. Breeze
G. Wind

S. Wind

Stormy

91 – 95

G. Breeze
G. Wind

S. Wind

S. Wind

Stormy

96 – 00

G. Breeze
G. Wind

S. Wind

Stormy

Stormy

Crew Checks


Crew Checks must be made during storms, dangerous maneuvers, some combat tactics, and other rushed or hurried events.  The overall crew rating (Green, Competent, Skilled, Veteran) will determine the chance for each event to occur.  The SAFE event means that the crew pulled together and was able to prevent any ill effects from occurring.  A SLOW event results in the boat being unable to travel for one watch as minor repairs are made to the sail, ropes, and other minor items.  After this watch the boat can continue to travel with a penalty of ¼ to the normal rate.  This result can only be repaired after a week spent to fully repair all of the damage.  DAMAGE results in serious damage to the vessel.  The vessel loses ¼ of its breakage points to both areas.  In addition the crew must spend two watches to repair the boat before it can continue to travel at ½ the normal rate.  If the DESTROY event occurs the boat has been lost to the sea and all of its crew must make swimming rolls or drown.  Characters still wearing metal armors must include all penalties while swimming.  Spell casters may attempt one spell before being tossed overboard.

Die Roll

Green

Competent

Skilled

Veteran

01 – 10

SAFE

SAFE


SAFE

SAFE

11 – 20

SAFE

SAFE


SAFE

SAFE

21 – 30

SAFE

SAFE


SAFE

SAFE

31 – 40

SLOW

SAFE


SAFE

SAFE

41 – 50

SLOW

SAFE


SAFE

SAFE

51 – 60

SLOW

SLOW


SAFE

SAFE

61 – 70

DAMAGE
SLOW


SLOW

SAFE

71 – 80

DAMAGE
DAMAGE

SLOW

SLOW

81 – 90

DESTROY
DAMAGE

DAMAGE
SLOW

91 – 00

DESTROY
DESTROY

DAMAGE
DAMAGE

Combat

Most crews and vessels will encounter pirates or monsters at some point in their journeys.  Thankfully boats are very sturdy and can withstand a good deal of punishment.  Every boat has two areas that have breakage points (BP); the Hull and the Mast.  If the mast ever takes more damage than it has breakage points it has been destroyed and will be unable to move the boat until it is replaced.  If the hull ever received damage in excess of its breakage points the point will begin to sink.  Spells that repair items can be used to regenerate this damage.  Bows, crossbows, and other piercing weapons will inflict no damage to the boat.  Edged and blunt weapons can do injury to the vessel but subtract 5 from all damage dealt.  Fire will deal full injury and can quickly consume a boat if it is not contained.  The GM must determine effects of attacks that deal damage to specific areas of the vessel.  Obvious targets are the sail, the keel, or the cargo.


Since boats and ships are so valuable very few pirates would choose to destroy such wealth.  Instead a sail-by hail of arrows would deal less damage to the hull itself but prove devastating to any crew or soldiers aboard.  After the first volley the attackers could grapple the ships together and proceed to slaughter any remaining defenders.  With the inclusion of magic and enchantment, the lack of gunpowder or cannons aboard would be nominal at best.  What could be better than a highly precise series of fire darts that would hit whichever targets you choose.  

Cog, Small

10th – 15th Century

Hull BP: 500

Mast BP: 200

Crew: 8 – 30

Officers: 2 – 5

Speed (knots / mph / fpr / mi. per watch)

L. Breeze: 2.0 / 2.30 / 20 / 9.2

G. Breeze: 3.9 / 4.49 / 40 / 18.0

G. Wind: 5.5 / 6.33 / 55 / 25.3

S. Wind: 7.0 / 8.06 / 70 / 32.2

Cargo: 30 – 70 Tons


Cog, Large

12th – 15th Century

Hull BP: 750

Mast BP: 250

Crew: 35 – 75

Officers: 5

Speed (knots / mph / fpr / mi. per watch)

L. Breeze: 1.8 / 2.07 / 20 / 8.3

G. Breeze: 3.6 / 4.15 / 35 / 16.6

G. Wind: 5.0 / 5.75 / 50 / 23.0

S. Wind: 7.0 / 8.06 / 70 / 32.2

Cargo: 100 – 300 Tons


Cog, Great

13th – 15th Century

Hull BP: 1000

Mast BP: 300

Crew: 75 – 125

Officers: 5 – 10

Speed (knots / mph / fpr / mi. per watch)

L. Breeze: 1.5 / 1.73 / 15 / 6.9

G. Breeze: 3.0 / 3.45 / 30 / 13.8

G. Wind: 5.0 / 5.75 / 50 / 23.0

S. Wind: 7.0 / 8.06 / 70 / 32.2

Cargo: 225 – 1000 Tons


Caravel

13th – 16th Century

Hull BP: 500

Mast BP: 200 / 200 / 200

Crew: 12 – 25

Officers: 3 – 5

Speed (knots / mph / fpr / mi. per watch)

L. Breeze: 3.5 / 4.03 / 35 / 16.1

G. Breeze: 5.0 / 5.75 / 50 / 23.0

G. Wind: 7.5 / 8.64 / 75 / 34.5

S. Wind: 9.5 / 10.94 / 95 / 43.8

Cargo: 35 – 50 Tons


Carrack

15th – 16th Century

Hull BP: 750

Mast BP: 250

Crew: 60 – 125

Officers: 5 - 10

Speed (knots / mph / fpr / mi. per watch)

L. Breeze: 2.5 / 2.88 / 25 / 11.5

G. Breeze: 4.5 / 5.18 / 45 / 20.7

G. Wind: 7.5 / 8.64 / 75 / 34.5

S. Wind: 9.0 / 10.36 / 90 / 41.5

Cargo: 150 – 600 Tons

 Poisons, Toxins, & Drugs

Try as they might, every adventurer will run into poison sooner or later.  Be it from a venomous giant snake, a dishonorable assassin with poison tipped arrows, or trying to cross a lake of sewage; poisons, toxins, or drugs will affect the characters’ lives.  Most cultures consider their use dishonorable if not outright immoral.  Whatever the source there are four distinct flavors of poison: debilitative, sleeping, paralytic, and injury dealing. 

In addition to the style of poison, every poison has a level of effect, or type, from one to five.  Type one poisons are the weakest and most easily resisted, while type five poisons generally deal at least a partial effect.  To determine the effect of a poison; roll percentile dice, add the modifier for the type of poison and then consult the chart below.  Type 1 poisons have no modifier; Type 2 poisons have a modifier of + 5, Type 3 poisons have a modifier of + 10, Type 4 have a modifier of + 25, and there is a bonus of + 35 to any Type 5 poison.  

When consulting the chart below, use the appropriate column for the Health of the victim.  Then consult the appropriate effect level for the poison’s effect.  If an empathic healer wishes to absorb some of the poison or toxin from the victim, then the effect is lessened by one level.  The empathic healer will automatically receive the ¼ effect of the appropriate poison.

	Die Roll

D100
	HEA

1 – 20
	HEA

21 – 40
	HEA

41 – 60
	HEA

61 – 80
	HEA

81 – 100
	HEA

101+

	01 – 05
	No Effect
	No Effect
	No Effect
	No Effect
	No Effect
	No Effect

	06 – 10
	Debilitate - 5
	No Effect
	No Effect
	No Effect
	No Effect
	No Effect

	11 – 15
	Debilitate - 5
	Debilitate - 5
	No Effect
	No Effect
	No Effect
	No Effect

	16 – 20
	Debilitate - 5
	Debilitate - 5
	Debilitate - 5
	No Effect
	No Effect
	No Effect

	21 – 25
	¼ Effect
	Debilitate - 5
	Debilitate - 5
	Debilitate - 5
	No Effect
	No Effect

	26 – 30
	¼ Effect
	¼ Effect
	Debilitate - 5
	Debilitate - 5
	Debilitate - 5
	No Effect

	31 – 35
	¼ Effect
	¼ Effect
	Debilitate - 5
	Debilitate - 5
	Debilitate - 5
	Debilitate - 5

	36 – 40
	½ Effect
	¼ Effect
	¼ Effect
	Debilitate - 5
	Debilitate - 5
	Debilitate - 5

	41 – 45
	½ Effect
	½ Effect
	¼ Effect
	¼ Effect
	Debilitate - 5
	Debilitate - 5

	46 – 50
	½ Effect
	½ Effect
	¼ Effect
	¼ Effect
	Debilitate - 5
	Debilitate - 5

	51 – 55
	¾ Effect
	½ Effect
	¼ Effect
	¼ Effect
	¼ Effect
	Debilitate - 5

	56 – 60
	¾ Effect
	¾ Effect
	½ Effect
	¼ Effect
	¼ Effect
	Debilitate - 5

	61 – 65
	¾ Effect
	¾ Effect
	½ Effect
	½ Effect
	¼ Effect
	¼ Effect

	66 – 70
	Full Effect
	¾ Effect
	½ Effect
	½ Effect
	¼ Effect
	¼ Effect

	71 – 75
	Full Effect
	Full Effect
	¾ Effect
	½ Effect
	¼ Effect
	¼ Effect

	76 - 80
	Full Effect
	Full Effect
	¾ Effect
	½ Effect
	½ Effect
	¼ Effect

	81 – 85
	2x Effect
	Full Effect
	¾ Effect
	¾ Effect
	½ Effect
	¼ Effect

	86 – 90
	2x Effect
	2x Effect
	Full Effect
	¾ Effect
	½ Effect
	¼ Effect

	91 – 95
	2x Effect
	2x Effect
	Full Effect
	¾ Effect
	½ Effect
	½ Effect

	96 – 100
	2x Effect
	2x Effect
	Full Effect
	Full Effect
	½ Effect
	½ Effect

	101 – 105
	2x Effect
	2x Effect
	2x Effect
	Full Effect
	¾ Effect
	½ Effect

	106 – 110
	2x Effect
	2x Effect
	2x Effect
	Full Effect
	¾ Effect
	½ Effect

	111 – 115
	2x Effect
	2x Effect
	2x Effect
	2x Effect
	¾ Effect
	½ Effect

	116 – 120
	2x Effect
	2x Effect
	2x Effect
	2x Effect
	¾ Effect
	¾ Effect

	121 – 125
	2x Effect
	2x Effect
	2x Effect
	2x Effect
	Full Effect
	¾ Effect

	126 – 130
	2x Effect
	2x Effect
	2x Effect
	2x Effect
	Full Effect
	¾ Effect

	131 – 135
	2x Effect
	2x Effect
	2x Effect
	2x Effect
	2x Effect
	Full Effect


Effect Levels

Debilitate Poison

Debilitate – 5:
Victim has a penalty of 5 to all of his rolls for 1d10 + 5 rounds.

¼ Effect:
Victim has a penalty of 10 to all of his rolls for 1d10 + 5 rounds.

½ Effect:
Victim has a penalty of 20 to all of his rolls for 2d10 + 5 rounds.

¾ Effect:
Victim has a penalty of 30 to all of his rolls for a 24-hour period.

Full Effect:
Victim has a penalty of 50 to all of his rolls for a 48-hour period.

2x Effect:
Victim has a penalty of 75 to all of his rolls for a week.

Sleeping Poison

¼ Effect:
Victim falls asleep and cannot be woken normally for 1d10 + 5 rounds.

½ Effect:
Victim falls asleep and cannot be woken normally for 2d10 + 5 rounds.

¾ Effect:
Victim falls asleep and cannot be woken normally for 1 full hour.

Full Effect:
Victim falls asleep and cannot be woken normally for an eight-hour period.

2x Effect:
Victim falls asleep and cannot be woken normally for a 24-hour period.

NOTE: After awakening the victim will have the effects of a debilitate – 5 poison.

Paralytic Poison

¼ Effect:
Victim cannot move for 1d10 + 5 rounds.

½ Effect:
Victim cannot move for 2d10 + 5 rounds.

¾ Effect:
Victim cannot move for 1 full hour.

Full Effect:
Victim cannot move for an eight-hour period.

2x Effect:
Victim cannot move for a 24-hour period.

NOTE: After paralysis the victim will suffer the effects of a debilitate –5 poison.

Injury Dealing Poison

¼ Effect:
Victim is dealt 1d10 injury for 1d10 rounds.

½ Effect:
Victim is dealt 1d10 + 2 injury for 1d10 + 2 rounds.

¾ Effect:
Victim is dealt 1d10 + 5 injury for 2d10 + 5 rounds.

Full Effect:
Victim is dealt 1d10 + 5 injury for 3d10 + 5 rounds.

2x Effect:
Victim is dealt 1d10 + 10 injury for 4d10 + 10 rounds.

Specific Poisons

Monster Creation Guidelines

While a whole host of monsters will be available in the Creatures, Beings, and Adversaries expansion, most GMs enjoy creating their own beasties for the players to meet, interact with, and beat the snot out of.  These guidelines are just intended to be a 

Step 1.  Assign power and level for standard versions of this creature


Levels 1 – 5 
Low Level


Levels 6 – 10
Average Level


Levels 7 – 15
Above Average Level


Levels 16 – 20
High Level


Levels 21+
Legendary

Step 2. Assign attributes to standard version of this creature

Except for LUC most sentient monsters use the following system.  Assign a rating for each attribute, but do not roll for the 1d10.  The 1d10 is the range for each individual monster. The LUC for a monster is always 50.  Non-sentient monsters will have an INT of 1d10 and a WIL of 4d10.  Otherwise assign their physical attributes normally.  Most standard versions will only be 1st or 2nd level so assign accordingly.  In the next step we will increase the attributes by the level of the special versions.


Abysmal

15 + 1d10


Low


25 + 1d10


Below Average

35 + 1d10


Average


45 + 1d10


Above Average

55 + 1d10


High


65 + 1d10


Exceptional

75 + 1d10


Oh my God!

85 + 1d10

For every 2 levels of experience above the standard version, the attributes will increase a set amount.  Decide which attribute is used the most.  That is the creature’s primary attribute.  Choose one or two others that would be used greatly by the creature.  Those are the secondary attributes.  All other attributes are tertiary.  Remember that levels can never increase BEA.  Specialty training for some monsters can result in a bonus of +10 placed where desired.


Primary


+ 5


Secondary 

+ 3


Tertiary


+ 1


Step 3.  Determine Actions, Movement, & IP.

Injury points are based off of the current HEA of the creature with a bonus of 1d10 for every 2 levels of the creature rounded upwards.  Some creatures such as dragons, powerful angels, or demons have more injury points than they should have according to these guidelines.  Ultra powerful creatures may have a multiple to their health.  In such cases the bonus from level should generally be omitted.

Actions are based on AGL + DEX.  Look at the following chart to determine their actions.  Round to nearest.

Score Total

Actions

02 – 75


1 action + 1 every 8 levels

76 – 125


1 action + 1 every 7 levels

126 – 150

1 action + 1 every 6 levels

151+


2 actions + 1 every 5 levels

Land based movement should be handled identically as for player characters.  HEA + AGL divided by 2 for the run.  Monsters can also trot, jog, or walk.  Some creatures will have a bonus to speed or to the duration at which they can run, trot, or jog.   Some monsters will be able to fly.  Assign one of the following values to their flight: 25’, 50’, 100’, 150’, or 200’.  That is the distance they can travel in one round.

Step 4. Skills 

All creatures have at least Defensive tactics and 1 combat skill.  Sentient creatures can have up to the equivalent of 2 “A” skills, 2 “B” skills, 2 “C” skills, and 4 “D” skills.  Some creatures may have more or less depending upon their age, training, or disposition.  The skill values are identical to player characters.  Monsters can increase 7 of their skills per level.  The rest is devoted to raising their attributes.

Most monsters have spell type “C”.  Yes this means that any lowly orc has the potential to learn magic.  Shamans, witch doctors, wizards, and other monster spell slingers should have a higher level.  Only the most highly trained and adept should be spell type “A”.  Monsters with an animal intelligence can never learn spells.  They may however have an unnatural ability or two that is inherent and acts like a spell.

Senses must also be determined.  See the following table.  Some creatures will have senses beyond those listed or greater than those listed.



Day Vision
Night Vision
Hearing

Smell & Taste
Low

20 ft

0 ft

- 5

- 10

Below Av.
60 ft

0 ft

+ 0

- 5

Average

100 ft

20 ft

+ 5

+ 0

Above Av.
120 ft

60 ft

+ 10

+ 5

High

150 ft

100 ft

+ 15

+ 10

Exceptional
200 ft

120 ft

+ 20

+ 15

Step 5. Treasure

Assign a value of treasure that the creature would most likely have.  There will be exceptions for each monster, but what would the average creature of this type carry.  For most non-sentient beasts the level will be none.  Poor monsters or villains would have Low, and so forth.  The general levels are: Non, Low, Medium, and High.  These levels correspond to the levels given in the treasure section.

Twists of Fate


As the campaign progresses, real life must begin to affect the characters in a fantasy world.  Little things happen: some good, some bad.  Heroes must heal their wounds before traveling onwards.  Wizards are always on the search for new spells and enchantments.  As GM you can do one of two things: You can simply say a certain time passes between adventures and that all wounds are healed and this many learn spell rolls may be attempted, or the players can keep track of Timeline.  

Timeline is an actual record of how the characters spend their lives.  Each character should keep a separate Timeline record as each is an individual and will have certain needs that differ from the other characters.  This also is a good way to keep track of secondary and tertiary characters in a campaign.  When they are available for adventuring, when they are occupied, and when they are unconscious.  A timeline campaign is a bit more effort than simple adventuring, but the sense of history and continuity is far greater.

Throughout the rules you will see references of game-time or days, weeks, etc.  These references are all designed for the Imperial Calendar of E’gath.  60 seconds to the minute, 60 minutes to the hour, 24 hours to the day, 6 days to the week, 5 weeks to a 30 day month, and 12 months to a year.  Many of the months and days of the week are named after the Elder gods, or numerological references.  

The most common way to spend timeline is healing of wounds or accumulated injury.  Mark the days spent healing with an RW – Recover from wounds and healing.  Characters may have some minor interaction with NPCs, but any strenuous activity will negate all but 2 injury points of healing.  If the character is actually dead (D#) or unconscious (KO) use the appropriate code.

The second most common way to eat up large amounts of timeline is traveling from one place to another.  Each day spent traveling should be marked with a TR.  Only characters that are riding in carriages or sailing vessels may attempt to use travel time for any other beneficial effect such as learning spells or healing wounds.  Walking, riding horses, or working the sails of a boat will negate any other activity.

Adventuring is the most fun use of timeline, but very few characters can survive too many days of straight adventuring.  The code for adventuring depends upon the setting of the module.  Dungeon delving uses an AU code for adventuring underground.  Adventuring in a town or city uses an AT code, while exploring a vast forest or being ambushed upon a road uses the AW code.  These codes will assist in remembering the exploits of a character.  

Once back in the relative safety of civilization, the players may wish their characters to enjoy a period of mental rest and relaxation.  Days spent purchasing items, transacting business, and spending their ill-gotten gains should be marked with a BS.  For those who wish the simple pleasures of relaxing home-life should mark an HM if they are actually at their character’s home, otherwise use the RT code.  For those poor slobs who still need to work at a job even though they just finished adventuring, they should mark the day with a WK.  Non-magical research in libraries, museums, or other locations of learning should use an RS code.  For every week or two spent in these ways, the GM should require a roll upon the Random Events While at Home table.

Spell-casters and wizards must spend one week studying to learn any new spells.   Each week spent in study will allow one Learn Spells attempt.  This week of study may be accomplished while traveling only if riding a wagon, a sailing vessel, or other restful form of transportation.  Anything that requires physical activity (including combat), dedicated concentration, or anything more than a bit of evening rest will negate the day’s study.  If more than one day is negated during the spell study, the attempt is automatically ruined.  Enchanting magical items follows the same restrictions and is much longer and cuts deeply into the timeline.  Enchantment will generally only be attempted during long sea voyages, long waits for companions to heal wounds, and periods when the player is using another PC (in certain campaigns).

Random Events while at home

Even though the player characters are adventurers, doesn’t mean that everything that occurs is all part of the plot.  Sometimes bad, or good, things happen to everyone for little reason.  Quirks of fate, possible retribution, and luck play a part of everyone’s lives.  By using these tables the GM can add a little bit of real life into an otherwise truly fantastical game.  Plus these tables are great for adventure hooks, ideas, plot devices, and random city “monster” rolls.  Experience is gained for these special events depending upon the rarity.  Common events grant 1d10 experience, uncommon events will give 2d10, and rare events will add 3d10 experience unless otherwise specified.
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Re-roll twice on Common Events Table
Assault

This involves the characters as victims, not as perpetrators.  As victims the characters still have a chance to win any such assault.  The more un-common the event, the more skilled and numerous the assailants will be.  Players should multiply their level by the modifier and add 1/10th of their weapon or hand-to-hand skill.  In addition there is a modifier based upon the rarity of the event.  Common events will add a bonus of +30 for the player.  Uncommon events grant a bonus of +15 in the victim’s favor, while the highly trained rare commandos give no bonus.  This is the percentile chance for victory.  Any injury sustained must also be healed as accumulated injury.  If the players state a high level of paranoia and buddy system, add +15 for each additional PC.

