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Dedicated to the people who got me to start.
Dedicated to the people who kept me going.
Dedicated to the people who gave me a future.
You are all heroes on this journey. Thank you for being a part of this.

Keep on adventuring.




The real treasure isn’t found at the end of an adventure: it’s found in the stories that
we’re left with. Stories that shape us into our future selves and give us clues that point
to our respective destinies. We’re always on some kind of adventure, whether we know
it or not. The trick is to leave good stories and listen to the clues they whisper to us.

That said, real loot always helps.

HANK YOU. Before I say anything else, let me make sure
that you know how grateful I am for you to be reading
these words. Thank you for your support, thank you
for your purchase of this book, and thank you for your
help in giving me a career to be proud of. I couldn’t do what
do without you.
This book took 1 year to make. Well, more than that—
making anything always takes longer. From November
2018 to 2019, I made one item every day for a year. These
illustrations and words are my own. Most of these items are
of my own invention, but many were also suggested by the
community. Regardless of their origins, these items have
been lovingly made for you to enjoy and implement in your
home campaigns.
I hope that the items and options in this book follow
you on grand new adventures. If you ever have a question,
comment, or concern, please feel free to reach out: I always
do my best to reply.

IN THIS BOOK

ASK YOUR GAME MASTER

As with anything, check with your Game Master (GM) to
make sure that these items, character options, monsters, or
settings are welcome in your game.

The contents in this book are written to follow existing
precedents as found in the official publications as closely as
possible. The quality of your adventure is always top priority,
and this content has been carefully made to abide by the
same standard of quality that you’ve come to expect.

MAKING IT YOUR OWN

Youwll find a wealth of content in this book that’s been for-
matted in such a way to make it easier for you to refer to and
find the answers you’re looking for.

There are 365 magic items in this book. With that many
items comes the need for tables and lists to keep track of
them all. You’ll find several tables in this book that include
everything you need to know about them, even including
their subrarities. You’ll also find some contextual reiteration
and clarification of rules that are frequently overlooked in
the official source material.

Over this first year, lore has built around the items within
this book. Some of it has coalesced into new settings,
villains, or character options. You’ll find that additional
content in Parts 2 and 3 of this book.

If an item fits your campaign’s style or setting but isn’t the
proper fit in terms of power or features, feel free to adjust it
how you see fit. While the items in this book are designed
and balanced to fit within certain parameters, what is ulti-
mately the most important is that you have fun with them.

ERRATA

You can’t update a book, but you can update a .pdf file. The
.pdf version of this book will always be the most up to date
version you can find, and will continue to be updated until
it’s no longer reasonable to do so.

You can find a list of any changes made to these items after
they’ve been printed at thegriffonssaddlebag.com/errata.

:









MAGIC ITEMS

Striking down with the fury of a storm, an armor-clad hu-
man releases a powerful bolt of lightning from his sword to

cleave through the impending horde.

Holding a ball of quicksilver in his hand, a dwarf describes
the appearance of his bounty to a local merchant, magically
changing the silver’s shape to better describe his quarry.

Twirling in place, a maelstrom of flames leap from an elf’s
cloak, reducing the swarm of rats around her to ashes and
giving her a clear path to escape.

@ Common @ Uncommon
Weapon Armor

Magic items A—Z
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Item Name

Abjurer’s Gilder
Acidlight Arrow

Aegis of Radiance
Amulet of Equilibrium
Arcane Mirror

Arcanist’s Bowstaff
Architect’s Disdain
Astral Bracelet

Astral Sea Piercer

Aurum and Argentum
Avian Circlet

Axe Beak Tomahawk

Bag of Sundrops

Band of Mirrored Essence
Bands of the Found and Lost
Bard-in-a-bhox

Barge Helm

Barricade Shield

[@ Rare

Wondrous item

I#s afwayse good o know that
Lomewhere oyt Fhere, Lomething
Y04 made 1t foing ysod to smash

some rotten gohfins bead in.

Magic items have the power to add intrigue to stories and
character growth for players. Limitlessly varied, magic items
are always a treasured reward after a challenging adventure.

This section includes 365 new items for you to use in your
fifth edition campaign settings, and assumes you’re familiar
with the rules for magical items, including their rarities,
categories, and the implications of cursed items.

Legend

7 Very rare

Ring

Type

Wondrous item
Weapon (an arrow or bolt)
Armor (shield)
Wondrous item

Armor (shield)
Weapon (quarterstaff)
Weapon (war pick)
Wondrous item
Weapon (war pick)
Weapon (dagger)
Wondrous item
Weapon (handaxe)
Wondrous item

Ring

Wondrous item
Wondrous item
Wondrous item

Armor (shield)

L Legendary

Rod

Rarity
Uncommon
Rare

Rare
Uncommon
Very rare
Very rare
Very rare
Very rare
Legendary
Rare

Rare
Uncommon
Uncommon
Rare
Common
Common
Uncommon

Uncommon

[ Artifact

(7))
=
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@ Requires Attunement

Staff

Potion

Subrarities: M = Major m = Minor

Requires Attunement?
Yes, by a wizard

Yes, by a cleric

Yes

Yes

Yes, INT 17+

Yes

Yes, by varying classes
Yes

Yes
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Item Name

Basco’s Handy Bangle
Basilisk Dagger

Bath Potion

Baton of Many Sizes

Battle Tax

Battlebrew Maul

Battlechef Buckler
Battlechef’s Splendid Saucepan
Battlement Bow

Belt of the Raid Leader

Bird of a Feather, common
Bird of a Feather, uncommon
Blizzard Sphere

Blood Pact Pendants
Bloodmage Dagger
Bloodscryer Oculus

Bolt

Boots of Dendallen

Boots of the Cloud Jumper
Borboss’ Joyous Wand of Color
Boreal Pendant

Bottled Abyss

Bounty Hunter Enforcer

Bow of Mind Thievery
Braided Quarterstaff

Brambleheart Quiver
Breastplate of the Morning Light

Brooch of Many Sizes
Bug Smashers
Cactus Mace

Candle of Anti-light
Catnip Amulet

Celestial Circlet

Ceratopper
Charlatan’s Wardrobe
Chillspike
Chromacloth
Cinnabar Rapier

Circlet of the Huntsman’s Third
Eye

Cloak of the Boundless Spirit
Clockwork Faefly

Clockwork Healerbee

Type

Wondrous item
Weapon (dagger)
Potion

Rod

Weapon (battleaxe)
Weapon (maul)
Armor (shield)
Wondrous item
Weapon (any bow)
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item

Weapon (crossbow, heavy)

Wondrous item
Wondrous item

Wand

Wondrous item

Potion

Weapon (quarterstaff)
Weapon (shortbow)
Weapon (quarterstaff)

Wondrous item
Armor (breastplate)

Wondrous item
Wondrous item
Weapon (mace)
Wondrous item

Wondrous item
Wondrous item

Wondrous item
Wondrous item
Weapon (pike)
Weapon (sling)

Weapon (rapier)
Wondrous item

Wondrous item
Wondrous item

Wondrous item

Rarity
Rare

Rare
Common
Uncommon
Uncommon
Rare
Uncommon
Very rare
Uncommon
Rare
Common
Uncommon
Rare

Very rare
Very rare
Legendary
Very rare
Very rare
Uncommon
Common
Rare

Very rare
Uncommon
Rare
Uncommon

Very rare
Rare

Rare

Uncommon
Uncommon
Uncommon

Common
Rare

Very rare

Uncommon
Legendary
Uncommon

Rare
Very rare

Rare
Uncommon

Rare

Sub
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Requires Attunement?

Yes

Yes

Yes, by a half-orc or orc

Yes, by a spellcaster
Yes, by a ranger

Yes

Yes

Yes

Yes

Yes

Yes, by a ranger

Yes, by a cleric or
paladin

Yes, by a good-aligned
cleric

Yes

Yes

Yes

Yes

Yes
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Item Name

Clockwork Inkbeetle

Coil Crook

Coldsnap

Companion’s Band
Container of Heat and Frost

Coralshield Golem

Couatl Herald’s Fang

Couatl Herald’s Guard

Couatl Herald’s Lash

Couatl Herald’s Mantle

Couatl Herald’s Radiance

Couatl Herald’s Reach

Couatl Herald’s Scales
Cratering Quarterstaff
Crosier of Divine Power

Crown of Deep Winter
Crypt Keeper Glaive
Dagger of the Ogre Mage
Dark Fathom Armor
Dead Ringer

Death Knell

Devil’s Detail Eyepatch
Direstone Dwarven Pick
Discordant Thunderstave
Doodle Ring

Doomsday Cookie

Dragon Edge Weapons

Dragon Edge Weapons, +1

Dragon Edge Weapons, +2

Dragon Tamer Lance
Dragon Turtle Shield
Dragon-Kindled Edge
Dragonkin Weapon, +1
Dragonkin Weapon, +2
Dragonkin Weapon, +3