01 – 40

Attempted Mugging (x3)

If the PCs lose the confrontation the mugger will gain all wealth carried by the PC. The victim must heal an additional 2d10 accumulated injury.

41 – 80

Bar Room Brawl (x4)
Any of the PCs involved must state how they are fighting this brawl.  If hand-to-hand or brawling is the only skills used, there will be a small fine for the disturbance.  If the PCs draw their weapons or cast combat spells they will be tried for far worse.  

81 – 95

Pay Back (x3)
The attackers either have a grudge or work for someone with a grudge. This group will strike from behind and will attempt to seriously wound the victim.  They will not attempt to kill the target, simply “mess him up”.  If the PC loses, he will receive an amount of injury that will reduce him to 5 injury points.  In most cases the attackers will steal any wealth on hand.

96 – 00

Attempted Murder (x2)
Someone wants the character dead.  Even if the fight is lost the PC will not actually die.  Drop the victim to 1 injury point and explain that either the victim was able to flee, or that a Good Samaritan aided him.

Theft

This involves the characters as victims, not as perpetrators.  As victims there is a small chance to stop the theft from occurring.  Otherwise the characters must either wait for the authorities to solve the case, or use this as an adventure hook.

01 – 15

House / Hotel Robbed
The place where the group was stayed was burgled.  The burglars succeeded in stealing 3d10% of the group’s wealth stored in that location.  There is no way to prevent this event unless someone in the party stayed in the room the entire time.  Healing, studying, and experimenting characters do not count as sentries.  Otherwise roll Awareness +15 to prevent the robbery.

16 – 55

Pick Pocketed

While shopping or wandering the town the victim was pick pocketed.  The victim may attempt to roll a resisted awareness roll against the thief’s Pick Pocket skill.  A successful roll will prevent the attempt, failure will result in 1d100% of the victim’s on hand wealth being taken.

56 – 95

Attempted Mugging 

If the PCs lose the confrontation the mugger will gain all wealth carried by the PC. The victim must heal an additional 2d10 accumulated injury.  The victim may attempt to prevent the mugging by rolling equal to their level times 3, and adding 1/10th their weapon or hand-to-hand skill. The more un-common the event, the more skilled and numerous the assailants will be.  In addition there is a modifier based upon the rarity of the event.  Common events will add a bonus of +30 for the player.  Uncommon events grant a bonus of +15 in the victim’s favor, while the highly trained rare commandos give no bonus.  This is the percentile chance for victory.  Any injury sustained must also be healed as accumulated injury.  If the players state a high level of paranoia and buddy system, add +15 for each additional PC.

96 – 00

Embezzlement

This event only occurs if the PC has business dealings with an NPC.  If so then the character learns that he has lost 1d100% of his original investment.  There is no chance to prevent this occurrence.  

Windfall (Common)

The player has discovered a small amount of money, valuables, or other form of wealth.  Common windfalls are relatively small, but almost no unwanted attention.  The character gains 1d10 silver talons.

01 - 15

Gambling Winnings

The character has participated in a game of chance and actually won.

16 - 30

Found lost coins

The character discovers a small cache of coinage in the street, couch, under a rock, etc.

31 - 44 

Loan re-payment




An old acquaintance re-pays a debt.

45 - 58

Found lost equipment

Character finds a piece of older, unused equipment lying around.  Choose 1 normal item that would interest the character.

59 - 72

Useful information

Someone tells the character something of value.  This could be the location of a ruin, the local lord’s family secret, a better way of defeating a monster, a new tactic, or anything the GM feels appropriate.

73 - 86

Win Minor Contest

Character participates and wins a small contest with some locals.  The contest can be anything, but should reflect the characters abilities and interests.

87 - 00

Reward

The character does something nice for an NPC.  In addition to the satisfaction of helping out a stranger, the character gains a bit of cash and possibly a new contact.

Windfall (Uncommon)

This involves the character receiving money or land from some source.  Occasionally this money is from an unknown source.  Unless otherwise specified, the character will gain 1d10 for every level of advancement.

01 – 09

Inheritance

The character receives a boon from a dead relative.  The boon can either be currency or land.  If the inheritance is land, the character will receive 2 acres for every level.  If the inheritance comes in the form of cash, the character will receive 10 silver talons for every level of advancement.  Mixed inheritances are possible.

10 – 18

Patron’s Boon

The character has so impressed her patron that he decides to grant her a boon.  This must be given by an NPC that would logically grant this.  A PC thief would generally not gain a boon from the local duke, but he might get it from the local thieves’ master.  The character will receive 10 silver talons for every level of experience.

19 – 27

Business Dealing

The character’s investments have paid off handsomely.  The character will receive 50% of her original investment immediately, and will receive the additional interest and principle at the proper time.

28 – 36

Land Grant

The character will receive a title to a piece of land from the local ruler.  This is given for meritorious service and as a lure to keep the party close.  If the party has not accomplished anything for the Crown or if the government would prefer the party to leave then re-roll.  The magistrate will grant a piece of land equal to the character’s level times two in acres.

37 – 46

Gambling Winnings

The character has participated in a game of chance and actually won.

47 - 55

Found lost coins

The character discovers a small cache of coinage in the street, couch, under a rock, etc.

56 - 64 

Loan re-payment




An old acquaintance re-pays a debt.

65 - 73

Found lost equipment

Character finds a piece of older, unused equipment lying around.  Choose 1 normal item that would interest the character.

74 - 82

Useful information

Someone tells the character something of value.  This could be the location of a ruin, the local lord’s family secret, a better way of defeating a monster, a new tactic, or anything the GM feels appropriate.

83 - 91

Win Minor Contest

Character participates and wins a small contest with some locals.  The contest can be anything, but should reflect the characters abilities and interests.

92 - 00

Reward

The character does something nice for an NPC.  In addition to the satisfaction of helping out a stranger, the character gains a bit of cash and possibly a new contact.

Windfall (Rare)

This involves the character receiving money or land from some source.  Occasionally this money is from an unknown source.  Unless otherwise specified, the character will gain 2d10 + 5 for every level of advancement.

01 – 09

Inheritance

The character receives a boon from a dead relative.  The boon can either be currency or land.  If the inheritance is land, the character will receive 4 acres for every level.  If the inheritance comes in the form of cash, the character will receive 25 silver talons for every level of advancement.  Mixed inheritances are possible.

10 – 18

Patron’s Boon

The character has so impressed her patron that he decides to grant her a boon.  This must be given by an NPC that would logically grant this.  A PC thief would generally not gain a boon from the local duke, but he might get it from the local thieves’ master.  The character will receive 25 silver talons for every level of experience.

19 – 27

Business Dealing

The character’s investments have paid off handsomely.  The character will receive 50% of her original investment immediately, and will receive the additional interest and principle at the proper time.

28 – 36

Land Grant

The character will receive a title to a piece of land from the local ruler.  This is given for meritorious service and as a lure to keep the party close.  If the party has not accomplished anything for the Crown or if the government would prefer the party to leave then re-roll.  The magistrate will grant a piece of land equal to the character’s level times four in acres.

37 – 46

Gambling Winnings

The character has participated in a game of chance and actually won.

47 - 55

Found lost coins

The character discovers a small cache of coinage in the street, couch, under a rock, etc.

56 - 64 

Loan re-payment


An old acquaintance re-pays a debt.  There is a 10% chance that the repayment is in a form other than coinage.  The payment may be in an equivalent value of gems, jewelry, or artwork.

65 - 73

Found lost magical item

The character discovers a magical item hidden for decades or centuries.  Roll on table 800 in the treasure section.

Finds the remains of a battle

The character finds the remnants of a skirmish.  The bodies have not been looted, and all of their weapons, armor, and equipment are mostly intact.

74 - 82

Useful information

Someone tells the character something of value.  This could be the location of a ruin, the local lord’s family secret, a better way of defeating a monster, a new tactic, or anything the GM feels appropriate.

83 - 91

Win Contest

Character participates and wins a contest with some locals.  The contest can be anything, but should reflect the characters abilities and interests.

92 - 00

Reward

The character does something nice for an NPC.  In addition to the satisfaction of helping out a stranger, the character gains a bit of cash and possibly a new contact in high places.

Romance

The character falls in love, or another person falls in love with the character.  These events can get sticky, and possibly radically alter the character’s life.  Uncommon and Rare romances deal with members of high social status, non-player character races, or adventuring lovers.

01 – 14

Mutual Affection
Both parties care deeply for each other.  This will begin a healthy relationship that the character and GM must continue and work around.  If the character is already involved in a romance, then a secondary romance will develop.  This could become hazardous to the character.  The GM should develop the beloved as a full NPC with attributes, skills, and personality.

15 – 26

Subject of Crush

Someone falls deeply in love with the character.  This could develop into a Mutual Affection form of romance if the player desires.  Otherwise the player must role-play the “let down” scene.  If the player does poorly then bad relations may begin with the family of the NPC.

27 – 38

Object spurns character

The character meets the person of their dreams, but unfortunately they don’t feel the same.  The GM must decide how the character was spurned, but the character is the only one to determine how hurt the character is.  
39 – 50

Untimely end to Relationship

The current romance ends in tragedy.  The beloved is killed during this week.  Roll on the Death table to determine how this occurred.  Keep in mind any enemies the party or the NPC may have.  This event can only occur if the character is currently in a romance, otherwise re-roll.

51 – 62

Ends in Marriage
The romance gains solidity as the couple chooses to wed.  The player must determine the day of the wedding, but it should be at least several months away.  This event can only occur if the character is currently in a romance, otherwise re-roll.

63 – 74

Slow & Steady
This romance continues to evolve, but at a steady pace.  Both people feel secure and safe in how their relationship is progressing. This event can only occur if the character is currently in a romance, otherwise re-roll.

75 – 86

Hot & Heavy

This romance becomes heated and extremely passionate.  The character may not wish to leave his beloved simply to adventure.  Characters in this form of romance will resemble the victims of a charm spell or similar enchantments.  The party may begin to become fearful. This event can only occur if the character is currently in a romance, otherwise re-roll.

87 – 100

Mutual Dissolution
This event is the end for the romance.  After a long bout of fighting, the couple decides to end their relationship.  It may be rekindled later, but for now the romance has ended.  The player must determine how the character will react to this news, and how he will cope.

Friendship

The character has an event that directly affects his friends.  Whether it is gaining a new friend, losing an old, or something to change the relationship the event is significant.  Events that occur to NPC friends of the character require that person to have friends.  Lone wolf and travelling characters may not have friends in the current locality.  In that case re-roll on the main table.  The more uncommon the event is the more powerful, wealthy, skilled, or unusual the friend.

01 – 16

New Friend
The character meets someone for the first time and becomes friends quickly.  This NPC could be a merchant, an adventurer, or even a local peasant.  A quick sketch of the personality, important skills, and the life of the new friend should be made.

17 – 28

An Acquaintance becomes closer
Someone the character already knows, works with, or has briefly met becomes a good friend.  Perhaps a common interest is found, or the character saves his life.  

29 – 40

A Friend becomes distant
One of the character’s friends withdraws from most shared activities. Their relationship suffers and the two become more like acquaintances than actual friends.  This does not mean that the friend would not aid the PC, only that they are not as close as they used to be.

41 – 52

A Friend travels or moves

One of the character’s friends moves to another location.  This could be job related, romance related, or health related.  The actual reason does not matter.  The NPC remains on very good terms with the character, she just moved to another locale.

53 – 64

An Absent friend moves to town

A good friend from the character’s past moves to town. The GM should determine how that individual changed, his motives for the move, any relatives that accompany him, and his current situation.

65 – 76

Lose a Friend
Something occurs that angers or saddens one of the character’s NPC friends.  The friend pushes the character away and decides to break off contact.  The former friend will probably not aid the character unless the situation became dire.

77 – 88

A Friend’s gain

One of the character’s NPC friends has a stroke of good luck.  What precisely this gain is should be rolled on one of the following charts: 01 – 60 Windfall; 61 – 80 Honored by Locals; 81 – 100 Blessings.

89 – 100

A Friend’s loss

One of the character’s NPC friends suffers a loss of money, land, or reputation.  The GM should decide if he would come to the players for aid.  This should be based on the NPC’s history with the character as well as his personality.  What the actual loss is should be rolled on one of the following charts: 01 – 20 Assault; 21 – 60 Theft; 61 – 80 Wrongfully Accused; or 81 – 100 Curse.

Enmity

The character gains an enemy or rival.  Most often the character will gain the enmity of an individual, making life that much more difficult.  And the friends of my enemy are also my enemy.  The more uncommon the event is the more powerful, wealthy, skilled, or unusual the friend.  

01 – XX

Gained an enemy or rival.

XX – XX
Embittered rival

XX – XX
Enemy gains status

XX – XX
Enemy gains wealth

XX – XX
Enemy gains supernatural power

XX – XX
Enemy gains military power

XX – XX
Enemy gains a friend / ally

XX – XX
Enemy loses resource

Business

The character is offered to invest money in another’s project.  Will it succeed, fail, or simply break even?  These events relate how the investment is progressing.

01 – XX

Offered business deal

XX – XX
Investment gains capital

XX – XX
Investment loses capital

XX – XX
Investment is a sham

XX – XX
Investment fails horribly

XX – XX
Investment windfall

Wrongfully Accused

The character or party is accused of something they did not do.  Whether it is a plot against them, a mistake, or simply being in the wrong place at the wrong time the characters are in trouble.

Bargain

“Have I got a deal for you!”  A local merchant offers the character a 50% reduction in an item the character desires.  This item must be non-magical, but can be armor, weapons, books, or even a boat.

Special Auction

A down on his luck adventurer comes to town.  He places a very valuable item up for auction.  These items are usually magical, but they could be an antiquity, artwork, or some special consideration.  Churches, nobles, or wealthy merchants can also hold auctions.

Duel / Contest

A reason of honor involves the character in some sort of contest.  Whether a duel to the death, a spell slinging show down, or a jousting tourney the results are the same.  Win fame and prestige, or lose the respect of you peers.

Honored by Locals

The locals of the area decide that the party, or this individual, has done something to merit a ceremony.  This ceremony and the festival afterwards are a great time to relax and recover.

Secret Mission

Not every day of rest and relaxation need be boring.  A mysterious stranger approaches and inquires about your services.  It is a simple job to deliver a package, or is it?

Family Event

Something important has occurred within the character’s immediate family and she has just been notified.  The birth of a child or the death of a loved one has drawn the character back to her roots.  

Religious Event

The character has visions, joins a religion, quits a religion, or becomes a prophet.  The character must make major philosophical decisions and possibly change his life.

Occupational Event

Something dealing with the character’s profession occurs.  Roll on the separate sub-tables for one of the four main occupational specializations.  The GM must decide which of the following the character mostly acts like: Wizard, Warrior, Thief, or Priest.

Blessing

Something wonderful enters the character’s life.  Whether the character finds a treasure map, or helps a mighty wizard in disguise, or becomes fantastically lucky the results are the same.

Tragedy

Something horrible befalls the character, and possibly the party.  Disease, death, or destruction follows the character through his normal life.

Racial Events

The character has an event occur that hinges on his race.  Each race must roll on separate sub-tables.  These events can be good or bad, but mostly just are.

Unusual Events

These events defy description.  

01-XX

Magical Duel

xx-xx

Fairy Infestation

xx-xx

Strange Looking Traveler

Land Owning Events

So the party owns some land, and maybe a small building?  Upkeep costs, giant vermin, a night-soil strike, well contamination, more taxes, needy serfs, and jealous neighbors can all make the players wish they had bought condos inside the dungeon.

01-XX

Vandalism

XX-XX

Property Tax

xx-xx

Fire

xx-xx

Flood

xx-xx

Governmental Mishap

City Wide Events

Something big happens to the city, its inhabitants, or its ruling families.  This is similar to the National Events table except on a much more local scale.

O1-XX

Riots

XX-XX

Carnival/Festival

XX-XX

Trade Caravan

XX-XX

Inter-Guild Rivalry/Dispute

XX-XX

Crime Wave

XX-XX

Fire

XX-XX

Monster Attack

XX-XX

Traveling Circus

XX-XX

Embargo

XX-XX

Trial/Execution

XX-XX

Vermin Infestation

National Events

Something very big occurs on the national scene.  Whether it effects to the royal family, a powerful noble family, or the entire kingdom major changes are going to occur.  

01 – XX

War with neighbors 

This event marks the declaration of war with a neighboring country, duchy, or kingdom.  The exact reasons for this conflict are up to the GM.  Wars are often fought over land, resources, or pride.  

XX – XX
Internal Conflict / Rebellion
One of the dukes, barons, or disgruntled serfs decides to take arms against the crown.  The GM must determine their reasons and rationales as well as their strengths.  The players must decide with whom are they going to ally.  Neutrality may soon not be an option.

XX – XX
Birth of Royal / Noble
The crown celebrates the birth of a prince or princess.  Festivals are held all over the land and any noble worth his land travels to the capital.

XX – XX
Famine
The crops for this season, or last, have not been good.  Famine and hunger sweeps the land.  All foodstuffs and crop prices triple at least.  Bandits and starving looters raid weaker villages and hamlets.  The famine will last 1d10 months.

XX – XX
Plague
Disease sweeps the country.  Populations drop both inside and outside the cities and towns.  People in cities decide to flee to the countryside.  No one is safe.  If the players stay near populated areas they must roll against disease.  In a city they must roll every week, in a town every two weeks, and in a village every month.  Only in the wilderness or in a dungeon will they be safe.  The plague will last 1d10 months.

XX – XX
Surplus
The crown and their nobles have prepared for the worst.  Money and foodstuffs have been carefully saved and hoarded.  This event will cancel the next roll of famine on this chart.  If a famine is currently underway then this result will cancel the famine as a cache of food is discovered.

XX – XX
Economic Crisis
Something has occurred that sends the current fiscal situation into crisis.   Whether it is a rash of counterfeiting, over-inflation, theft, or a lack of resources all prices in the land will increase dramatically.  Roll 2d100%.  This is the rate of increase for the price of all products across the board.  For example, if a 45% and a 66% are rolled then the total price increase is 111%.  This increase will remain for 1d10 months.

XX – XX
Bad Weather
Horrible weather sweeps the country closing roads, businesses, and many government operations.  Travel becomes nearly impossible for long distances.  The GM must determine the exact nature of this weather, considering the climate of the country.  A desert in the middle of summer will not have horrible snowstorms unless there is a huge amount of magic being used.  Mountain towns may experience snowstorms or mudslides.  The weather conditions will remain for 1d10/2 weeks.

XX – XX
Marriage of Royal / Noble
The royal, or a powerful noble, family is joining with another family.  Most often these marriages are for military alliances, monetary reasons, or political appeasement.  

XX – XX
Border Skirmishes
The border towns and cities of two countries are having difficulties and are settling them with military might.  This event has a chance to lead the two countries also into war.  Roll 1d10 to determine the time the number of weeks fighting will continue.  Each week has a cumulative 10% chance to drag the country into war.

XX – 100
Additional Bandits or Pirates
Raiding and banditry have increased dramatically.  Merchants are terrified to travel, ships refuse to go without military escort.  The situation is grim.  For every day on the road or on ship, there is a 20% chance to encounter a group of bandits or a pirate.  This event will remain in effect for 1d10 weeks.

Treasure & Enchanted Items

Once the creature or opponent is defeated, most adventurers loot the bodies or immediate area searching for booty or useful equipment.  For important battles or non-player characters you should roll before the battle begins.  Logically any non-player character would use any useful magical or non-magical treasure they are carrying, and it may make for an interesting surprise tactic on the part of the “harmless” creature.  

Creatures and opponents have been classified a treasure type of: None, Low, Average, or High.  Creatures with no treasure literally have no treasure.  For the most part these include non-sentient beasts, starving bandits, or roaming packs of marauding undead.  Creatures with low treasure include most low-level bandits, warriors, orcs, or pecks.  They have a penalty of – 20 to the table below and any equipment carried is often rotten, ratty, or rusty.  An average treasure type includes such creatures as some mid-level orcs, adventurers, wealthy bandits, and most sentient creatures.  This type has no bonus or penalty to the treasure table.  Only the most wealthy and powerful creatures have a high treasure rating.  These creatures include powerful magicians, liches, scourges, dragons, and experienced adventurers.  They benefit from a bonus of + 10 to rolls from this initial chart.  In addition to the treasure type of the opponent, if the creatures’ lair is discovered then there is a bonus of + 10 to the treasure table below.