Dragon’s Call

Type

Wondrous item
Staff

Weapon (whip)
Wondrous item
Wondrous item
Armor (shield)

Weapon (any sword or dag-

ger)

Armor (shield)
Weapon (whip)
Wondrous item
Staff

Weapon (any bow)

Armor (scale male)
Weapon (quarterstaff)
Staff

Wondrous item
Weapon (glaive)
Weapon (shortsword)
Armor (studded leather)
Wondrous item
Weapon (halberd)
Wondrous item
Weapon (war pick)
Weapon (quarterstaff)
Ring

Wondrous item

Weapon (any slashing or
piercing simple weapon)

Weapon (any slashing or
piercing simple weapon)

Weapon (any slashing or
piercing simple weapon)

Weapon (lance)
Armor (shield)
Weapon (longsword)
Weapon (any melee)
Weapon (any melee)
Weapon (any melee)

Wondrous item

xhﬁa_n_

Rarity
Uncommon
Uncommon
Rare
Common
Common

Uncommon

Rare

Uncommon

Rare

Uncommon

Rare

Rare

Rare
Very rare
Very rare

Very rare
Legendary
Uncommon
Very rare
Rare

Rare
Uncommon
Rare
Uncommon
Common

Uncommon

Uncommon

Rare

Very rare

Legendary
Rare
Legendary
Rare

Very rare
Legendary

Uncommon

Sub
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Requires Attunement?

Yes

Yes

Yes

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes

Yes, by a cleric or
paladin

Yes
Yes
Yes

Yes

Yes

Yes, by a dwarf
Yes

Yes

Yes, by a dragonborn
Yes, by a dragonborn

Yes, by a dragonborn
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Item Name

Dream Mantle
Druidic Throwing Club

Dryadleaf

Eaglereign

Ear Cuff of the Vampire Bat
Edible Book of Recipes
Eldritch Scarf
Enchantment Breaker
Essence of Rage

Ether Spear

Everice Box
Everlasting Sugarbomb
Eye of Dendallen

Eye of the Bookwurm
Fable’s End

Fanfare Ammunition
Ferryman’s Take
Festerwood Buckler

Festerwood Claymore
Festerwood Fungal Stave
Festerwood Logger
Festerwood Masher

Festerwood Vizard
Festerwood’s Light
Fife of Dragonsong
Fire Dervish Cloak
Fire Fire!

Fire Wand of the Unbroken
Circle

Firecracker Crystals
Fireweaver Gloves
Flesh of Dendallen

Force Gauntlet
Forgemaster’s Might

Fortune’s Fivepence
Fourarm Bracers
Fragment of Elder Starlight

Frefil’s Jolly Oozebean
Sugarbombs

Frefil’s Tiny Tasty Tongue Twisty

Sugarbombs

Frost Giant Fork

Type
Wondrous item

Weapon (club)

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Ring

Potion

Weapon (spear)
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (mace)
Weapon (an arrow or bolt)
Wondrous item
Armor (shield)

Weapon (greatsword)
Staff

Weapon (handaxe)

Weapon (a maul or warham-

mer)

Wondrous item
Weapon (rapier)
Weapon (blowgun)
Wondrous item

Weapon (crossbow, light)
Wand

Wondrous item
Wondrous item
Wondrous item
Wondrous item

Weapon (warhammer or
maul)

Wondrous item
Wondrous item

Wondrous item

Wondrous item

Wondrous item

Weapon (trident)

Rarity

Very rare
Rare

Common
Uncommon
Uncommon
Very rare
Rare

Rare

Rare

Very rare
Uncommon
Common
Rare
Uncommon
Very rare
Common
Rare
Uncommon

Rare

Very rare
Uncommon
Very rare

Rare
Legendary
Rare
Rare

Rare
Rare

Common
Uncommon
Very rare
Rare

Legendary

Uncommon
Very rare

Very rare

Uncommon

Uncommon

Rare

Sub Requires Attunement?