To determine which entry to use have someone roll percentile.  Unless you feel that the players may know this table too well, you may wish to consider allowing them to roll the percentile dice.  Players often get a thrill from determining their own treasure.  The results of a percentile dice roll added to the level of the creature and the treasure type modifiers determine which entry to use.  The size of the group incapacitated or killed will determine the number of rolls that need to be made.  After the initial treasure table is a smaller table for determining how many times to repeat the percentile rolls.

	Die Roll
	Treasure Roll Results

	Under 01
	1 Copper Bit.

	01 – 10
	1d5 Copper Bits.

	11 – 20
	1d10 Copper Bits.

	21 – 22
	1 Silver Talon + 1d10 + 5 Copper Bits.

	23
	Temporary Magical Items.  Roll on table 820.  1d10 Copper Bits.

	24
	1d2 gems.  Roll on Table 110 to determine their value.

	25
	1 Silver Talon + 1d10 + 5 Copper Bits.

	26
	One miscellaneous treasure.  Roll on table 200.

	27 – 30
	1 Silver Talon + 1d10 + 5 Copper Bits.

	31 – 32
	1d5 Silver Talons + 1d10 + 10 Copper Bits.

	33
	Temporary Magical Items.  Roll on table 820.  1d10 Copper Bits.

	34
	1d2 gems.  Roll on Table 110 to determine their value.

	35
	1d5 Silver Talons + 1d10 + 10 Copper Bits.

	36
	One miscellaneous treasure.  Roll on table 200.

	37 – 40
	1d5 Silver Talons + 1d10 + 10 Copper Bits.

	41 – 42
	1d10 + 2 Silver Talons + 1d10 Copper Bits.

	43
	Temporary Magical Items.  Roll on table 820.  1d10 Copper Bits.

	44
	1d2 gems.  Roll on Table 110 to determine their value.

	45
	1d10 + 2 Silver Talons + 1d10 Copper Bits.

	46
	One miscellaneous treasure.  Roll on table 200.

	47 – 50
	1d10 + 2 Silver Talons + 1d10 Copper Bits.

	51 - 52
	1 Silver Moon + 1d10 + 5 Silver Talons + 1d10 Copper Bits.

	53
	One Magical Item.  Roll on table 800.  1d10 Silver Talons.

	54
	1d5 gems.  Roll on Table 110 to determine their value.

	55
	1 Silver Moon + 1d10 + 5 Silver Talons + 1d10 Copper Bits.

	56
	One miscellaneous treasure.  Roll on table 200.

	57 - 60
	1 Silver Moon + 1d10 + 5 Silver Talons + 1d10 Copper Bits.

	61 – 62
	1d5 Silver Moons + 1d10 + 10 Silver Talons + 1d10 Copper Bits.

	63
	One Magical Item.  Roll on table 800.  1d10 Silver Talons.

	64
	1d5 gems.  Roll on Table 110 to determine their value.

	65
	1d5 Silver Moons + 1d10 + 10 Silver Talons + 1d10 Copper Bits.

	66
	One miscellaneous treasure.  Roll on table 200.

	67 – 70
	1d5 Silver Moons + 1d10 + 10 Silver Talons + 1d10 Copper Bits.

	71 – 72
	1d5 + 3 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	73
	One Magical Item.  Roll on table 800.  1d10 Silver Talons.

	74
	1d5 gems.  Roll on Table 110 to determine their value.

	75
	1d5 + 3 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	76
	One miscellaneous treasure.  Roll on table 200.

	77 - 80
	1d5 + 3 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	81 – 82
	1d10 + 3 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	83
	One Magical Item.  Roll on table 800.  1d10 Silver Talons.

	84
	1d5 gems.  Roll on Table 110 to determine their value.

	85
	1d10 + 3 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	86
	One miscellaneous treasure.  Roll on table 200.

	87 – 90
	1d10 + 3 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	91 – 92
	1 Silver Shield + 1d10 + 5 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	93
	Two Magical Items.  Roll on table 800 twice.  1d10 Silver Moons.

	94
	1d10 gems.  Roll on Table 110 to determine their value.

	95
	1 Silver Shield + 1d10 + 5 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	96
	One miscellaneous treasure.  Roll on table 200.

	97 – 100
	1 Silver Shield + 1d10 + 5 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	101 – 102
	1d5 Silver Shields + 1d10 + 10 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	103
	Two Magical Items.  Roll on table 800 twice.  1d10 Silver Moons.

	104
	1d10 gems.  Roll on Table 110 to determine their value.

	105
	1d5 Silver Shields + 1d10 + 10 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	106
	One miscellaneous treasure.  Roll on table 200.

	107 – 110
	1d5 Silver Shields + 1d10 + 10 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	111 – 112
	1d5 Silver Shields + 1d10 + 12 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	113
	Two Magical Items.  Roll on table 800 twice.  1d10 Silver Moons.

	114
	1d10 + 2 gems.  Roll on Table 110 to determine their value.

	115
	1d5 Silver Shields + 1d10 + 12 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	116
	One miscellaneous treasure.  Roll on table 200.

	117 – 120
	1d5 Silver Shields + 1d10 + 12 Silver Moons + 1d10 Silver Talons + 1d10 Copper Bits.

	121 – 122
	1d10 + 10 Silver Shields + 1d10 Silver Moons + 1d10 Silver Talons + 1d10 CB.

	123
	Two Magical Items.  Roll on table 800 twice.  1d10 Silver Moons.

	124
	1d10 + 2 gems.  Roll on Table 110 to determine their value.

	125
	1d10 + 10 Silver Shields + 1d10 Silver Moons + 1d10 Silver Talons + 1d10 CB.

	126
	One miscellaneous treasure.  Roll on table 200.

	127 – 130
	1d10 + 10 Silver Shields + 1d10 Silver Moons + 1d10 Silver Talons + 1d10 CB.

	131 – 132
	1 Gold Royal + 1d10 + 15 Silver Shields + 1d10 Silver Moons + 1d10 ST + 1d10 CB.

	133
	Two Magical Items.  Roll on table 800 twice.  1d10 Silver Moons.

	134
	1d10 + 5 gems.  Roll on Table 110 to determine their value.

	135
	1 Gold Royal + 1d10 + 15 Silver Shields + 1d10 Silver Moons + 1d10 ST + 1d10 CB.

	136
	One miscellaneous treasure.  Roll on table 200.

	137 –140
	1 Gold Royal + 1d10 + 15 Silver Shields + 1d10 Silver Moons + 1d10 ST + 1d10 CB.

	141 – 142
	1d5 + 2 Gold Royals + 1d10 Silver Shields + 1d10 Silver Moons + 1d10 ST + 1d10 CB.

	143
	Two Magical Items.  Roll on table 800 twice.  1d10 Silver Moons.

	144
	1d5 + 2 Gold Royals + 1d10 Silver Shields + 1d10 Silver Moons + 1d10 ST + 1d10 CB.

	145
	Roll an additional four times on this chart.


Number of rolls for group Size

	Qty
	1
	3
	5
	7
	10
	15
	20
	25
	50
	100

	Rolls
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10


Gems 

Table 110

Die Roll

Description


Value

Where to go from here

01 - 50

Ornamental / Common

10 ST

Roll on tables 111, 115.

51 – 75

Semi-Precious


25 + 1d10 ST
Roll on tables 112, 115.

76 – 99

Precious



50 + 1d10 ST
Roll on tables 113, 115.

100 Gem / Rare


100 + 1d10 ST
Roll on tables 114, 115.

Ornamental & common stones

Table 111

01 - 08

Azurite

09 - 15

Banded Agate

16 - 22

Blue Quartz

23 - 29

Eye Agate

30 - 36

Hematite

37 - 43

Lapis Lazuli

44 - 50

Malachite

51 - 57

Moss Agate

58 - 64

Obsidian

65 - 71

Rock Crystal

72 - 78

Smoky Quartz

79 - 85

Tiger Eye Agate

86 - 92

Turquoise

93 - 99

Zircon

100

GMs Choice

Semi-Precious Stones

Table 112

01 - 11

Bloodstone

12 - 22

Carnelian

23 - 33

Chalcedony

34 - 44

Chrysoprase

45 - 55

Citrine

56 - 66

Jasper

67 - 77

Moonstone

78 - 88

Onyx

89 - 99

Sardonyx

100

GMs Choice



Precious Stones

Table 113

01 - 07

Amber

08 - 14

Alexandrite

15 - 21

Amethyst

22 - 28

Aquamarine

29 - 35

Chrysoberyl

36 - 42

Coral

43 - 49

Garnet

50 - 56

Jade

57 - 63

Pearl

64 - 70

Peridot

71 - 77

Spinel

78 - 84

Topaz

85 - 91

Tourmaline
92 – 100

GMs Choice

Gems & Rare Stones

Table 114

01 - 09

Black Opal

10 – 18

Black Sapphire

19 – 27

Diamond

28 – 36

Emerald

37 – 45

Fire Opal

46 – 54

Jacinth

55 – 63

Opal

64 – 72

Ruby

73 – 81

Sapphire

82 – 90

Star Ruby

91 – 99

Star Sapphire

100

GMs Choice

Value Modifier

Table 115

01 – 10

25% of Value

11 – 25

50% of Value

26 – 75

Normal Value

76 – 90

150% of Value

91 – 95

200% of Value

96 – 99

250% of Value

100 300% of Value

Miscellaneous Items and Treasures

Table 200

01 - 08

Normal Weapon

Roll on Tables 400

Swords, and Knives use tables 300, 301, 320, 321, 322, 323.

Axes and pole arms use tables 300, 301, 310.

Bows use table 330.

Maces and Hammers use tables 300, 310.

09 – 10

Quality Weapon



As above, plus roll on 410.

11 - 18

Normal Armor



Roll on Table 500, 520. 

19 – 20

Quality Armor



As above, plus roll on 530

21 - 30

Adventuring Items

Roll on Tables 370 & select any one item from the Equipment section of the Core Rules. 

31 - 80

Artwork & General



Roll on Table 600

81 – 00

Bulky Items



Roll on Table 700

Master Misc. Item Chart

Table 210

01 - 40

Clothing & Apparel


Roll on Table 220, 380.

41 - 80

Jewelry




Roll on Table 230, 341.

81 - 90

Miscellaneous Stuff


Roll on Table 250.

91 – 00

Container



Roll on Table 240.

Clothing

Table 220

01 - 05

Jacket

06 – 11

Cloak

12 – 13

Cape

14 – 15

Coat

16 – 18

Hat

19 – 24

Robes

25 – 29

Boots

30 – 31

Sandal

32 – 33

Slippers

   34

Tabi (Split Toed boots)

35 – 39

Pant

   40

Breeches

   41

Loincloth

42 – 46

Dress

47 – 52

Bracers

53 – 57

Gloves

58 – 59

Gauntlet

60 – 61

Cap

62 – 63

Vest

64 – 68

Belt

   69

Socks

70 – 71

Shoes

72 – 73

Sheath

74 – 75

Sash

76 – 77

Shirt

   78

Tights

   79

Blouse

   80

Bodice

   81

Kilt

82 – 83

Skirt

84 – 85

Hood

86 – 87

Mask

88 – 89

Tunic

90 – 91

Bonnet

   92

Bloomers

93 – 94

Mittens

95 – 96

Gown

97 – 00

GM’s Choice

Jewelry

Table 230

01 – 09

Rings

10 – 18

Bracelet

19 – 27

Ear Ring

28 – 36

Necklace

37 – 45

Amulet

    46

Anklet

47 – 48

Armband

    49

Belly chain

50 – 51

Medal

52 Slave Bracelet 

(Ring & Bracelet Combo)

53 – 54

Choker

55 – 63

Pin

64 – 65

Broach

66 – 67

Cufflinks

68 – 77

Tiara

78 – 79

Clips

80 – 81

Barrette

82 – 83
 
Hairnet

    84

Hairpins

    85

Ear cuff

86 – 94

Locket


95 - 00

GMs Choice

Containers

Table 240

01 - 13

Bag

14 - 16

Sack

17 - 30

Shoulder Pouch

31 - 43

Belt Pouch

44 - 56

Backpack

   57

Box

   58

Case

59 - 61

Chest

   62

Pocket

   63

Basket

   64

Keg

   65

Barrel

66 - 68

Coffer

69 - 71

Bandoleer

72 - 77

Sheath

78 - 81

Saddlebag

84 - 89

Wineskin

90 Trunk

91 – 00

GMs Choice

Odds & Ends

Table 250

01 – 03

Coin

04 – 06

Animal Collar

07 – 09

Cup

10 – 12

Goblet

13 – 15

Dice

16 – 18

Fork

19 – 21

Glass Eye

22 – 24

Book

25 – 27

Figurine

28 – 30

Lock picks

31 – 33

Sheath or Holster

34 – 36

Lamp

37 – 39

Painting or Portrait

40 – 42

Quill

43 – 45

Monster Tooth

46 – 48

Monster Claw

49 – 51

Polished Stone

52 – 54

Bottle

55 – 57

Stuffed Animal Paw

58 – 60

Animal Horn

61 – 63

Manacles

64 – 66

Mirror

67 – 69

Stuffed Toy

70 – 72

Saddle

73 – 75

Horseshoes

76 – 78

Musical Instrument

79 – 81

Deck of Playing Cards

82 – 84

Deck of Fortune Cards

85 – 87

Holy Symbol 

88 – 90

Talisman

91 – 93

Crystal Shard

94 – 96

Adventuring Gear

97 – 99

Monocles

100

GMs Choice / Other

Materials: Edges, Blades, & Blunt Heads

Table 300

01 - 10

Bronze

11 - 95

Iron

96 - 99

Steel

100

Special



Roll on Table 350

Design: Edges & Blades

Table 301

01 - 40

Unadorned

41 - 60

Inscribed



Roll on Table 364

61 - 65

Wavy (Kris)

66 - 70

Jagged

71 - 75

Curved

76 - 80

Grooved

81 - 85

Notches

86 - 90

Single Edged

91 - 95

Double Edged

95 - 00

Gem Encrusted



Roll on Table 110

Materials: Hafts & Shafts

Table 310

01 – 90

Wood



Roll on Table 330

91 – 99

Metal



Roll on Table 300

100 Special 

Roll on Table 350

Materials: Handles & Hilts

Table 320

01 – 30

As Edge or Shaft

31 – 50

Wrapped in Leather.

51 – 70

Special



Roll on Table 350

71 – 90

Wood



Roll on Table 330

91 – 00

Ivory

Design: Hilts

Table 321

01 – 20

Unadorned

21 – 40

Hand guard

41 – 45 

Gem Encrusted



Roll on Table 110

46 – 60

Ornate Design

61 – 80

Unadorned

81 – 90

Ends Match Pommel

91 – 97

Inscribed



Roll on Table 364


98 - 99

Concealed Space

100

Trapped


Materials: Pommel

Table 322

01 - 40

As Handle

41 - 50

As Edge

51 - 53

Gemstone



Roll on Table 110

54 - 70 

Combination



Re-roll Twice.

71 - 73

Precious Metal



Roll on Table 340

74 - 75

Unusual Material



Roll on Table 350

76 - 90

Normal Metal



Roll on Table 300

91 - 98

Wood



Roll on Table 330

99 - 00

Hidden 2nd Blade

Design: Pommel

Table 323

01 – 20

Unadorned

21 – 40

Hand guard

41 – 45 

Gem Encrusted



Roll on Table 110

46 – 60

Ornate Design

61 – 80

Unadorned

81 – 90

Matches Handle

91 – 97

Inscribed



Roll on Table 364


98 - 99

Concealed Space

100

Trapped


Materials: Wood

Table 330

01 - 08

Oak

09 - 16

Ironwood

17 - 24

Mahogany

25 - 32

Cherry

33 - 40

Maple

41 - 48

Elm

49 - 56

Redwood

57 - 64

Ash

65 - 72

Mesquite

73 - 80

Pecan

81 - 88

Rosewood

89 - 96

Birch

97 – 00

GMs Choice

Materials: Precious Metals

Table 340

01 - 60

Copper Plated

61 - 90

Silver Plated

91 - 94

Gold Plated

95 – 97

Copper

98 – 99

Silver

100 Gold

Material: Jewelry

Table 341

01 - 20

Gold

21 - 60

Silver

61 - 70

Bronze

71 - 80

Steel

81 - 90

Iron

91 - 99

Jeweled (Re-roll to find 

base metal and 110)

100

Combination (Re-roll twice)

Materials: Special

Table 350

01 - 14

Ivory

15 - 28

Precious Metal



Roll on Table 340

29 - 42

Gemstone



Roll on Table 110

43 - 56

Wood



Roll on Table 330

57 - 70

Human Bone

71 - 84

Animal Bone



Roll on Table 363

85 - 99

Monster Bone



Roll on Table 365

100

GM Choice


Artistic Design

Table 360

01 - 16

Shape



Roll on Table 361

17 - 32

Animal Head



Roll on Table 363

33 - 48

Monster Head



Roll on Table 365

49 - 64

Animal Body



Roll on Table 363

65 - 78

Monster Body



Roll on Table 365

79 - 92

Icon



Roll on Table 362

93 – 00

GM Choice


Shape

Table 361

01 - 09

Sphere

10 - 18

Hemisphere

19 - 27

Cube

28 - 36

Pyramid

37 - 45

Octahedron

46 - 54

Tetrahedron

55 - 63

Cylindrical

64 - 72

Conical

73 - 81

Spiked Ball

82 - 90

Egg Shaped

91 - 99

Crescent

100

GMs Choice

Icon

Table 362

01 - 02

Skull

03 - 04

Claw

05 - 06

Paw

07 - 08

Religious Symbol

09 - 10

Alphabet Letter

11 - 12

Heraldry

13 - 14

Shield

15 - 16

Clasped Hands

17 - 18

Weapon

19 - 20

Tree / Plant

21 - 22

Signet

23 - 24

Eye

25 - 26

Hand

27 - 28

Heart Design

29 - 30

Horns

31 - 32

Book

33 - 34

Scroll

35 - 36

Wand

37 - 39

Tower / Keep

41 - 42

Doorway

43 - 44

Key

45 - 46

Elemental Water

47 - 48

Elemental Air

49 - 50

Elemental Fire

51 - 52

Elemental Earth

53 - 54

Tooth / Fang

55 - 56

Cityscape

57 - 58

Crown

59 - 60

Mask

61 - 62

Sun

63 - 64

Moon


65 - 66

Astrological Symbol

67 - 68

Mug

69 - 70

Sailing Vessel

71 - 72

Wings

73 - 74

Anchor

75 - 76

Closed Fist

77 - 78

Musical Note

79 - 80

Musical Instrument

81 – 82

Sigil of Ancient Spell caster

83 – 84

Empire Brand of Punishment

85 – 86

Current Noble / Royal Crest

87 – 88

Ancient Noble / Royal Crest

89 – 90

Scales of Justice

91 – 00

GMs Choice

Animal

Table 363

01 - 12

Equine

13 - 24

Feline

25 - 36

Canine

37 - 48

Rodent

49 - 60

Bird

61 - 72

Fish

73 - 84

Amphibian

85 - 96

Lizard

97 - 00

GMs Choice

Inscriptions

Table 364

01 - 20

Non-Magical Runes

21 - 40

Normal Text

41 - 60

Pictures

61 - 80

Artistic Designs

81 - 00

Ornate Designs

Monsters

Table 365

01

Orc

02

Angel

03

Chak'ar

04

Shadow Cats

05

Faeries

06

Manticore

07

Chimera

08

Wyvern

09

Golem

10

Human
11

Demon

12

Draklings

13

Pegasus

14

Awemawe

15

Mobling

16

Gremlin

17

Medusa

18

Spiders

19

Posers

20

Secotah
21

Spirits

22

Lich

23

Kuriel

24

Harpy

25

Unicorn

26

Spider Cat

27

Wolves

28

Merfolk

29

Carnivorous Cactus

30

Nogashim
31

Skeletons

32

Cerberus

33

Tengu

34

Djinni

35

Birds of Prey

36

Lions

37

Basilisk

38

Critters

39

Faerial

40

Goblin
41

Zombies

42

Stone Troll

43

Stalker Cat

44

Unag

45

Minotaur

46

Tunnel Worms

47

Muckmorph

48

Bears

49

Doppelganger

50

Motul
51

Dragons

52

Giant Insects

53

Griffin

54

Boltzon Eye

55

Rock Creature

56

Ogres

57

Giant

58

Phoenix

59

Tiger

60

Vartith
61

Were-creatures

62

Snakes

63

Giant Rats

64

Owlbear

65

Centaur

66

Wraiths

67

Scourge

68

Lizards (Non-intelligent)

69

Ooze, slime, and molds

70

Legyre
71

Fire Elementals

72

Water Elementals

73

Earth Elementals

74

Air Elementals

75

Winged Snake

76

Troll

77

Hydra

78

Cyclops

79

Naga

80

Elf
81

Vampires

82

Ice Beast

83

Nymphs & Dryads

84

Brown Crusty Creatures

85

Shadow

86

Gargoyles

87

Hell Hounds

88

Oracle Cat

89

Dark-claws

90

Dwarf
91

Satyr

92

Shree

93

Changeling

94

Tree-folk

95

Pure Magical / Energy Creatures

96

Guazzu

97

Cockatrice

98

Sharks

99

Pecks

00

GMs Choice
Language Used

Table 366

01 - 50

E’gathan 

51 - 55

High Warlon

56 - 60

Hannaran

61 – 75

Low Warlon

76 - 80

Leganese

81 - 85

Mercan

86

Kureil

87 - 97

Faistian

98

Chak’arian

99

Elysian

100

Gehennan

Appearance, Quality, Condition

Table 370

01 – 10

Nearly Destroyed

11 – 25

Damaged

26 – 75

Average

76 – 90

Good

91 – 00

Near Mint

Coloration & Hue

Table 380

01 – 02

Light Red

03 – 08

Red

09 – 10

Dark Red

11 – 12

Pink

13 – 14

Light Orange

15 – 20

Orange

21 – 22

Light Yellow

23 – 30

Yellow

31 – 32

 Light Green

33 – 38

Green

39 – 40

Dark Green

41 – 42

Light Blue

43 – 48

Blue

49 – 50

Dark Blue

51 – 52

Light Purple

53 – 58

Purple

59 – 60

Dark Purple

61 – 62

Dark Brown

63 – 68

Brown

69 – 70

Tan

71 – 75

Black

76 – 80

Grey

81 – 85

White

86 – 90

Off-white

91 – 93

Striped (Re-roll Twice)

94 – 96

Dotted (Re-roll Twice)

97 – 00

Patterned (Re-roll Twice)

Random Weapon

Table 400

01 - 20

Axe

21 - 30

Blunt

31 - 40

Bow or Crossbow

41 - 60

Knife

61 - 65

Pole Arm

66 - 85

Sword

86 - 90

Thrown Weapons

91 - 95

2 Handed Sword

96 - 97

2 Handed Misc.

98 - 99

Gloves, and Brass Knuckles

100

GM's Choice

Quality Weapon

Table 410

01 - 30

+ 0 to Strike, + 1 to Injury

31 - 60

+ 1 to Strike, + 0 to Injury

61 - 70

+ 1 to Strike, + 1 to Injury

71 - 80

- 5 to Weapon Breakage

81 - 90

+ 2 to Strike, + 2 to Injury

91 - 98

- 7 to Weapon Breakage

99 - 00

+ 3 to Strike, + 3 to Injury

Random Armor

Table 500

01 - 05

Helmet  

06 - 18

Shield 

19 - 26

Banded Mail

27 - 38

Chain Mail

39 - 46

Cuir-bouilli Lamellar

47 - 54

Cuir-bouilli Studded

55 - 59

Full Plate Mail

60 - 64

Half Plate Mail

65 - 72

Leather

73 - 80

Metal Lamellar

81 - 85

Padded

86 - 93

Scale Mail

94 - 00

Studded Leather

Design: Armors

Table 520

01 – 40

Standard

41 – 60

Inscription



Roll on Table 364

61 – 65

Plated w/ Precious Metals



Roll on Table 340

66 – 70 

Hidden Compartment

71 - 75

Gem Encrusted



Roll on Table 110

76 - 80

Spiked

81 - 90

Coloration



Roll on Table 380

91 - 95

Combination



Re-roll this table twice

96 - 98

Monstrous Appearance

99 - 00

Partially Missing



Quality Armor

Table 530

01 - 50

+ 1 to PV

51 – 55 

-1 to all Critical hits

56 – 60

3% Lighter than Normal 

61 – 80

- 3 to AGL penalties

81 – 85

-2 to all Critical hits

86 – 90

5% Lighter than Normal

91 – 96

- 5 to AGL penalties

97 – 98 

-3 to all Critical Hits

99 – 00

7% Lighter

Artwork & Treasures: Appearance

Table 600

01 – 15

Miniature Icon



Roll on Table 362, 610

16 – 30

Jewelry



Roll on Tables 230, 341

31 – 45

Fine Clothing



Roll on Table 220, 380

46 – 60

Miniature Monster



Roll on Table 365, 610

61 – 75

Miniature Animal



Roll on Table 363, 610

76 – 90

Decorative Odds & Ends



Roll on Table 250, 610

91 – 00

GMs Choice

Artwork & Treasures: Composition

Table 610

01 – 02

Gemstone



Roll on Table 110

03 – 10

Gem Encrusted



Roll on Table 110, 610

11 – 30

Iron

31 – 35

Steel

36 – 50

Copper Plating (Iron Base)

51 – 75

Copper

76 – 85

Silver Plating (Iron Base)

86 – 94

Silver

95 – 98

Gold Plating (Iron Base)

99 – 00

Gold

Bulky Treasures

Table 700

01 – 18

Statues

19 – 36

Tapestries



Roll on Table 380

37 – 54

Rugs



Roll on Table 380

55 – 72

Furniture

73 – 90

Crates / Barrels of Goods



Each Crate carries 200 lbs.

91 – 00

Paintings

Random Magical Items

Table 800

01 – 60

Minor Items



Roll on Table 820

61 – 75

Wands, Staves, and Rods



Roll on Table 830

76 – 85

Weapons



Roll on Table 840

86 – 95

Armor



Roll on Table 850

96 – 00

Miscellaneous Magic



Roll on Table 860

Spell Power for Items

Table 801

01 - 69

1st Power Spell



No modifier for Table 804

70 - 89

2nd Power Spell


No modifier for Table 804

90 - 95

3rd Power Spell



-10 modifier for Table 804

96 - 99

4th Power Spell



-20 modifier for Table 804

100 5th Power Spell



-60 modifier for Table 804

Spell Arkana for Most Items

Table 802

01 - 25

Energy

26 - 50

Mental

51 - 75

Physical

76 - 00

Power

Magnitude of Property

Table 803

01 – 70

Minor

71 - 90

Major

91 - 99

Excellent

100

Superlative

Frequency of Use

Table 804

Under – 20
Charged (2d10+5 Charges)

-20 – 0

Once per month

01 - 20

Once per week

21 - 70

Once per day

71 - 90

Twice per day

91 - 110

Three times per day

111 - 150
Four times per day

151+

Five times per day

Random Skill Roll

Table 805

Not all skills are appropriate for all items.

01 – 12

Covert Skill


Roll on Table 806

13 – 24

Guild Skill


Roll on Table 807

25 – 36

Knowledge


Roll on Table 808

37 – 48

Magic Skill


Roll on Table 809

49 – 60

Physical Skill


Roll on Table 810

61 – 72

Social



Roll on Table 811

73 – 84

Wilderness


Roll on Table 812

85 - 97

Combat



Roll on Table 813

98 - 00

GMs Choice


Covert Skill Roll

Table 806

01 – 10

Disguise

11 – 20

Forgery

21 – 30

Hide

31 – 40

Interrogate

41 – 50

Notice Traps

51 – 60

Palming

61 – 70

Pick Locks

71 – 80

Pick Pockets

81 – 90

Stealth

91 – 00

Streetwise

Guild Skills

Table 807

01 – 16

Carpentry

17 – 32

Early Engineering

33 – 48

Leather Working

49 – 64

Metal Working

65 – 84

Sailing

85 – 00

Stone Working

Knowledge Skills

Table 808

01 - 07

Alchemy

08 - 14

Astrology

15 - 21

Astronomy

22 - 28

First Aid

29 - 35

Geology

36 - 42

Herbalism

43 - 49

Language

50 - 56

Lore

57 - 63

Mathematics

64 - 70

Navigate

71 - 77

Realize Worth

78 - 84

Sense Disease

85 - 91

Sense Injury

92 – 00

GMs Choice

Magic Skills

Table 809

01 - 07

Banishment

08 - 14

Cast Energy Spells

15 - 21

Cast Mental Spells

22 - 28

Cast Physical Spells

29 - 35

Cast Power Spells

36 - 42

Concentration

43 - 49

Enchantment

50 - 56

Geomancy

57 - 63

Learn Spells

64 - 70

Naturalism

71 - 77

Necromancy

78 - 84

Rune Crafting

85 - 91

Sense Aura

92 - 98

Scrying

99 - 00

GMs Choice

Physical Skills

Table 810

01 - 24

Climbing

25 - 48

Gymnastics

49 - 72

Ride Animal

73 - 95

Swimming

96 - 00

GMs Choice

Social Skills

Table 811

01 - 11

Art

12 - 22

Cooking

23 - 33

Dancing

34 - 44

Gambling

45 - 55

Negotiate

56 - 66

Play Instrument

67 - 77

Sewing

78 - 88

Singing

89 - 99

Teaching

100

GMs Choice

Wilderness Skills

Table 812

01 - 14

Camouflage

15 - 28

Fishing

29 - 42

Foraging

43 - 56

Orienteering

57 - 70

Predict Weather

71 - 84

Set Snares

85 - 99

Tracking

100

GMs Choice

Combat Skills

Table 813

01 - 07

Axe Weapons

08 - 14

Blunt Weapons

15 - 21

Bow Weapons

22 - 28

Brawling

29 - 35

Defensive Tactics

36 - 42

Knife Weapons

43 - 49

Martial Arts

50 - 56

Notice Ambush

57 - 63

Pole Arms

64 - 70

Sword Weapons

71 - 77

Thrown Weapons

78 - 84

Unarmed Combat

85 - 91

2 Handed Misc.

92 - 98

2 Handed Swords

99 - 00

GMs Choice



Activation for Items

Table 814

01 - 16

Mental Command

17 - 36

Desire

37 - 52

Spoken Command

53 - 68

Gesture

69 - 84

Priming Gesture

85 - 00

Mechanical

Minor / Temporary Items

Table 820

01 – 20

Potions

21 – 40

Gems

41 – 60

Scrolls

61 - 65

Candles

66 - 70

Dust

71 - 75

Rune Stone

76 - 80

Missiles

81 - 85

Charged Weapon

86 - 90 

Shrinking Item

91 - 95

Polymorphed Item

96 - 99

Tattoo Item

00

GMs Choice

Candles

The only way to activate a candle is to light one, and it’s magic will continue until extinguished.  The spell affects everyone within the circle of light equally.  Roll on tables 801 and 802.  The duration of the spell is identical to the duration of the candle, and can be halted by snuffing the candle.  Combat spells will not activate until after the candle has fully burnt down.

Charged Weapon

Each weapon contains 3d10+10 charges.  Roll on table 840 to determine what property the weapon has.  Each time the property is used, deduct one charge.

Dust

Roll on tables 801, 802.  Throwing, sprinkling, or blowing it upon the target can activate the dust.  Dust comes in small pouches of 1d10+2 uses.

Gems

There will always be found 1d10 gems.  The gems may or may not be identical in function.  Roll on Tables 801, 802.  Gems must be broken to activate.  They are extremely fragile.  Combat spells placed into gems will activate upon breakage and act like grenades.  

Missiles

Always found in bundles of 1d10+5 missiles.  Missiles can either be arrows, bolts, sling stones, or shurikens.  Each missile will lose its magic after a single shot.  Roll on table 840. 

Polymorphed Item

This is a normal item as found in the equipment lists.  Upon activation the item will become something else.  Roll on table 210 to determine it’s alter ego.

Potions

Each potion contains 1d10 uses of the same potion per vial.  Roll on Tables 801, 802.  Quaffing a potion requires one action and one additional action for the potion to activate.  Once the potion’s power has been transferred, the user may choose to cast the spell as normal or center it on him.  Unconscious or dying users will automatically absorb a healing potion into their body.  Pouring or splashing a potion on a person will require two turns to activate after contact and may not be fully effective.

Rune Stone

These are small stones about two inches by two inches.  Inscribed upon the stone is an uncharged rune.  Roll on tables 801 and 802 to determine the rune.  To charge a rune the wielder must only spend one action and one point of magic.  The next item touched by the rune will activate the spell buried inside.  The rune will self-destruct after use.  1d10 runes will be found.

Scrolls

Only contains one spell.  Anyone who is literate in the language of the text may read and activate the scroll.  Roll on tables 801, 802, 366.  Scrolls require only one action to read.

Shrinking Item

This is a normal item as found in the equipment lists.  Upon activation the item will shrink to one inch long and weighs 1/20th of a pound.  Re-activation will enlarge the item to its original size.  

Tattoo Item

This is a normal item as found in the equipment lists.  Upon activation the item will transform into a tattoo upon the wielder’s body.   This tattoo can resemble anything, but often resembles a stylized version of the item. 

Wands, Staves and Rods

Table 830

01 - 70

Wand



2d10 + 5 Charges


Roll on Tables 831, 310, 322

71 - 90

Rod



3d10 + 10 Charges

Roll on Tables 831, 310, 322

91 - 00

Staff




4d10 + 20 Charges

Roll on Tables 831, 310, 322

Wand, Staff, or Rod: Powers

Table 831

01 - 60
Standard


61 – 70

Combination Wand

71 - 80
Facilitator 

81 - 90
Battery

91 - 00

Focal

Battery

Roll on Table 832.  This wand is simply a battery for magical power.  Any ranged spell known by he caster can be cast using this wand.  The chance of success is based on the caster's use skill.  The cost of the spell is drained from the remaining charges of the wand.

Combination Wand

This wand is nearly identical to the Standard, except that it will contain up to 1d5 spells of a similar nature or theme. Roll on Tables 801, 814, 832 and 802.  The standard wand only holds one spell that can be cast.  This spell has an automatic success.  The cost of the spell is drained from the remaining number of charges.  Spells that save from Defensive tactics should use the casters highest Cast Spells skill with a bonus of 20.

Facilitator 

Roll on Tables 832, 801, and 802.  The facilitator wand also holds only one spell.  Each use of the spell drains one charge from the wand and is an automatic success.  The actual cost of the spell is drained from the caster as if she had cast the spell.  Spells that save from defensive tactics should use the casters use skill with a bonus of 20.

Focal

Do not have charges.  Instead the wand gives a bonus to the use skill of the caster for all ranged spells.  A wand grants a bonus of +5, a rod + 10, and a staff +20.  This type never requires recharging.

Standard


Roll on Tables 801, 814, 832 and 802.  The standard wand only holds one spell that can be cast.  This spell has an automatic success.  The cost of the spell is drained from the remaining number of charges.  Spells that save from Defensive tactics should use the casters highest Cast Spells skill with a bonus of 20.

Recharging Wands, Staves, or Rods

Table 832

01 - 69

None 

70 - 89
Channeling for 2 points per charge.

90 - 95

Channeling for charge.

96 - 99
Channeling or self-recharging after one week.

100
Channeling or self-recharging after one day.

Enchanted Weapon Properties

Table 840

All enchanted weapons are indestructible.  Roll on Table 400 to determine which weapon is found.  Swords, and Knives use tables 300, 301, 320, 321, 322, 323, 841.  Axes and pole arms use tables 300, 301, 310, and 841.  Bows use table 330.  Maces and Hammers use tables 300, 310.

01 - 19
Extra Injury Dealt


20 - 38
Ease of Use

39 - 41
Armor Piercing

42 - 44
Wounding


45 - 47
Spell Casting



48 - 50
Skill Bonus


51 - 53
Quickness

54 - 56
Slaying


57 - 58 
Combination



59 - 78
Silver / Iron Mix


79 - 80
Elemental Strike

81 - 82
Defending


83 - 84
Holy Weapon


85 – 86
Protection


87 - 88
Returning


89 - 90
Throwing / Distance

91 - 92
Reloading 


93 - 94
Venom



95 - 97
Tattoo Transformation

98 – 99

Armor Cleaving

100

Special & Unique Weapon



Roll on Table 870.

Armor Cleaving

Roll on Table 803.  This property has the potential to damage armor and reduce its PV.  All such weapons will reduce the armor by at least one if the result is either maximum injury or a critical hit.  Major weapons will reduce the PV by 1 for every 4 points of injury dealt.  Excellent weapons will reduce the PV by 1 for every 3 points of injury inflicted.  Superlative weapons will reduce the PV of armor by 1 for every 2 points of injury dealt.

Armor Piercing

Roll on Table 803.  Allows the attacker to ignore some or the entire armor of a victim.  If the weapon is minor reduce the armor by 25%.   Major weapons reduce the armor by 50%.  Excellent weapons reduce the armor by 75%, and superlative weapons ignore all armors.

Combination



Roll on Table 803.  Minor and Major weapons roll twice on this chart.  Excellent weapons re-roll three times on this chart.  Superlative weapons roll four additional times on this chart.  Re-roll any other results of combination.

Defending


Roll on Table 803.  This property adds a bonus to the wielder's defensive tactics as the weapon blocks, guards and seemingly parries on its own.  Minor weapons will only add 10 points to the defensive tactics skill.  This bonus is to the FULL defensive tactics.  It must be quartered when not actively defending.  Major weapons will add a +20 bonus to the skill, while excellent weapons will grant a bonus of +30.  Superlative weapons will add an astounding +40 to the skill.

Ease of Use

Roll on Table 803.  Minor weapons grant a bonus of +5 to skill.  Major Weapons grant a bonus of + 10 to skill.  Excellent weapons grant a bonus of + 15 to skill.  Superlative weapons grant a bonus of +25 to skill.

Elemental Strike

Roll on Table 803.  All elemental-striking weapons will occasionally "flare" and deal additional injury to the target.  The GM must choose which element the strike is based upon: fire, cold, acid, or electricity.  If the power is minor a d10 must be rolled.  This number must be recorded.  Every time this number is rolled for injury the weapon will flare.  Major weapons have two such numbers.  Excellent weapons will require another roll.  (1-25% Low Numbers.  26-50% High Numbers.  51-75% Even Numbers.  76-100% Odd Numbers).  Superlative weapons will flare with every hit.  Each flare will inflict injury equal to the weapon's seventh injury value.

Extra Injury Dealt


Roll on Table 803.  Minor weapons grant a bonus of 1d10/2.  Major weapons receive a 1d10+4 bonus to injury dealt.  Excellent weapons grant a bonus of 2d10+9.  Superlative weapons should roll 3d10+15 to determine their bonus.  This is a permanent bonus to all injury done by that weapon.  The bonus roll should only be made once, after that the bonus is always the same.  Eg.  An excellent weapon rolls 2d10 + 9 and ends up with 19.  The weapon will always inflict 19 points of injury in addition to its base roll.

Holy Weapon


Roll on Table 803.  Minor holy weapons have a banishment skill when wielded of 25%.  Major weapons 
have a banishment skill of 50%.  Excellent weapons grant a skill of 70%.  Superlative weapons have a 120% banishment skill and will forcibly return any other planar being to its home on contact.

Protection


Roll on Table 803.  This property will add a bonus to all attribute rolls.  This will never transfer to a skill roll.  Minor weapons will grant a +5 protection.  Major weapons will add +10 protection.  Excellent weapons bestow a bonus of +15 to all attribute rolls.  Superlative weapons grant a protective bonus of +25.  This bonus is only applicable while the weapon is drawn.

Quickness

Roll on Table 803.  Minor weapons grant 1 additional action per round and a 25% bonus to their movement distance. Major weapons also grant an additional action, but will give a bonus of 50% to their movement distance.  Excellent weapons will bestow 2 additional actions each round and a 75% bonus to movement.  Superlative weapons will grant a mind boggling 3 additional actions per round and doubles the natural distance the wielder can move in one round.

Reloading 


Only Applicable to Ranged Weapons.  Minor and Major weapons will automatically reload themselves from the wielders person.  Excellent weapons will first try to reload from the wielder but will then search up to 10 feet to reload.  Superlative weapons will also reload but have a maximum range of 25 feet.

Returning


The weapon will always return to the wielder on the start of the next action.  This returning is done via teleportation and has a maximum range of 50 feet.  The wielder must concentrate in order to sheath or give the weapon.  Missile weapons will return to the archer if he is within 50' of the target and the missile is not destroyed.

Skill Bonus


Roll on Table 803.  Roll on Table 805. to determine which skill the weapon will add a bonus to.  Minor weapons grant a bonus of + 5 to this skill.  In addition, minor weapons must be held in order to gain the bonus.  More powerful versions do not require wielding the weapon.  Major Weapons grant a bonus of +10 to this skill.  Excellent weapons grant a bonus of + 15 to the skill.  Superlative weapons grant a bonus of +25 to the skill.

Silver / Iron Mix


Will deal full normal injury to any creature that can only be hit by silver weapons.  Will also deal injury to many other creatures that normal iron cannot harm.

Slaying


Weapons of slaying will deal additional injury every time they hit a specific creature or race.  Roll on Table 365 to determine the creature.  Roll on Table 803.  Minor weapons will deal an additional amount of injury equal to the third value on the weapon's injury chart.  Major weapons will deal additional injury equal to the fifth value.  Excellent weapons will inflict the seventh value of additional injury, while the superlative weapons will deal an additional injury equal to the 10th value.

Spell Casting



Roll on Table 803.  Each roll of spell casting allows the weapon to cast one spell.  Roll on Table 801 and 802 to determine the power and arkana of the spell.  Minor weapons have 2d10+5 charges.  Roll on Table 832 to determine manner of recharging the weapon.  This spell has an automatic success.  The cost of the spell is drained from the remaining number of charges.  Spells that save from Defensive tactics should use the casters cast skill with a bonus of 20.  If the wielder does not have a Cast spells skill then use the quarter INT.  Major, excellent, and superlative weapons do not have charges and will instead have a certain number of times each day they can be used.  Roll on Table 804 to determine the frequency.  Major weapons should add 20 to the die roll on the Table, excellent weapons add 40 and superlative adds 60.

Tattoo Transformation

Tattoo weapons are magical weapons that have the ability to shrink and mold to the wielder's body.  The tattoo can look like anything the wielder desires but is most commonly a smaller version of the weapon.  This tattoo does radiate magic.

Throwing / Distance

Roll on Table 803.  Minor weapons will either add 10% to the range of the weapon or allow it to be thrown 10 feet without penalties.  Major weapons will either add 25% to the range of the weapon or allow it to be thrown 25 feet without penalties.  Excellent weapons will either add a bonus of 50% to the range or allow the weapon to be thrown 40 feet without penalties.  Superlative weapons will either grant a bonus of 100% to the range or allow the weapon to be thrown 60 feet without penalties.

Venom



Roll on Table 803.  Minor weapons will produce a Type 1 poison.  Major items will create a Type 2 poison.  Excellent items will excrete a Type 3 poison, while a superlative weapon producing Type 5.  The form of the poison is left to the GMs discretion.

Wounding


Roll on Table 803.  Grants a bonus to a critical success roll with the enchanted weapon.  A minor weapon will grant a bonus of +5 to the die roll.  A major weapon will grant a +10 bonus, while an excellent weapon will confer a bonus of +15.  A superlative weapon will grant a bonus of +25 to all critical hit die rolls.

Luminosity of Blades

Table 841

Enchanted blades often glow from the magical energies placed within.  This glow is often brighter in more powerful weapons.  Minor weapons have no bonus, major weapons have a bonus of +5, excellent weapons a bonus of +10, and superlative weapons have a bonus of +20.  Each property’s magnitude grants a cumulative bonus.  Roll on Table 380.  This glow cannot be controlled.

01 – 60

No Glow

61 – 80

Illuminates 6 inches

81 – 90

Illuminates 5’ square

91 – 95

Illuminates 10’ radius

96 – 105

Illuminates 15’ radius

106+

Illuminates 20’ radius

Enchanted Armor Properties

Table 850

Enchanted armor is always indestructible.  Roll on Tables 500, 520. 

01 – 20
Sturdier


21 – 28
Elemental Defense

29 – 36
Life Saving


37 – 56
Lighter



57 – 59
Defending


60 – 67
Protection


68 – 70
Combination


71 – 78
Spell Casting


79 – 88
Skill Bonus


89 – 97
Transformable


98 – 00
Special & Unique



              Roll on Table 871.

Combination


Roll on Table 803.  Minor and major armor rolls twice on this chart. Excellent armor rolls three times while superlative armor rolls four additional times on this chart.  Re-roll any other results of combination.

Defending


This property is only available to shields.  Roll on Table 803.  This property adds a bonus to the wielder's defensive tactics as the shield blocks, guards and seemingly parries on its own.  Minor shields will only add 10 points to the defensive tactics skill.  This bonus is to the FULL defensive tactics.  It must be quartered when not actively defending.  Major shields will add a +20 bonus to the skill, while excellent shields will grant a bonus of +30.  Superlative shields will add an astounding +40 to the skill.

Elemental Defense

Roll on Table 803.  Choose one of the following elements: ice, fire, electricity, poison, or disease.  Minor and major armor will reduce all injury done by that specific element to 50%.  Excellent armor will reduce the amount of injury sustained to 10%.  Superlative armor will completely ignore all injury from that element.

Life Saving


Roll on Table 803.  This property forces anyone critically hitting the wearer to subtract a penalty from the dice roll to determine the severity of the wound.  Minor armor will induce a penalty of – 5 to the die roll.  Major armor will grant a –10 penalty to the die roll.  Excellent armor grants a  - 15 penalty, and superlative armor will protect with a – 25 penalty.

Lighter



Roll on Table 803.  Armor with this property is far less heavy and cumbersome than their counterparts.  Minor armor weighs 10% less than normal.  Major armor weighs 25% less than normal.  Excellent armor weighs nearly nothing at 10% of its normal weight.  Superlative armor feels like clothing.  The penalty to agility based skills is also reduced by an equal amount.

Protection


Roll on Table 803.  This property will add a bonus to all attribute rolls.  This will never transfer to a skill roll.  Minor armor will grant a +5 protection.  Major armor will add +10 protection.  Excellent armor bestows a bonus of +15 to all attribute rolls.  Superlative armor grants a protective bonus of +25.  This bonus is only applicable while the armor is worn.

Skill Bonus


Roll on Table 803.  Roll on Table 805 to determine which skill the armor will add a bonus to.  Minor armor grant a bonus of + 5 to this skill.  In addition, all armors must be worn in order to gain the bonus. Major armor grants a bonus of +10 to this skill.  Excellent armor grants a bonus of + 15 to the skill.  Superlative armor grants a bonus of +25 to the skill.

Spell Casting


Roll on Table 803.  Each roll of spell casting allows the armor to cast one spell.  Roll on Tables 801 and 802 to determine the power and arkana of the spell.  Minor armor has 2d10+5 charges.  Roll on Table 832 to determine manner of recharging the armor.  This spell has an automatic success.  The cost of the spell is drained from the remaining number of charges.  Spells that save from Defensive tactics should use the casters cast skill with a bonus of 20.  If the wielder does not have a Cast spells skill then use the quarter INT.  Major, excellent, and superlative armor does not have charges and will instead have a certain number of times each day they can be used.  Roll on Table 804. to determine the frequency.  Major armor should add 20 to the die roll on the Table, excellent armor add 40 and superlative adds 60.

Sturdier


Roll on Table 803.  Minor suits of armor will gain a bonus of 1d10/2 to the PV of the armor.  Major suits will receive a bonus of 1d10+4 to the PV.  Excellent suits are granted an additional 2d10+9 PV.  Superlative armor rolls 3d10+15 to determine their bonus.

Transformable


This property allows the armor to transform into one suit of clothing.  The armor will remain in this appearance until the caster wills otherwise.  Transformation requires one round.  The armor in clothing form does not grant the PV of the normal armor and does radiate magic.

Miscellaneous Items

Table 860

Miscellaneous items are any items that don’t quite fit any of the other designations.  These items are extremely varied and only have one rule in common.  They must be used normally to activate.  Hats and crowns must be worn on a head, rings on a finger, books read, and so on.

01 – 70

Standard Item.  


Roll on Tables 210, 801, 802, and 804, 814.  

71 - 00

Special and Unique Item.  

Roll on Table 872.

Special and Unique Weapons

Table 870

1 Soul-drinker


2 Cursed


3 Dancing


4 Intelligent


5 Possessed


6 Boltzon's Bow


7 Heart Seeker


8 Focal Blade


9 Sharpness


10 Changeling-blade

11 Swarm Missile


12 Sorcerer-bane


13 Dwarven Crossbow


14 Spell-slinger


15 Life Stealer

16 Tradesman’s Knife

17 Climbing Crossbow


18 Axe of Glartheil

19 Wolf-blade


20 Fire-strike Hammer


21 Storm-caller


22 Dwarven Axe


23 Cythane’s Whirling Blades

24 Jack’s Axe


25 Herald’s Rapier


26 Arms of the Healer


27 Darkheart’s Sword


28 Mimic




29 Crystal Tipped


30 Luck Blade


31 Imperial Tongue


32 Demon-spur


33 Tradesman’s Knife


34 Shadow’s Edge

35 Mace of Octenius

36 Doom-sword

37 Tradesman’s Knife

38 Qualryn’s Fang

39 Swarm Missile

40 Luck Blade

41 Dwarven Crossbow

42 Attributes

43 Climbing Crossbow

44 Mimic

45 Garun’s Knife

46 Swarm Missile

47 Kendar’s Friend

48 Shadow’s Edge

49 Ablian’s Blade

50 Tradesman’s Knife

51 Focal Blade

52 Dancing

53 Heart Seeker

54 Possessed

55 Arms of the Healer

56 Toreius’ Edge

57 Destroyer

58 Tradesman’s Knife

59 Betrayal’s Curse 

60 Swarm Missile

61 Focal Blade

62 Mimic

63 Regeneration

64 Guardian

65 Climbing Crossbow

66 Intelligent

67 Life Stealer

68 Tradesman’s Knife

69 Swarm Missile

70 Attributes

71 Sharam’s Blade

72 Darkheart’s Sword

73 Tradesman’s Knife


74 Imperial Fist

75 Arms of the Healer

76 Sharpness

77 Moonbeam

78 Climbing Crossbow

79 Luck Blade

80 Therion’s Long Bow

81 Dwarven Axe

82 Swarm Missile

83 Tradesman’s Knife

84 Focal Blade

85 Mimic

86 Naluk’s Hammer

87 Soul-drinker

88 Luck Blade

89 Anitharexo’s Crossbow

90 Fire-strike Hammer

91 Boltzon's Bow
92 Cursed

93 Dancing

94 Intelligent

95 Shadow’s Edge

96 Arms of the Healer
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Ablian’s Blade

This is a unique item.  GMs may wish for the player’s to re-roll this result.  A goblin spy named Ablian carried this rapier.  This blade appears to be made of iron with a rosewood handle.  Inside the hilt is a small concealed space that can carry several coins, a lock pick, or a small note.  When held this sword will grant a bonus of +5 to strike, and can excrete a type 2 sleeping poison.  In addition the sword has a maximum of 13 charges that can cast Confusion.  These charges can be recharged at a rate of 2 drain for every charge.  

Anitharexo’s Crossbow

This is a rare item.  Only two are known to exist.  GMs may wish for the player’s to re-roll this result.  Each pistol crossbow is identical and was wielded by an ancient elven marksman.  Made from ash, this crossbow will give any wielder a bonus of +5 to strike with crossbows.  In addition the crossbow will enchant any bolt fired into a mix of silver and iron.  The effect will wear off after one strike, unless fired from this crossbow a second time.  The crossbow will inflict 11 / 13 / 14 / 16 / 17 / 19 / 20 / 22 / 23 / 25 injury per bolt.

Arms of the Healer


These weapons are made for healers off all types, magical and herbal a like.  They will act as normal weapons of their kind until the healer wills otherwise.  The weapon will then become a golden light with whorls of sky blue.  In this form all injury normally dealt by the weapon will be healed instead.  No recipient can have more injury points healed than their current maximum.  The weapon function can be changed instantly.  Ignore all critical successes with these weapons.  Critical failures that do not deal with the weapon will still apply.  This ability can be activated twice per day for 1d10/2 rounds.

Attributes

Roll on tables 803 and 230.  Then roll 1d10.  1 is agility, 2 is awareness, 3-4 is dexterity, 5-6 is health, 7-9 is strength, 10 is beauty.  Minor items increase the attribute by +5 and cannot exceed the racial maximum.  Major items will grant an attribute equal to the racial maximum or +10 whichever is higher.  Excellent items will bestow an attribute equal to racial maximum +15.  Superlative items grant an attribute equal the racial maximum plus 25.  These items cannot be used in conjunction with any other spells or enchantments.

Axe of Glartheil

This is a unique item.  GMs may wish for the player’s to re-roll this result.  Glartheil was a minister of Toln in the early days of the Empire.  His double axe allowed him to hew his enemies to his heart’s delight.  It has silver / iron blades, a cherry shaft, and the holy symbol of Toln etched upon the blade.  It grants the wielder a bonus of +5 to strike, will ignore up to 25% of the victim’s armor, and can cast Push twice per day.

Betrayal’s Curse

This is a legendary artifact.  The GM is recommend to have the players re-roll this item.  Any non-dwarf found carrying this item would be followed, identified, and probably killed for possession of this artifact.  Created before the elf / dwarf wars this item is currently held by the nobles of the Hannaran Empire.  The edge is made of a silver and iron alloy and glows bright gold.  This glow will illuminate a 20-foot area.  The wielder will gain a bonus of +5 to strike.  It also has 16 charges that can be used to cast Stone Form.  The charges can be recharged at a rate of one drain for one charge.  Betrayal’s Curse will inflict 19 / 22 / 25 / 28 / 31 / 34 / 37 / 40 / 43 / 46 injury per hit.

Boltzon's Bow


A specially carved bow made of bloodwood with ancient elven runes inscribed upon it without a string.  When held the runes glow a bright golden hue, which then places an almost imperceptible line from, tip to tip like a bowstring.  
When released, a bolt of golden energy will fly from the bow at the target.  The weapon will inflict 3 / 7 / 11 / 14 / 17 / 21 / 25 / 28 / 31 / 35 and an additional 5 points of electrical injury.  The bow has a range of 45 / 90 / 135 / 180.  It requires no time to reload.

Changeling-blade

These weapons are always very ornate, often covered with jewels and fine engraving on the pommel and blade.  Such a blade can transform into any weapon suitable for the technology level of the campaign. Roll on Table 840.  This property will remain the same through every incarnation of the weapon.  Missile weapons do require ammunition to operate, it does not create its own.

Climbing Crossbow


This crossbow appears to be a light crossbow and was originally created for a spy named Varok.  They always gain a bonus to ease of use, roll on table 803 for magnitude, but can also transform a normal bolt into a grapple with 200 feet of line.  This ability can be used twice per day.  The grapple has the same range as a normal light crossbow bolt.

Crystal Tipped


Roll on Table 840.  When held they will absorb 50% of all electricity injury dealt. Once charged the weapon will flare in increments of 5 points of injury with every strike.  All of the current inside the weapon will be released at once and the weapon will simply drain any remaining energy.

Cursed


There are very few cursed items of any kind.  People simply do not have the time or effort to waste in such an extravagant form of revenge.  Murder is so much easier.  However, certain deities and ultra powerful spirits may have other opinions and will quite often create items that are not what they appear.  Most cursed items will slowly cause the owner to become insane, while others will force some change in personality.  Each cursed item is unique and requires careful thought on the part of the GM.  
Cursed items should be a major part of the campaign and never filler. 

Cythane’s Whirling Blades

An ancient sorceress named Cythane made these blades.  Originally a set of 6 daggers, these blades have long been separated and strewn across the continent.  Each dagger has it’s own special property, but they all will fly around the caster in her defense.  When on the defensive, each blade will add three to the full defensive tactics of the owner.  In addition one blade can strike per round with a skill of 60%.  This does require concentration and one action.  The first blade is called wolf’s bane and has a bonus of +2 injury dealt but will injure any creature (faerie or wolf-kin).  The second blade, Death’s Touch, inflicts an additional 7 injury of cold every strike.  Eagle Eye, the third dagger, can fly to attack anyone within 25 feet of the owner and then return.  The fourth dagger is named Hook’s Heart and deals a bonus of 6 injury to all orcs.  The fifth blade is named serpent’s sting and has a major property of venom.  The final dagger is named Unseen and can cast invisibility upon the caster once per day.  Only one blade will be found in any one location.

Dancing


Dancing swords act as any other sword (re-roll on Table 840 once) but will continue to fight after their owners have fallen.  Dancing swords will have the same skill roll as their owner, but cannot move from the spot where their owner fell.

Darkheart’s Sword



Scourges carry these swords.  When a scourge falls the sword will be lying in the pile of bones.  If a living person takes the sword, he can no longer be healed naturally.  All injury inflicted by and to the wielder will be absorbed by the blade.  Once the wielder dies his corpse will be reanimated as a (shogun).  All blades of this type have a bonus to injury dealt and ease of use.  Roll on table 803 for magnitudes.

Demon-spur



This is a unique item.  GMs may wish for the player’s to re-roll this result.  Forged by an ancient dwarven wizard named Thrun, demon-spur was his call for vengeance upon the soulless creatures that razed his home.  Demon-spur is a hammer that has been given a purpose in existence.  Unlike intelligent weapons, demon-spur only has the most basic of feelings: hatred for all demon spawn.  When confronted by demons the wielder’s first instinct will be to strike.  A willpower roll with a bonus of 20 must be rolled to ignore the hammer. The hammer has a silver / iron alloy, a bonus of +15 to demon lore, a bonus of 14 injury against demons, and the ability to cast Circle of Protection from demons once per day.

Destroyer

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This claymore is not intelligent, but is very empathic and radiates the urge to destroy.  The sword grants one additional action per round and a bonus of 25% to movement.  In addition, Destroyer will crackle with electrical energy every time a 10 is rolled for injury.  The sword deals 9 / 13 / 17 / 21 / 29 / 33 / 37 / 41 / 73.  For critical strikes count the 10th value as 45.

Doom-sword

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This scimitar has a curved blade made from obsidian etched with scarlet runes.  The hilt is unadorned silver with a ruby scull pommel.  The runes glow a dull red that illuminates a 20’ area.  This sword was created during the Elf / Dwarf war, and will deal an additional 8 points of injury against dwarves.  In addition the sword will grant the wielder a bonus of +5 to strike and will ignore 25% of all armor.  This scimitar will inflict 20 / 23 / 26 / 28 / 30 / 33 / 36 / 38 / 40 / 43 injury.

Dwarven Axe


Another of the more common weapon of the elf/dwarf wars is the dwarven axe.  Wrought of high-test steel these blades have been enchanted with minor extra injury dealt.  In addition these axes have both minor throwing and returning abilities.  

Dwarven Crossbow


These crossbows are also known as repeating crossbows and are entirely mechanical in nature.  They can hold 15 bolts inside them at any one time.  Firing is simpler than any regular crossbow, allowing the archer to fire a single bolt, or 3 bolts at a penalty of –10 in a single action.  These bolts deal 1 / 3 / 4 / 6 / 7 / 9 / 10 / 12 / 13 / 15 injury.  Reloading is only necessary after all 15 bolts have been expended, and can only use pistol crossbow bolts.  The range on the repeater crossbow is 30 / 60 / 90 / 120.

Fire-strike Hammer


These weapons are always great hammers.  These hammers have a minor bonus to injury done, and can cast fire bolt equal to a 15tth level caster three times per day.  In addition, the wielder can attempt to make a willpower roll to activate the fire bolt power simultaneously with a strike.  This deals normal injury plus the fire strike injury with no chance for a save.

Focal Blade


This weapon should be one of the bladed weapons, preferably something long and pointed.  The Focal blade appears to be a high quality weapon with a minor bonus to extra injury and ease of use.  In addition, if the blade is used while casting a spell the caster gains an additional + 5 to her casting skill.

Garun’s Knife

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This bowie knife has a steel blade with a tiger-eye near the hilt.  The hilt is made of ivory and is unadorned.  When held the knife will grant a +5 bonus to strike.  It will also grant a bonus of +15 to early engineering if carried.  The knife will inflict 6 / 7 / 8 / 10 / 11 / 12 / 13 / 15 / 16 / 17 injury.

Gloves of Nendaril

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This pair of white leather gloves will always be found together.  The knuckles have small plates of a silver and iron mixture.  While worn these gloves will increase the hand to hand skill of the character by +5.  In addition all punches will deal an additional 33 points of injury.

Guardian

Roll on tables 803 and 400.  These weapons will always warn the wearer to any attacks, theft or hostile actions to the person.  This item can and will awaken a person if needed.  Minor weapons can detect actions up to 10 feet from the wearer.  Major weapons can protect up to 25 feet from the wearer.  Excellent weapons can sense danger up to 100 feet away.  Superlative weapons can detect direct danger anywhere in the world.

Heart Seeker


This can be either a knife or an arrow.  The heart seeker will act like a normal weapon until a critical strike is rolled.  Then the blade will plunge into the heart of the victim.  The attacker does not roll on the critical table.  He automatically receives a result of 98; a Vital Hit.  Any modifiers to the die roll should be added and subtracted from this base, and a sufficiently powerful life saving armor could turn a deathblow into an eye or ear hit.

Herald’s Rapier


This is a unique item.  GMs may wish for the player’s to re-roll this result.  This rapier is moderately intelligent and filled with an inhuman lust for adventure and tragedy.  With an astounding bonus of + 30 to injury and a bonus of +25 to strike this is quite possibly the most dangerous sword on the continent.  Originally owned by Geoff Herald, the blade has passed from tragic hero to tragic hero for centuries, reveling in their rise and stellar falls.  While the blade will try never to let the owner fall in battle, he must be on his toes at any other time.  Crossed lovers, earthquakes, mortal enemies and irony is all part of this sinister blade’s arsenal.  The blade will allow the hero at most a week before it begins to plan and wreak his doom.  If magically identified the rapier will register as a unique weapon with the appropriate scores.  Only three identify spells will alert the caster to the sword’s intelligence, and only some sort of mind reading spell will divine its intentions.

Imperial Fist



This is a unique item.  GMs may wish for the player’s to re-roll this result.  Created during the ancient empire, this katana was always held by the head of the most powerful elven families.  Lost during the revolution it has fallen into legend.  Coated with runes of ancient elven, the imperial fist seems to hum with power.  Dealing an additional 7 to injury, and granting a bonus of 10 to sword weapons, this sword can also cast Stone Form twice per day.  If the same person possesses both the imperial fist and tongue they will each continue to fight after the owner has fallen unconscious.  The blades will have the same skill as the owner, but cannot be killed.

Imperial Tongue


This is a unique item.  GMs may wish for the player’s to re-roll this result.  Created during the ancient empire, this wakisashi was always held by the head of the most powerful elven families.  Lost during the revolution it has fallen into legend.  The possessor of the imperial tongue will seem to become a living legend to those around him.  Any simple command will be followed instantly, more complex or unusual commands can be resisted using a Willpower roll.  In addition to its innate power of presence, the imperial tongue has a silver / iron alloy and grants a bonus of +20 to the defensive tactics skill of the wielder.

Intelligent


Like cursed weapons, intelligent weapons must be treated with care.  Each is unique and has a personality transferred from a previously living person.  The GM should carefully craft each with the weapon’s soul and previous life kept in mind.  Intelligent weapons can attempt to control their owners.  In this case roll the Willpower for both the owner and the sword.  The highest successful roll will win.

Jack’s Axe



A famous giant-killer named Jack first wielded this legendary double axe.  Jack’s spree of vengeance ended one day when a titan accidentally sat on his campsite.  Jack’s axe is a +3 injury / +5 skill axe with a +10 bonus to injury (total) versus giants.

Kendar’s Friend

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This two handed great axe was given fame by a Vartith warrior named Kendar.  The shaft is made from ironwood, while the blade is made from iron and has several notches along the edge.  This axe will grant a bonus of +10 to the effect roll for a critical hit in which it was used.  In addition the axe will attempt to protect its wielder in combat, granting a bonus of +10 to the full Defensive Tactics.  Finally the weapon will deal 9 / 13 / 17 / 21 / 25 / 29 / 33 / 37 / 41 / 45 injury per strike.
Life Stealer

Roll on tables 400 and 803.  These items allow the wearer to absorb some of the life energy dealt in combat.  When the wearer inflicts injury a portion of the injury is given back to the wearer in the form of injury points.  No one can have more injury points than their personal maximum.  Minor weapons will heal 10% of the wounds dealt.  Major weapons will transfer 25% of all injury inflicted.  Excellent weapons will absorb 50% of the injury, while superlative weapons will steal all of the injury inflicted.

Luck Blade


Roll on tables 840 and 803.  All luck blades grant their wielder a critical success on a roll of 1 – 10, and a critical fumble only on a roll of 100.  Major and excellent weapons grant one re-roll per game session.  Superlative weapons grant two re-rolls per session.  The die roll can only be used to affect the wielder of the sword and the second roll must be taken, for good or ill.

Mace of Octenius

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This mace appears to be a normal mace with an iron head, and a shaft made of oak.  However, the handle has a hand-guard of wood in an intricate design.  The mace will grant its wielder one additional action per round, a bonus of 50% to his movement, a +10 bonus to strike with this mace, and a bonus of +10 to his full Defensive Tactics.

Mimic




These weapons will mimic the properties and abilities of any magical weapon used in direct combat with the wielder.  Intelligence and possessed weapons will not transfer their personality.  Cursed weapons will retain all of their penalties but are simply temporary.

Moonbeam

This is a unique item.  GMs may wish for the player’s to re-roll this result.  Moonbeam is a katana with an edge of silver and iron mixed.  Upon the blade are ancient elven runes that glow softly in moonlight.  The hilt is iron and has a moonstone gem on each side.  The pommel is made from iron but is shaped as a crescent moon.  Moonbeam will grant a bonus of +15 to every strike, and can transform into a crescent shaped tattoo upon command.
Naluk’s Hammer

Created for an ancient dwarven clan guard, these hammers have solid mahogany shafts and iron heads.  Originally tassels of blue hung from the bottom of the shaft.  The hammer will ignore 25% of any armor it encounters.  The hammer will also inflict 10 / 12 / 14 / 16 / 18 / 20 / 22 / 24 / 26 / 28 injury.

Possessed


These weapons can be extremely nasty.  They typically have no real powers of their own, but the demon or spirit possessing them can appear to give it any powers they themselves possess.  The possessor then grants the powers, as it desires.  These weapons can be disastrous in a battle if the spirit doesn’t wish to cooperate.

Qualryn’s Fang

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This short sword was once owned by a goblin assassin named Qualryn.  This sword’s glow will illuminate a 5’ square and cannot be dimmed unless sheathed.  It is a simple blade of iron, unadorned in except the jagged edge on one side of the blade.  The blade can coat itself with a type three injury dealing poison upon the command of the wielder.  In addition the sword can grant a +5 bonus to tracking if held.  The sword will inflict 4 / 7 / 8 / 10 / 11 / 13 / 14 / 16 / 17 / 19 injury.

Regeneration

Roll on tables 400 and 803.  All of these weapons will allow the wearer to heal much faster than normal.  The character will not require bed-rest for this additional healing.  Minor items will regenerate five additional injury points per day.  Major items will regenerate 5 additional injury points per hour, while excellent items will regenerate five additional points per minute.  Only the most superlative and mind-boggling items will allow five points of regeneration every round.

Sharpness


Can only apply to edged weapons.  A weapon of sharpness can slice through anything including high quality steel and diamond.  The weapon has a major armor piercing ability.  Any hit to a non-magical armor will reduce that armor by 1 PV.  A hit to enchanted armor will only reduce the armor by 1 PV if the injury surpasses the current PV + 5.  Do not apply the armor piercing modifiers to determine PV loss.

Shadow’s Edge

These weapons have a permanent version of Shadow’s Edge cast upon them.  The blade will always seem dim and nearly translucent.  Shadow’s edged blades will always have a minor bonus to injury and ease of use. The weapon will injure shadow creatures. Additionally on a critical hit or maximum injury, the victim must roll Health or lose one point of health permanently.

Sharam’s Blade

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This long sword is exquisitely fashioned from bronze, with its handle wrapped in black leather and the pommel made of ivory.  An inscription etched into the handle reads, in Egathan, “Khadina protects all”.  When held the blade will grant a bonus of +5 to all attribute rolls. It can cast Circle of Protection against Undead, but only has 10 charges when found and cannot be recharged.  The blade can also be thrown up to 10 feet without penalties, and can transform into a tattoo of an Ankh upon command.

Sorcerer-bane


This is a unique item.  GMs may wish for the player’s to re-roll this result.  Sorcerer-bane is a bastard sword that has a + 7 to injury and a + 10 to skill in sword weapons.  In addition, any mage hit by this sword will lose an amount of power equal to the injury sustained.  For example, if a wizard is struck for 5 injury points (after armor and enchantment is modified) the wizard also gains a penalty of 5 to his casting skill as if he cast a spell that cost him five points.

Soul-drinker


Necromancers and evil wizards usually create soul-drinkers.  Their powers cannot be ascertained by the use of normal enchantments and is inactive until they kill their first victim.  The blade then absorbs the soul of the victim into itself.  Each soul can be used to give the sword a bonus of + 2 to injury, +1 to the weapon skill, or as 5 charges from a battery.  Every five souls used in this way allow a roll on the weapon property table at a minor level.  Every 25 souls harvested will allow a roll on Table 840 as a major weapon.  Every 100 souls grant a roll on Table 840 as an excellent weapon, and 1000 souls will grant a roll on Table 840 as a superlative weapon.  Keep track of the souls harvested.  Every day the sword will ingest 3 souls and will lose 3 souls worth of power.  Failure to replenish the sword will cause wracking pains, feelings of starvation, and madness to overcome the wielder.  The sword will not allow its wielder to drop, give, lose, trade, or sell it until it has no more souls remaining.  It will leap to the owner’s hand at the beginning of any combat in which it has at least 3 souls.

Spell-slinger


These weapons have been enchanted to reflect spells back at their caster.  Any spell that allows a save versus defensive tactics can be deflected with this weapon.  Once the spell has been completed the target of the spell must spend one action (may be taken from the next available action) and roll under a strike with the weapon at – 15.  If successful the caster must roll a save instead.  Spells that have a range but do not save versus defensive tactics can also be deflected but only on a natural critical success.  In addition roll on table 840 once.

Storm-caller



This is a unique item.  GMs may wish for the player’s to re-roll this result.  Storm-caller is a broadsword made of dark steel, from blade to pommel.  The hilt is fashioned to resemble twin silvery lightning bolts with a star sapphire set between them.  Veins of silver contrast along the blade to the dark steel.  Storm-caller has a +4 to all injury dealt, a bonus of + 5 to all skill rolls, can injure both faerie and were-wolf alike, and will erupt into lightning with every 2 and 6 on the injury chart.  The lightning blast will inflict 18 extra injury.  In addition, storm caller can summon a storm of great fury, thunder and lightning once per month.  During this tempest, storm caller can summon two lightning bolts, inflicting 5d10 injury to a single target + any metal armor worn.  The only defense is a dodge.

Swarm Missile


These missiles are usually arrows or quarrels but any projectile will do.  When fired the missile will suddenly multiply in mid-flight to become a veritable cloud of death.  Roll on Table 803.  Minor missiles will add 1d10 to the number of impacts.  Major Missiles will create 1d10+3 more hits.  Excellent swarms will create 1d10+6 missiles, while superlative will create 1d10+10 additional projectiles.  Only three missiles can hit any specific 5 ft x 5 ft area.  Each additional group of 3 will hit adjacent squares.  Roll once to hit, but check with each different target’s defensive tactics to determine if the group of three impacts.  While found bundled in groups of 1d10/2, each missile is only good for one shot

Therion’s Long Bow

This is a unique item.  GMs may wish for the player’s to re-roll this result.  Therion was an adventuring wizard from the Kingdom of Pelini.  His bow is simply crafted from elm.  When held the bow will grant a bonus of +5 to both striking with bow weapons and noticing traps.  In addition the bow will frost the arrow on every roll of “5”.  The bow will inflict 3 / 6 / 9 / 12 / 36 / 18 / 21 / 24 / 27 / 30 injury.  The frost injury is already included.

Toreius’ Edge

This is a unique item.  GMs may wish for the player’s to re-roll this result.  This large knife has a blade of silver and iron with a wavy edge.  The iron hilt’s crossbar and pommel all depict astrological symbols of an ancient calendar.  This knife will ignore 25% of the PV of any armor.  In addition it has 15 charges to cast Boost Spell’s Power.  The charges may be recharged at the cost of two drain per charge.

Tradesman’s Knife

This knife is a favorite of thieves, troubleshooters and many adventurers.  It has a minor bonus to injury and ease of use, but also can transform into one of several small tools.  It can turn into a set of lock picks, pliers, small saw, chisel, metal file, hammer, or flint and steel.

Wolf-blade


These weapons were created long ago during the elf-dwarf wars.  They are always stylized to resemble fangs, claws and other feral weaponry.  They have bonuses to injury done and ease of use.  Roll on Table 803 twice to determine the magnitudes.  In addition, once per day the wielder can summon all of his inner rage at once and become a werewolf until the end of combat.  The weapon will become part of the creature and is not visible nor does it retain its powers.  This werewolf has all of the normal powers and traits of such a beast, including the burning desire to kill everything.  Anyone inflicting injury on the creature will be attacked mercilessly.  Once combat is ended the player will be normal.  All of his rage and energy will have been expended.  It will be very difficult to have that character be angry for at least an hour.  If the weapon’s shape-shifting power is not used for over a week, the character must roll a Willpower check in each battle or use the power.  Each activation of the power has a non-cumulative 1% chance to become a werewolf permanently.

Special & Unique Armors

Table 871 (Roll 3d10)

03 Totem Shield

04 Burglar’s Pride

05 Quicksilver Skin

06 Changeling’s Hide

07 Possessed

08 Stalker Mail

09 Guardian

010 Holy Armor



011 Dragon-hide

012 Amazonian Bikini


013 Sailor’s Skin


014 Dwarven Plate
 

015 Sun Shield


016 Adventurer’s

017 Cursed

018 Comfort

019 Dancing Shield


020 Vengeance

021 Demon’s Blood

022 Barbarian’s Loincloth

023 Retribution

024 Garlax’s Banded Mail

025 Shadow Armor

026 Intelligent

027 Attributes

028 Skin of the Dryad

029 GM’s Choice

Adventurer’s



This armor was created for the use of the average adventurer.  The sorcerer Al Kanor is believed to have created the first of such suits on a bet.  The adventurer’s armor can cast flaming weapon 2 times per day with a bonus of 6 to injury and will last 1d10/2 + 10 rounds.  The armor can also cast energy shield 2 times per day with a bonus of 15 to the wielder’s defensive tactics for 1d10/2 + 10 rounds.  The armor can magically hold up to 15 pounds of gear and not add a single pound of carry weight.  An item must be placed into one hand and willed into the armor.  Retrieval is equally simple, desire the item and it will appear in your hand.  Time is not frozen in the storage space and items will age, spoil, and decay.

Amazonian Bikini


This armor will only have any magical effects when worn by women.  The amazon bikini looks like a normal bikini made from the armor type rolled.  When worn it grants the PV of a full suit of the armor type.  It weighs a mere 10% of the base weight.  In addition the armor increases all social skill and attribute rolls by the wearer by +5 against males.  If worn with thigh high leather boots the bonus increases to +10.

Attributes

Roll on tables 803 and 230.  Then roll 1d10.  1 is agility, 2 is awareness, 3-4 is dexterity, 5-6 is health, 7-9 is strength, 10 is beauty.  Minor armor increases the attribute by +5 and cannot exceed the racial maximum.  Major armor will grant an attribute equal to the racial maximum or +10 whichever is higher.  Excellent armor will bestow an attribute equal to racial maximum +15.  Superlative armor grant an attribute equal the racial maximum plus 25.  These items cannot be used in conjunction with any other spells or enchantments.

Barbarian’s Loincloth

This armor will only have any magical effects when worn by men.  This loincloth will also not function if any other armor or clothing is worn simultaneously.  The barbarian loincloth looks like a normal loincloth made from leather.  When worn it grants the PV of a full suit of the armor type.  It weighs a mere 10% of the base weight.  In addition the armor increases all social skill and attribute rolls by the wearer by +5 against females.  

Burglar’s Pride

This is a rare item.  GMs may wish for the player’s to re-roll this result Always made from either Studded Leather or normal Leather (50/50), these suits weigh only 1/10th the normal weight, and have a bonus of +1d10/2 to PV.  In addition they grant the wearer a bonus of + 20 to Stealth & Hide, and an additional bonus of + 5 to Climbing.  They also have the ability to store up to 15 lbs of small goods in an extra-dimensional pocket.  The item must be held in a hand and willed into or out of the armor.  

Changeling’s Hide

This armor will always resemble a suit of well-made leather armor.  The suit will transform into any other normal suit of armor available to the campaign.  Roll on Table 850.  This property will remain the same through every incarnation of the armor. 

Comfort



The armor of comfort is highly desired by anyone who spends a great deal of time traveling.  Such armor is ensorcelled to stay cool or warm in even the most extreme temperatures.  In addition the armor naturally repels rain, snow, precipitation and other unpleasant weather.  At night the armor softens to become comfortable to enjoy a good night’s sleep while still wearing it.  All armor of comfort has the property of lightness.  Roll on Table 840 to determine the magnitude.

Cursed


There are very few cursed items of any kind.  People simply do not have the time or effort to waste in such an extravagant form of revenge.  Murder is so much easier.  However, certain deities and ultra powerful spirits may have other opinions and will quite often create items that are not what they appear.  Most cursed items will slowly cause the owner to become insane, while others will force some change in personality.  Each cursed item is unique and requires careful thought on the part of the GM.  
Cursed items should be a major part of the campaign and never filler. 

Dancing Shield


This shield will hover around the character and react to all threats to his person.  The shield adds a bonus of + 10 to his defensive tactics.  This shield will defend the character in all directions, allowing him the option to hold a two handed weapon or two weapons and still benefit from a shield.

Demon’s Blood

This armor is blood red in color and can be fashioned from any of the armor types.  Every suit has been modified to appear monstrous and demonic.  This suit will remain non-magical until the wearer spills the blood of a non-hostile sentient creature.  Once this occurs the armor will transform the wearer into a demon of equivalent level.  His personality remains mostly unchanged, but becomes more twisted and evil.  This armor cannot be removed without killing the wearer.

Dragon-hide



Dragon-hide armor is created from the hide of a mature dragon and then enchanted to be comfortable enough to wear.  Dragon-hide armor is always full plate, plate mail, or scale-mail and has a minor bonus to durability.  In addition it has a minor property of lightness and a minor elemental defense against the elemental attack of the dragon.

Dwarven Plate



This armor is small and is only comfortably worn by dwarves.  The other smaller races (including goblins) can wear it but suffer a penalty of –5 to Agility.  Dwarven plate always is more durable than standard plate mail or full plate.  Roll on Table 803 for specific magnitude.  In addition, the wearer of dwarven plate can see in absolute darkness for 30’ and will gain a bonus of 10’ to any normal night vision possessed.  

Gargax’s Banded Mail

This is a unique item.  GMs may wish for the player’s to re-roll this result.  Owned by a motul warrior during the dawn of the Empire, this suit of brown banded mail has been worn by notable rangers and woodsmen through the centuries.  Weighing 16 lbs and having a penalty of 27 to agility and defensive tactics, this armor is lighter than most.  In addition the wearer may cast the first power Push Spell up to three times per day.

Guardian

Roll on tables 803 and 500.  This armor will always warn the wearer to any attacks, theft or hostile actions to the person.  This item can and will awaken a person if needed.  Minor armor can detect actions up to 10 feet from the wearer.  Major armor can protect up to 25 feet from the wearer.  Excellent armor can sense danger up to 100 feet away.  Superlative armor can detect direct danger anywhere in the world.

Holy Armor



This armor is created by each of the religious orders (except lillith) for their greatest heroes and protectors.  Each suit is completely impervious to any and all injury or effects from demons in physical form.  This benefit does not extend to the equipment or friends of the wearer.  Nor does this armor have any effect on evil beings, and will only protect from spells the demon may cast while possessing a human or other sentient being.  

Intelligent


Like cursed armor, intelligent armor must be treated with care.  Each is unique and has a personality transferred from a previously living person.  The GM should carefully craft each with the armor’s soul and previous life kept in mind.  Intelligent armor can attempt to control their owners.  In this case roll the Willpower for both the owner and the armor.  The highest successful roll will win.

Possessed


This armor can be extremely nasty.  They typically have no real powers of their own, but the demon or spirit possessing them can appear to give it any powers they themselves possess.  The possessor then grants the powers, as it desires.  This armor can be disastrous in a battle if the spirit doesn’t wish to cooperate.

Quicksilver Skin

When found this armor appears to be a large pool of liquid quicksilver (e.g. mercury).  This armor will remain pooled until someone unarmored steps into the pool.  The armor will then form around their body transforming them into liquid metal.  All of the wearers’ equipment will be temporarily absorbed into the total form and be unusable until the armor is removed.  In addition to a PV of 10, the character will receive no injury from piercing attacks, quarter injury from slashing attacks, and full injury (minus the PV) from blunt attacks.  The wearer has no need for oxygen, will suffer no ill effects from pressure or depths, and gains a bonus of +10 to swimming.  Cold conditions will limit and slow the character by 50% and will lose one action.

Regeneration

Roll on tables 500 and 803.  All of this armor will allow the wearer to heal much faster than normal.  The character will not require bed-rest for this additional healing.  Minor items will regenerate five additional injury points per day.  Major items will regenerate 5 additional injury points per hour, while excellent items will regenerate five additional points per minute.  Only the most superlative and mind-boggling items will allow five points of regeneration every round.

Retribution

This armor will inflict injury back upon the attacker.  Roll on table 803.  Minor armor will deal injury as a club, major armor will inflict injury as a hammer; excellent armor will return injury as a morning star, while superlative armor will reflect injury as a scorpion flail.  The wearer still receives the injury as normal, minus that blunted by the armor.  The attacker’s armor can reduce the total amount he receives also.

Sailor’s Skin



This armor appears to be identical to the standard armor style except for a stylized anchor inscribed on the chest or shoulder.  When worn the armor will always seem 50% lighter.  In addition the armor grants a bonus of +5 to the Navigation and Sailing skills.  If the unlucky seaman is tossed to the waves he will bob and float head up in the water in even the roughest seas.  This is inherent in the armor and cannot be controlled by the wearer.  In order to sink the character must remove the armor.

Shadow Armor

This armor has been taken from a shadow after it has been killed.  The armor has been enchanted to remain in this world indefinitely and will transform the wearer into a shadow while it is worn.  All of the bonuses and penalties of a shadow apply to the wearer.

Skin of the Dryad

These suits are extremely rare.  The GM may wish for the players to re-roll this result.  This armor is made from the leather taken from a dryad and specially enchanted and prepared.  The armor will transform the wearer into a Dryad.  This new dryad does not have a link to a tree, but does gain all of the other abilities of a dryad.  And while the armor is worn, the owner is female and has an appearance of 80 + 2d10.  

Stalker-mail



Stalker-mail is designed for hunters, warrior, rangers, and other stealthy outdoor types.  Stalker-mail appears to be the normal type of armor in camouflage colors for its immediate environment.  The armor can change from greens in forest to browns and tans for deserts, or even shades of blue for aquatic surroundings.  In addition to granting a bonus of +10 to Camouflage, the stalker-mail will bestow a +10 bonus to tracking.  Stalker Mail is always more durable.  Roll on Table 803 to determine magnitude.

Sun Shield



The sun shield is a shield with a bright golden sheen to its metal.  When held the shield can create a 25’ radius of actual sunlight three times per day.  This sunlight will last one hour each time.  In addition, the shield can create an intense bolt of sunlight to deal 4d10 injury to all sunlight fearing creatures at a range of 50’.  This bolt is 5’ wide and will inflict injury to all such creatures in the swath.

Totem Shield



Totem shields have a large animal inscribed or embossed in bright vibrant colors.  The most common examples include lions, bears, eagles, unicorns, dragons, and other predators.  When called upon the totem animal on the shield can step out into a melee.  This effect can only be done once per day and will last until the end of combat.  Roll on Table 803.  Minor shields will have low-level animals or monsters.  Major shields will have medium level monsters.  Excellent shields will have high-level monsters.  Superlative shields have the ability to change to each owner’s subconscious strengths and desires.  An owner who likes to keep an eye on the battlefield might have a war-bird of some sort.  A tried and true hack and slash barbarian might prefer the lion or bear.  The shield knows and responds.  In addition to the personalized totem, the creature from superlative shields can materialize as often as the owner desires.

Vengeance



This armor can be fashioned from any of the normal styles.  There is no noticeable magic that can easily be identified without magical spells.  When worn, and the owner drops below 1 injury point, the armor will keep the wearer stabilized at 1 IP.  All accumulated injury will accrue as normal and his actual IP will continue to drop.  This effect will last as long as the battle continues, at which point the character drops to his actual IP total.  Any healing spells cast while in this state will work normally and can save the character’s life.  If the owner does not attempt to harm another for two rounds while in this state the enchantment will end.

Special & Unique Miscellaneous Items

Table 872

01 Rachel’s Bed


02 White Mask of Nendaril

03 Armored Clothing

04 Staff of Gelias

05 Elmorian's Sketchbook


06 Rings of Attraction


07 Bracer of Enchantment

08 Pin of Life Protection
 

09 Obsidian Steed


010 Gloves of Illusion

011 Blessed Beads


012 Vial of Identification

013 Madame’s Cook


014 Container of Holding.

015 Robe of the Arch Mage

016 Ever-burning Torch


017 Hammer of Silence


018 Elemental Defense

019 Map of Tarsis


020 Ring of Djinni

021 Regeneration

022 Spell Storing

023 Sustenance

024 Portable Library

025 Deck of illusions


026 Mordred’s Deck

027 Deck of Travel


028 Djinni Bottle


029 Glasses of Vision


030 Lomar’s Bonds

031 Berzip’s Potion


032 Blue Mask of Fragdar


033 Warmth


034 Pouch of Banking
 

035 Morlan’s Collar


036 Skill Bonus

037 Chalice of Purity


038 Quill of Scribing


039 Robes of the Master
 

040 Horn of Summoning
 

041 Magical Shards
 

042 Shifting Garments
 

043 Flying Carpet



044 Living Figurine



045 Hero’s Medal



046 House Crest



047 Adaptation

048 Portable Boat



049 Attributes

050 Guardian

051 Tapestries of Ereri

052 Untel’s Knight

053 Shifting



054 Race Mask

055 Scrying Device

 

056 Saddle of Control


057 Wind-sail


058 Tent of Space


059 Jack’s Seeds


060 Dwarven Far-seer


061 False Pass

062 Blood Tax


063 Spell Turning

064 Headband of Mures

065 Floating Disk


066 Glow-stone


067 Flag of Peace


068 Bag of Tricks

069 Love Potion


070 Zavrek’s Crown


071 Sliver of Power


072 Protection

073 Life Saving

074 Privacy

075 Seven League Boots

076 Fleurian’s Plate

077 Black Mask of Ladrath

078 Life Stealer

079 Wand of Fire / Ice

080 Sympathetic Icon


081 Magical Tattoo


082 Mimic Coin


083 Rope of Growth


084 Well Stone

085 Potion of Rejuvenation


086 Reverse Potion


087 Gem of Knowledge

088 Belt of the Master

089 Security Blanket

090 Magical Battery


091 Crystal Prison


092 Red Mask of Sarn

093 Religious icon

094 Warmth Stone


095 Channeling Bracers

096 Ego Preservation 

097 Replenishing Potion

098 Codex of Spells

099 Elven Ball

0100 GMs Choice 

Adaptation

These items can appear to be anything.  Roll on Table 210 to determine the appearance of the item.  When held or worn, the item will grant any or all of the following powers when needed.  The caster can become immune to non-magical heat, cold, fire, or ice.  Combat spells that utilize these elements will inflict full injury.  The owner can breathe without air indefinitely, and can survive air or water pressures that would normally kill instantly.  Roll on Table 803 to determine the magnitude of the item.  Minor and major items will only affect the owner.  Excellent items can also protect one additional individual, while superlative items can help up to 5 additional persons.

Armored Clothing

These items appear to be normal garments of the appropriate type and style.   Most suits of armored clothing include chest and leg coverings enchanted to have the PV of a suit of normal armor with the weight of cloth.  Roll on Table 500 to determine the PV of the ensemble.  

Attributes

Roll on tables 803 and 230.  Then roll 1d10.  1 is agility, 2 is awareness, 3-4 is dexterity, 5-6 is health, 7-9 is strength, 10 is beauty.  Minor items increase the attribute by +5 and cannot exceed the racial maximum.  Major items will grant an attribute equal to the racial maximum or +10 whichever is higher.  Excellent items will bestow an attribute equal to racial maximum +15.  Superlative items grant an attribute equal the racial maximum plus 25.  These items cannot be used in conjunction with any other spells or enchantments.

Bag of Tricks

Roll on tables 803 and 240.  When opened, the owner need only concentrate upon a non-magical item to have it appear in the container.  This item cannot have any magical properties and cannot be crafted of gems, steel or precious metals.  Once drawn from the container the item will remain until returned to the sack, 24 hours have passed, or it is destroyed.  Minor containers can only produce one item at any time.  Major items can produce three items concurrently.  Excellent containers can produce ten items at once, while superlative containers have no limit.  It requires only a single action to draw an item from the container.

Belt of the Master

This black belt will grant the wearer a score in Martial Arts equal to her skill in brawling or unarmed combat.  This knowledge includes all special moves and tricks of the martial artist.  If the wearer already has a skill in martial arts it will raise the skill by 10%.  Possession of this belt by non-ninja will result in many attempts to retrieve it.

Berzip’s Potion


These magical potions will taste like the drinker’s favorite food or beverage.  One use is as filling as an entire day’s meals.  They will be found in quantities of 1d10/2 uses.

Black Mask of Ladrath

This item is unique.  GMs may wish to have the players re-roll this result.  During the time of the Mage Wars there lived two wizardly colleagues named Ladrath and Nendaril.  Envious of Nendaril’s creation of the White Mask, Ladrath strove to enchant his own.  When worn the mask grants a bonus of +10 to strength, +1 additional action per turn, and will regenerate 1 IP per round.

Blessed Beads


This string of beads contains 1d10/2 when found.  When desired the player may re-roll any one dice roll they JUST made.  This will cause a bead to vanish from the string, and allow the re-roll.  However once declared, the second roll must be taken for better or ill.

Blood Tax

A far more common form of cursed item is the blood tax.  It acts like any of the other items, except for cursed and possessed, and is nearly indistinguishable.  Once used its curse becomes obvious; the need to kill.  This need can only be resisted with Willpower but never negated until a sentient being is killed. Once one is killed the character is released until the item is used again.  Worshippers of Lillith often create these items.  Re-roll on Table 860 to determine its powers.

Blue Mask of Fragdar

This item is unique.  GMs may wish to have the players re-roll this result.  When worn the mask allows the wearer to fly three times their running speed.  In additional it can cast any electrical-based spell up to third power.  Each day it can cast a total of 15 powers worth of spells.  If the mask is worn and the character touches the ground, it inflicts 3d10 injury per round.

Bracer of Enchantment

These bracers have glowing magical runes inscribed upon it.  When willed the weapon in the hand of the user will shimmer bright blue and gain +5% skill and +3 injury for 1d10 rounds.  This will allow a non-magical weapon to strike creatures that require special means to inflict injury.  If there is no weapon in the hand when used the glow will center upon the hands and feet of the user for unarmed combat.  Each use will drain one charge (rune) from the bracer.  Each bracer when found will have 2d10 charges.

Chalice of Purity


This goblet is silver in color with gems lining the rim.  When a liquid is poured into the cup, any poisons, drugs, diseases or toxins will cause the gems to flash and flare with light.  Once the gems have alerted the drinker, the liquid inside will become purified.

Channeling Bracers

There are only five known sets of these bracers.  GMs may wish to have the players re-roll this result.  These bracers were originally created by an evil archmagus named Liu G’hant.  When worn, they automatically channel all available power from ley lines and geomancy into the caster.  Each round a maximum of twice the normal power allowed by the geomancy skill can be channeled to the wearer.  Skilled users of geomancy can attempt to channel nexus points as far as a continent away once they have “linked” to a location.  This requires a geomancy skill in excess of 80%.

Codex of Spells

A Codex of Magic is a magically charged book that enables laymen to cast a spell or group of spells.  All spells are converted to almost ritual speed, requiring one full round for every power of the spell.  Spells have all of their normal effects, but consider the tome as the actual caster in terms of range, effects, and duration.  Roll on Table 803 twice to determine the size of the codex (how many spells), and the magnitude of the spells contained.  Since the Codex itself is actually casting the spell, each Codex requires a base level of knowledge, skill percent, number of Arkana known, and in some cases an INT or WIL score.  Most Codices are not sentient; this is simply a score for game purposes.

A spell in a codex requires one page for every power of the spell.  A third power spell will require three pages, while a first power spell needs only one.  A minor Codex only holds one spell, and is often a very ornamental scroll or tablet instead of an actual book.  A major Codex has 1d10+5 total number of pages in the book that contain spells.  An excellent Codex contains 2d10+5 pages, while 3d10+10 are contained within the covers of a superlative Codex.  

The second roll on Table 803 determines the relative power of the Codex.    Minor Codices only have 1st power spells from a single Arkana or School of Magic.  They count as 1st level casters with a Cast Spells skill of 35% and a 65 for both WIL and INT.  Major Codices may have up to 3rd power spells in a single Arkana, or 3 powers split as desired amongst several Arkana.  They count as 10th level casters with a 71% Cast Spells skill and an INT and WIL of 75 each.  An excellent Codex has up to 4 powers of Arkana, counts as a 15th level caster with a Cast Spells skill of 91%, and an INT and WIL of 90 each.  Superlative Codices have up to 5 powers of Arkana, count as 20th level casters, and have a Cast Spells skill of 130% and 110 INT and WIL.

Container of Holding

These items are larger inside than out and can hold a great number of items before feeling full.  Roll on Table 803.  Minor items can carry two times the maximum and feel as if only carrying the maximum.  Major items can hide five times the normal carrying capacity.  Excellent items can carry ten times the normal encumbrance, while superlative items have no limit.  Roll on Table 240 to determine the appearance and capacity of the item.

Crystal Prison


Resembling a large beautiful diamond this gem can be loose, or in a setting (roll on Table 230).  Inside the crystal is an extra-dimensional pocket world that also resembles crystal.  Upon command the holder of the gem can transport one creature in or out of the gem per action.  The victim will receive a willpower roll to avoid the effect or a dodge roll to leave the owner’s line of sight.  Once inside the gem time is stagnant.  While it seems to pass for the prisoners their bodies cannot age nor die.  

Deck of Illusions


Roll on Table 801 for each card.  There will be 1d10/2 cards found at any one time.  When placed on the ground and a command word given, the picture on the card will magically appear above the card.  The cards will continue to play their illusion until picked up off the ground.  Cards can be pre-programmed by the owner before the command word is given, but cannot leave the location of the card.

Deck of Travel


Created by Mordred Hollack, these are a set of cards used to create a gate to the place depicted by the card.  Travel time is instantaneous and can even be used across multiple dimensions.  Each use will destroy the card in the process, and the gate will only be open a few seconds (1d10/2 rounds).  There will always be 1d10/2 cards per deck.

Djinni Bottle


This magical bottle or lamp can be used only twice per month.  It will summon a Djinni who will attempt to serve his master.  He will use any and all of his knowledge, skills, magic, and fighting abilities.  If the Djinni dies while serving his master the container will crumble to dust.

Dwarven Far-seer


This item was created long ago during the elf / dwarf wars and is entirely mechanical in nature.  Roll on Table 803.  Using optics finely ground, minor items can see twice as far with equal detail.  Major items can see three times as far, while excellent items can see five times as far.  Superlative items can see 10 times with perfect detail.

Ego Preservation

These items will protect the wearer from all attempts at mind control or possession.  They will not allow the wearer to perceive illusions or other trickery.  Roll on table 210 to determine the item with the power.

Elemental Defense

Like the armor of the same name, these items can protect a character from one element. Roll on Tables 210 and 803.  Choose one of the following elements: ice, fire, electricity, poison, or disease.  Minor and major items will reduce all injury done by that specific element to 50%.  Excellent items will reduce the amount of injury sustained to 10%.  Superlative items will completely ignore all injury from that element.

Elmorian's Sketchbook


This enchanted sketchbook appears to be a small leather bound book four inches by seven inches.  Inside are 1d10+1 blank pages.  When needed any non-magical device or piece of equipment can be sketched upon a blank page.  This can be done via a successful art skill, forgery, or a quarter Dexterity roll.  If successful the page will turn into ashes and blow away into the wind forming the item drawn.  Unless specified by notations on the page the item will be the exact size as the drawing.  An unsuccessful roll will result simply in a penalty of 10% for the next attempt on that page.

Elven Ball

These balls are always two to three inches in diameter and dyed a bright happy color.  When thrown the balls will begin to bounce higher and with more force on each bounce.  As they begin to build momentum, they also begin to harden.  After activation only the proper command word can stop the ball.  Each round there is a 1% cumulative chance to cause a cave-in if underground.  The ball has 2 actions.  Every action the player must roll 1d10 to determine the path of the ball.  The NE square should be considered 1.  Continue clockwise for 2 – 8.  A roll of 9 denotes that the ball struck an object and returned to its starting position on that action.  A roll of a 10 must be re-rolled.  Another 10 means that the ball is wedged in an item.  Each action the ball will move only five feet unless just activated.  The ball deals 1 injury cumulative each round.

Ever-burning Torch

This magical torch will continuously burn without oxygen, fuel, or even a holder.  The flames it creates are quite real and quite normal; they burn and can deal injury like any other flame.  They simply cannot be snuffed without magic.  A magic nullifier will temporarily cause the torch to die.

False Pass

In its natural state this item seems to be nothing but blank parchment.  When presented to an official, this item will appear to be the personal writ of a local lord or king granting the holder free access through the realm with no harassment, delays, or impediments.  It comes complete with a signature or seal that is 100% accurate and cannot be detected without some magical ability.

Flag of Peace


When flown from a flagpole the flag of peace will mimic any friendly flag in the viewer’s mind.  Pirates will see flags of other allied pirates and warring nations will see their own flag or that of an ally or neutral country.  This effect cannot be controlled or neutralized short of magic.

Fleurian’s Plate

This seeming normal bronze plate can be used up to three times per day.  Upon command a well-cooked, well-balanced meal will appear on the plate ready to eat.  

Floating Disk


Crafted of solid bronze, these disks are three inches in diameter and have a command word written on the face.  Upon command the disk will enlarge to three feet in diameter, float four feet in the air, and can follow simple commands.  They can only travel 15 feet per round.  Roll on Table 803.  Minor disks can carry a total of 100 pounds.   Major disks can carry 200 pounds.  Excellent disks can carry a maximum of five hundred pounds.  Superlative disks can carry 1000 pounds.

Flying Carpet



Roll on Table 803.  These carpets are beautifully made with oriental and Arabic patterns woven into the fabric.  All carpets can fly up to 5000 feet in the air at a top speed of 10 mph.  The carpet requires can only turn 45° every ten feet.  Minor carpets are only large enough for one person.  Major carpets can accommodate two people comfortably.  Excellent carpets can hold three people in relative comfort.  Superlative carpets can accommodate five riders and their gear.

Gem of Knowledge

Roll on tables 805 and 803.  This gem must be placed in a goblet of wine to activate.  Once activated the gem will dissolve leaving a potion that must be drunk within twenty minutes.  Once imbibed it will grant a permanent bonus of skill slots to the random skill determined.  Minor and major gems will only raise the skill by one skill slot.  Excellent gems will raise the skill by two slots, and superlative gems will raise the skill by three slots.

Glasses of Vision


These magical spectacles have a slight tint of blue to them.  When worn the wearer will see through illusions, shape changing, disguises, camouflage, and all hallucinations.

Gloves of Illusion

These gloves are made of the finest leather and are rarely dyed.  When desired the gloves can create either an illusionary weapon or shield.  The specific style of weapon created is up to the desires of the user, and will use the skill for the weapon created.  The illusionary weapon or shield are both non-magical and will not give any bonuses.  In addition any creature struck by the sword may attempt an Awareness roll to discover the illusion and disbelieve.  Each use drains one charge from the gloves.  When found the gloves will have 2d10 charges.

Glow-stone


When held or touched by something magical or supernatural the stone will softly glow a light shade of blue.  It is impossible to turn the ability off.

Guardian

Roll on tables 803 and 230.  These items will always warn the wearer to any attacks, theft or hostile actions to the person.  This item can and will awaken a person if needed.  Minor items can detect actions up to 10 feet from the wearer.  Major items can protect up to 25 feet from the wearer.  Excellent items can sense danger up to 100 feet away.  Superlative items can detect direct danger anywhere in the world.

Hammer of Silence

This magical hammer is not designed for combat.  It is a standard tool used by thousands of craftsmen throughout the world.  When used to hammer a nail, spike, or wedge there will be no noise created.  

Headband of Mures

While worn by a priest of Mures or a magical healer the headband will allow the character to become a master physician.  All healing spells automatically give full maximum healing, and the priest can easily regulate the power of empathic healing.

Hero’s Medal



These items are often given to warriors and adventurers of high caliber and esteem.  Designed and decorated for the kingdom granting the honor, they must be worn to be effective.  They will allow the wearer to attempt any heroic action without penalty.  Heroic actions may include leaping from a moving wagon, jumping to catch a speeding arrow or missiles.  In any event the action must be motivated by a heroic or self-sacrificing ideal.  Some physical skills may be included by GM discretion.

Horn of Summoning

Roll on Table 803 and 365.  When the horn is blown a certain number of creatures will appear before the user and will follow his commands for 1d10 minutes.  After this, their reactions to this summoning will depend upon the summoner and his actions.  Minor horns will summon only one creature.  Major horns will summon two such creatures.  Excellent horns will summon 1d10/2 creatures, and superlative horns can summon 1d10+5 creatures.  If the creature summoned is very powerful then the GM should regulate the actual number summoned.  The horn can be used once per week.

House Crest

Original idea by Deirdre Whitford. Created by individual houses these crests must be fastened to a weapon.  In combat each person wielding a crest and fighting for the same cause will gain a cumulative bonus of +1 to injury and ease of use.  If used against a fellow crest each will gain a cumulative –1 penalty to injury and ease of use.  No more than ten crests can be linked in this way.

Jack’s Seeds


Owned by the infamous giant killer jack, they appear to be ordinary seeds.  When thrown at earth or stone they will suddenly grow at a tremendous rate.  They will continue to grow at 10 feet per round until they are 200 feet tall at which point they will halt.  Any five-foot area can withstand 100 injury points before being chopped in half.  Found in quantities of 1d10.

Life Saving

Roll on tables 210 and 803.  This property forces anyone critically hitting the wearer to subtract a penalty from the dice roll to determine the severity of the wound.  Minor items will induce a penalty of – 5 to the die roll.  Major items will grant a –10 penalty to the die roll.  Excellent items grant a    -15 penalty, and superlative items will protect with a – 25 penalty.

Life Stealer

Roll on tables 230 and 803.  These items allow the wearer to absorb some of the life energy dealt in combat.  When the wearer inflicts injury a portion of the injury is given back to the wearer in the form of injury points.  No one can have more injury points than their personal maximum.  Minor items will heal 10% of the wounds dealt.  Major items will transfer 25% of all injury inflicted.  Excellent items will absorb 50% of the injury, while superlative items will steal all of the injury inflicted.

Living Figurine


Roll on tables 365, 341, and 804.  When the command word is said these figurines can transform into a creature it depicts and will fight and follow any instructions given by the owner.  If the creature dies while active, the figurine will crumble to dust.  GMs should limit the type of creature depicted by the figurine, or should add a hefty penalty for any powerful creatures on Table 804.

Lomar’s Bonds

These highly enchanted bands should be placed around a spell user’s arms or hands.  When worn and the command word activated, the bands will drain the caster of every point of skill in spell casting.  The victim will be unable to use any form of magic or unnatural power.  Only the command word said by someone other than the victim can free him.  The two command words are never the same.

Love Potion


There is always only one dose found per love potion.  When imbibed the victim will fall in love with the first person they see.  The victim will act as if charmed but only high level spells have any chance of reversing the process.  Only being spurned by the object of their affection will destroy the potion’s effect.  However this will turn the love into a deeply entrenched hatred and anger.  Victims may attempt to roll willpower at quarter to resist the effects of the potion.

Madame’s Cook


This set of magical cookware is always kept in a beautiful box of teak.  Inside is a complete set of pots, pans, spoons, knives, and other cooking implements.  When unprepared food is placed before it, and the command word “Commence” is stated, the enchanted items will rise in the air and begin cooking a delightful meal.  Approximate skill in Cooking is 96%.  The “cook” knows much cuisine.

Magical Battery


Roll on tables 803 and 210.  This item can store raw magical energy for later use.  The maximum amount of energy to be stored depends upon the magnitude of the item.  Items can store 5 / 10 / 20 / 50 points of magical energy respectively.

Magical Shards
 

Created in magical accidents and enchantment failures, shards are often quite valuable to spell casters.  Each shard will increase a spell’s duration or range by 50%.  For example a spell that will last 1d10 rounds and has a range of 50 feet could either travel 75 feet or last 1d10+5 rounds.  There will always be 1d10 shards when found.

Magical Tattoo


These tattoos are very similar to runes that have been placed upon someone’s body.  However, these have been carefully enchanted to prevent any injury from their use.  Roll on tables 801, 802, and 804.  If a character with mystical tattoos drops below 1 IP, roll 1d100 for each tattoo.  Any result below 20% results in irreparable damage to the tattoo.

Map of Tarsis


Tarsis was a sorcerer who wandered and was lost more often than he cared.  While wandering lost in the swamp of Tabrok, he began to design a map that will always show the current surroundings and anywhere that the map has been.  Unfortunately Tarsis died in a mysterious fired that damaged the map.  In addition to the burnt edges the map will lose its stored knowledge with each new owner.

Mimic Coin


These coins appear to be ancient silver coins.  When placed with other coins of various styles, materials, and qualities they will all resemble the most pure, most valuable one in the bunch.  Six copper bits placed in a bag with a silver talon and a mimic coin will appear to contain eight silver talons.  The illusion placed on the coinage will last 1d10 rounds after the coinage has been separated from the mimic coin.  

Mordred’s Deck

In ancient times a spell-sword named Mordred Hollack created these cards to communicate with lost friends over great distances.  While his cards were of friends long since dead, many spell casters create similar cards to keep track of relatives and other allies.  These cards are never blank and cannot be changed.  The GM should mostly bring in cards with people who still live into the game, although the deck will contain some that have passed on.  There will be 1d10/5 cards that are still valid out of a 5 card deck.

Morlan’s Collar


Morlan was a powerful mage who was once beheaded.  Only quick action by a priest of Mures was able to save his life.  Soon after he created this collar.  A simple iron and leather band, the collar is enchanted to prevent all decapitation attempts.  All called strikes to the neck will deal no injury.  In addition all critical successes against the wearer have a penalty of five.

Obsidian Steed


The obsidian steed appears to be a large black horse made of obsidian.  Not only is the steed mobile, it is nearly indestructible, requires no food or water, is slightly more intelligent than the average animal and cannot tire.  The steed will accept and allow only one person to ride it until that person dies or asks it to follow another.  So far only stories of one such steed have surfaced but given the similarity of appearance more may be possible.

Pin of Life Protection
 

This small metal pin must be worn on clothing to be effective.  Each pin has a different appearance and can be made of silver, gold, or steel.  Each pin will contain enough power to activate 1d10/2 times.  The pin will automatically activate if: The wearer is inflicted with over 50 points of injury from any single melee or missile attack; The wearer is inflicted with over 50 points of injury from any single DIRECTED spell effect; Any fall which would normally kill the wearer; The wearer is inflicted with any critical hit or injury.

Portable Boat



The portable boat appears to be a small watercraft that can easily hold up to 10 people and travel upriver and close to shore.  Upon command the vessel will transform into a large wagon without horses.

Portable Library

This tome is two inches thick, 8 inches wide, and 11 inches long.  A gleaming silver sigil on the front cover is its only identifier.  Upon command, the library can absorb an entire book.  Once absorbed, the tome can be opened to any page in the original book.  Roll on Table 803.  Minor tomes can hold 5 books.  Major tomes can hold ten.  Excellent tomes can absorb 50 books, while superlative tomes have no limit.  Once a book is absorbed only a thought will bring a desired entry to the current page.  Another command word will retrieve the original book unharmed from a tome.

Potion of Rejuvenation

This potion will be found with 1d10/2 doses remaining.  Each dose will negate any and all accumulated injury the character currently possesses.

Pouch of Banking


This pouch appears worn and is often made of leather.  Upon command the pouch will change any amount of currency into an equal value of currency for the same region.  For example, a silver talon can be converted into ten copper bits.  One silver shield can be converted into two silver moons, or ten silver talons, or one silver moon and five silver talons, or any equal combination.  The moneychanger guild has a standard offer of ten gold royals for the return of one such pouch.

Privacy

Roll on Table 230.  When worn the owner will be immune to all scrying attempts, divination, summoning, telepathy, or other disturbing magic ruled by the GM.  This effect is permanent and can only be halted by the removal of the item.  

Seven League Boots

These boots must be worn to be effective.  Each step taken in the boots acts as a location shift.  The wearer begins his step and appears 20 feet away completing it.  The effective movement rate for a character is four times normal, but the wearer must make an agility roll every hour of movement.

Protection

Roll on Tables 210 and 803.  This property will add a bonus to all attribute rolls.  This will never transfer to a skill roll.  Minor items will grant a +5 protection.  Major items will add +10 protection.  Excellent items bestow a bonus of +15 to all attribute rolls.  Superlative items grant a protective bonus of +25.  This bonus is only applicable while the item is worn or held.

Quill of Scribing


This dark goose feather quill appears to be a normal item of its type.  Upon command the quill will leap into the air and write down everything said in the room.  It will continue until commanded to stop, or it runs out of parchment.

Race Mask

The GM must decide which race the mask is fashioned to represent.  Any sentient humanoid race can be mimicked.  When worn the mask will transform the wearer into a member of that race.  Wearer will not gain any of the attributes, powers, or natural abilities.  The change is only skin deep and an internal examination will reveal the truth.  Each use has a 1% chance to alter the wearer’s mind.  If the mask alters the mind, the wearer will begin to believe that she is a member of that race and will act in some of the worse racial stereotypes.

Rachel’s Bed

This bed was fashioned by a talented sorceress who lured young men into her sanctum to steal and plunder.  This bed will force anyone entering the room to roll versus Willpower.  A failure will force the victim to walk to the bed, undress, and sleep until the owner says the command word “Reveille”.  Upon awakening the victim will feel pleasant and wonderfully refreshed.  The bed does not keep victims in any sort of stasis and will only keep a victim under its spell for 48 hours at most.

Red Mask of Sarn

This item is unique.  GMs may wish to have the players re-roll this result.  The wearer is immune to any heat or fire-based attacks and gains a PV of 12 while the mask is worn.   In addition the mask can cast any fire-based spell up to third power.  Up to 15 powers can be cast per day.  Unfortunately cold-based attacks will deal double injury automatically. 

Regeneration

Roll on tables 230 and 803.  All of these pieces of jewelry will allow the wearer to heal much faster than normal.  The character will not require bed-rest for this additional healing.  Minor items will regenerate five additional injury points per day.  Major items will regenerate 5 additional injury points per hour, while excellent items will regenerate five additional points per minute.  Only the most superlative and mind-boggling items will allow five points of regeneration every round.

Religious icon

The GM must choose which religion created this talisman.  When worn the item will grant the powers identical to those possessed by a priest of equal level.  These items are holy relics and possession by anyone not of the faith can result in serious fines, punishments, or in extreme cases death.

Replenishing Potion - By Ian Gordon

Roll on Table 803 for the magnitude of the Potion.  The character will discover 1 to 3 potions of equal magnitude.  Roll a d10.  On a result of: 1 - 4 only one potion; 5 - 9 finds two potions; and a roll of 10 will discover three potions.  Each potion is only good for one dose.  A single dose of Replenishing Potion will automatically double the natural drain regeneration of the imbiber for 24 hours.  A major potion will also instantly regenerate 10 points of drain, while an excellent potion will regenerate half the used drain, while a superlative potion will instantly restore the character to full drain.

Reverse Potion

This potion has 1d10/5 uses when found.  When spread upon a magical item or weapon this potion will completely reverse the intended effect.  Exactly how this results is determined by the whim of the GM but any spell with a reverse form should be followed.  This effect will remain for 1d10 hours.  If used as a grenade, only a 1d100 roll of 30% or less will have any measurable effect.


Ring of Djinni

This magical ring can be used only twice per month.  It will summon a Djinni who will attempt to serve his master.  He will use any and all of his knowledge, skills, magic, and fighting abilities.  If the Djinni dies while serving his master the ring will crumble to dust.

Rings of Attraction


These rings appear to be a simple steel band designed for human hands.  When one of the pair is placed upon an item and the twin is placed upon a finger the item will appear in the character's hand or on the character’s person.  The item however cannot be further than 1 mile away from the ring to be effective.

Robe of the Arch Mage

GMs may wish for the player’s to re-roll this result.  These powerful robes are very rare, only six being known to exist.  The robes will grant a PV equal to 10 + the level of the caster.  The robe also acts like a magical battery with 15 charges per day.  In addition the caster may learn any number of arkana regardless of his intellect and willpower.

Robes of the Master

These robes are usually worn by wizards, sorcerers, and arch-magi.  When worn all spells cast will have the full maximum duration and an additional 10% bonus to the range.  Touch spells will have a range of 10ft.

Rope of Growth


Roll on Table 803.  When found the rope always appears to be a lightweight 10-foot section of rope weighing one pound.  Upon command the rope will grow up to 50 / 100 / 500 / 1000 feet in length depending upon the magnitude of the item.  The rope can be damaged anywhere after the initial 10’ without consequence.  If the original 10’ section is damaged the rope will cease to function.

Saddle of Control


When placed upon a non-sentient creature large enough to be a mount, the saddle will calm the beast enough to be ridden.  The creature will follow any simple commands given by the rider as long as the saddle remains.  Each week the creature is saddled there is a cumulative 2% chance that the training will be permanent even without the saddle.

Scrying Device

 

Roll 1d10.  1-5 the item is a crystal ball, 6-9 the item is a mirror, and 10 is the GMs choice.  All scrying devices must roll on Table 803.  Minor items will have a range of 100 miles and can only see fleeting images, never sounds.  Major items will allow real-time displays within 1000 miles for as long as the caster desires.  Excellent items can display pictures and sound up to 10,000 miles.  Superlative items have no range, can display sound and pictures, and can see events in the past as a difficult roll.  To use a scrying device the player must use her scrying skill.  Scrying is only possible with an item and has base attributes of Awareness, Willpower, and Luck.  

Security Blanket

Roll on Table 803.  This item will have no effect for anyone who is awake.  Once asleep the blanket will make its charge immune to all spells and grants a natural armor PV based on the magnitude.  Blankets will grant a PV of 7 / 15 / 20 / 30 respectively.

Seven League Boots

These boots must be worn to be effective.  Each step taken in the boots acts as a location shift.  The wearer begins his step and appears 20 feet away completing it.  The effective movement rate for a character is four times normal, but the wearer must make an agility roll every hour of movement.

Shifting



Roll on tables 230 and 804.  Allows the wearer, and any number of people holding onto the wearer, to follow another mage through a gate, rip, or tear into another dimension.  The activation of the item can be no longer than 30 minutes from the original dimensional transgression.  The wearer will appear in the exact same location as the target.

Shifting Garments

They are always found as a complete set of rugged clothing.  Upon desire they can change to become any set of non-magical clothing, robes, dress, or loincloth.  The garments generally know what the best style and coloration is for any situation and will change to accommodate.  They can never become armor.

Skill Bonus

Roll on tables 803 and 210.  Roll on TABLE 805 to determine which skill the item will add a bonus to.  Minor items grant a bonus of + 5 to this skill.  Major items grant a bonus of +10 to this skill.  Excellent items grant a bonus of + 15 to the skill.  Superlative items grant a bonus of +25 to the skill.

Sliver of Power

This is a rare item.  Only a handful are known to exist.  The GM may wish to re-roll this result.  This sliver appears as a slightly glowing crystal six inches in length.  It retains its magical property even if in an area of no magic, and cannot be nullified by any means.  By holding this item, the owner may enable one magical effect to occur in a non-magical area.  The sliver requires one week to recharge after activation.

Spell Storing

Roll on tables 230 and 803.  These items have a certain number of slots, which can be filled with spells.  Once the spell has been cast, that slot will remain empty until another wizard casts another spell into the item.  Minor items can hold one spell of first power.  Major items can hold two spells of second power.  Excellent items can hold five spells of up to fourth power.  Superlative items can hold up to ten fifth power spells.  There is a small possibility to catch a spell cast at the holder of such an item.  It requires a critical success with a dexterity roll, and an open slot.

Spell Turning

Roll on tables 230 and 803.  These pieces of jewelry can rebound a spell away from its intended target.  Only spells that have a single target can be turned.  The percentage chance that a spell will be deflected varies upon the magnitude of the item.  Minor items have a 10% chance of deflection.  Major items have a 25% chance to turn the spell.  Excellent items have a 75% chance to bounce the spell, while superlative items will always (100% chance) deflect the spell.  If the spell is turned, the caster may attempt a quarter dexterity roll to aim the deflected spell.

Staff of Gelias

This is a unique item.  GMs may wish for the player’s to re-roll this result. An ally of Liu G’hant’s during the first Mage War, Gelias of the Earth wished the dissolution of the Empire.  His staff has a maximum of 42 charges.  The only way to recharge this staff is to place it within one mile of a Geomantic place of power.  Within four hours the staff will be fully charged.  The staff can cast any physical spells up to third power. 

Sustenance

Roll on Table 230.  When worn this item will lessen the need for food, water, and sleep.  The character must only eat once every week, drink water once every three days, and sleep two hours per night.  If this cycle is maintained, no ill effects will occur.  After this period the character will begin to feel the effects of deprivation, but cannot die.  After one month of such deprivation begin rolling willpower checks to avoid insanity.

Sympathetic Icon


The layman more commonly calls these dolls voodoo dolls.  When a small piece of the victim is placed inside the icon the features of the icon will gradually change.  Within 24 hours of this any spell cast at the doll will affect the victim as if he was the target of the spell.  Destruction of the icon will break the spell.

Tapestries of Ereri

This is a rare item.  Only 4 pairs are known to exist.  GMs may wish for the player’s to re-roll this result.  The tapestries are generally found individually, but each is linked to only one other. 
The tapestry will show whatever is visible to the matching tapestry and vice versa.  If the command word is said, the tapestry will act as a gate between the two locations.  The tapestry can be activated twice per day for no more than three rounds each activation.

Tent of Space


Roll on Table 803.  All tents of space access an extra-dimensional pocket that is far larger on the inside than the outside.  Minor tents have a extra-dimensional pocket 10 feet by 10 feet in area.  Major tents access a small cabin.  Excellent tents access what appears to be a two-story townhouse, while a superlative tent accesses a multi-dimensional palace.  All items stored in the tent will remain inside when the owners return.  Short of destroying the tent, no outside force can alter or modify the contents in any way.  Destruction of the tent simply results in all of the extraneous items appearing outside the tent in a large pile.

Untel’s Knight

Shaped as an ivory chess piece, upon command the knight can create a beautifully crafted chessboard and pieces.  The activator will gain a +10 bonus to her chess skill for that game.

Vial of Identification

This vial holds approximately 8 fluid ounces and is made of crystal.  When filled, the label on the front of the vial will always be correct and can identify magical potions by their common name.  If a mixture of two liquids is added, then any specific name will be used (e.g. screwdriver) but otherwise will state the most uncommon or unusual of the two liquids.

Wand of Fire / Ice

Roll on tables 2, 832, 801, and 802.  These items will always be standard wands, rods, or staves.  Roll 1d10.  1-5 the item uses fire.  6-10 the item uses ice.  Each item can cast the appropriate set of spells.  Fire: Fire Bolt, Fire Darts, Flaming Weapon, Fire Stream, Fire Cone, Fire Blast, or Fire Pulse.  Ice: Ice Bolt, Ice Shards, Ice Storm, Ice Storm, and Ice Weapon.

Warmth


Roll on Table 860A.  This item will keep the character warm in even the coldest weather.  Any cold-based attack against the holder will be reduced by 10%.  In warmer weather the item will simply have no effect, and will not make the character too hot.

Warmth Stone

Resembling dark red volcanic rocks, warmth stones can create heat without smoke or light.  Roll on tables 803 and 804 (-30).  Minor stones can create enough to cover a five-foot radius.  Major stones can heat a ten-foot radius.  Excellent stones can heat a fifteen-foot radius.  Superlative stones can heat a thirty-foot radius.  The heat is constant through this area and does not dissipate with range.

Well Stone

This stone appears to be a normal rock that has been smoothed and worn by water.  When placed in a hole at least twenty feet deep the hole will begin to fill with pure water.  If the stone is removed, the water in the well will remain but will not replenish.

White Mask of Nendaril

This is a unique item.  GMs may wish for the player’s to re-roll this result.  When this mask was enchanted, the ancient winju Nendaril placed a portion of his soul inside.  This portion desires to feel true life once again.  This mask cannot be removed after it is worn.  The wearer gains the martial arts skill with a bonus of 15 to the base skill.  The wearer will also gain a bonus of two additional actions per round, and can regenerate 1d10 IP every two rounds. Every month Nendaril will attempt to possess the wearer.  There is a 3% non-cumulative chance he will win.  He will also attempt to possess the wearer if they are reduced to less than one injury point.  In this case Nendaril will have a 15% chance due to his terror at the thought of death.

Wind-sail


Roll on Table 803.  When placed in a ship’s rigging the sail will continue to produce a good strong wind in the exact direction needed by the boat.  Excellent items will produce a bonus of 0.5 mph to vessel.  Superlative sails will add an additional 1 mph to the craft’s speed.

Zavrek’s Crown


This is a unique item.  GMs may wish for the player’s to re-roll this result.  Crafted from the finest gold, emeralds, and diamonds this crown is the final resting-place for the mind and soul of Zavrek.  An arch-mage from ancient times, Zavrek placed his essence into the crown to gain immortality.  It worked, to a point.  Once worn the wearer can cast any spell as if he was a type A spell caster of their current level.  The wearer has a 75% skill in spell casting, unless their personal skill is higher in which case they gain a bonus of +10.  Every month Zavrek will attempt to possess the wearer.  There is a 3% non-cumulative chance he will win.  He will also attempt to possess the wearer if they are reduced to less than one injury point.  In this case Zavrek will have a 15% chance due to his terror at the thought of death.
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