M Yes

M Yes, by a druid or
ranger

m

M Yes

M  Yes

m

m

M

m

M Yes

m

m

M Yes

m

M Yes

m

M

M

M

M Yes, by a cleric, druid,
or sorcerer

M

M Yes

M Yes

M  Yes

M  Yes, by a bard

M Yes

M Yes

M  Yes, by a druid

m

M Yes

M Yes

M Yes

M Yes

M Yes

M Yes

M

m

m

M Yes
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Item Name
Frostbitten Buckler
Frozen Dagger
Funeral Marchers

Galea of the Soulfire Phoenix
Galepierce Weapons

Galvanic Steelsnare
Gibberbox

Give and Take

Glove of the Aegis
Glove of the Grim Fandango
Grass Carpet

Grass Whistle Blade
Gravity Goblet
Greaves of Dendallen
Grip of Dendallen
Halberd of the Peacock
Hand of the Master
Harp of Valor

Hasty Sugarbomb

Hat Trick

Hcor’uk the Colossal’s Portable
Handheld Weapon of Walloping

Healing Arrow

Heart of the Sleeveless
Hellfire Pitchfork

Helm of Heroes
Helmsman’s Shelter
Hexaxe

Hurricane Lance

Ice Sickle

Immovable Button
Infernal Aegis

Inferno Rope

Ionbreaker, the Tempest’s Reach
Ironleaf Maul of Entanglement
Ironleaf Oaken Shield
Ironleaf Plate

Ironshod Trotters

Jotun’s Jodhpurs

Killskull Longbow of Dread
Kindle Egg Sugarbomb
Knight’s Standard of Valor
Knight’s Standard of Vigor

Type

Armor (shield)
Weapon (dagger)
Wondrous item

Wondrous item

Weapon (any piercing weap-
on with the thrown property)

Weapon (net)
Wondrous item
Weapon (scimitar)
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item
Wondrous item
Wondrous item
Weapon (halberd)
Wondrous item
Weapon (shortbow)
Wondrous item

Wondrous item
Weapon (flail)

Weapon (an arrow or bolt)
Wondrous item
Weapon (trident)
Wondrous item
Armor (shield)
Weapon (handaxe)
Weapon (lance)
Weapon (sickle)
Wondrous item
Armor (shield)
Wondrous item
Weapon (longbow)
Weapon (maul)
Armor (shield)
Armor (plate)
Wondrous item
Wondrous item
Weapon (longbow)
Wondrous item
Weapon (halberd)
Weapon (pike)

e ——

Rarity
Uncommon
Uncommon
Uncommon
Artifact

Uncommon

Rare

Rare

Very rare
Rare

Rare
Common
Very rare
Common
Rare

Very rare
Rare
Uncommon
Very rare
Uncommon

Uncommon
Very rare

Uncommon
Common
Very rare
Rare

Rare
Uncommon
Very rare
Uncommon
Common
Very rare
Uncommon
Artifact
Rare
Uncommon
Very rare
Uncommon
Rare

Rare
Uncommon
Rare

Rare
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Requires Attunement?
Yes

Yes

Yes

Yes
Yes

Yes, by a bard

Yes

Yes
Yes
Yes
Yes

Yes, by a bard

Yes

Yes
Yes
Yes
Yes, by a warlock
Yes

Yes

Yes
Yes
Yes, by a druid
Yes

Yes

Yes

Yes

Yes
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Item Name

Knight’s Standard of Virtue
Knocking Boots

Kraken’s Whip

Lance of the Hungering Dead
Leeching Quarterstaff

Liar’s Lyre

Lightning Pylons
Locksmith’s Bane

Love’s Embrace
Mageplate Cap

Magma War Pick
Mammoth Boots
Mantle of the Pack Lord
Mask of Dendallen
Mask of the Pact Bearer

Master Machinist’s Marvelous
Mallet

Mastery Gem

Memento of the Shapeless

Merry Berry

Mirrorlight Edge
Mirrorlight Piercer
Mockingblade

Monocle of Clarity
Monsterbane Lasher
Moonswaddled Armor
Necrolace

Nightstalker’s Kanabo
Null Chalk
Omenbringer’s Mantle
Orator’s Quill

Otyugh Cloak

Ouroboros Rapier
Overshield

Pack of LeviBubble Sugarbombs
Pair of Tiny Violin Rings
Pearl of Wisdom Quiver
Pendant of the Tempered Fury
Pendant of Thieves’ Sight
Peppermince Sugarbomb
Periapt of Reflection

Permanent Parchment

Type

Weapon (glaive)
Wondrous item
Weapon (whip)
Weapon (lance)
Weapon (quarterstaff)
Wondrous item

Rod

Wondrous item

Weapon (greatsword)
Wondrous item

Weapon (war pick)
Wondrous item
Wondrous item
Wondrous item

Wondrous item
Weapon (light hammers)

Wondrous item

Weapon (any melee weapon
without the reach or heavy
property)

Wondrous item

Weapon (scimitar)
Weapon (spear)
Weapon (shortsword)
Wondrous item

Weapon (whip)

Armor (any light armor)
Wondrous item

Weapon (greatclub)
Wondrous item
Wondrous item
Wondrous item
Wondrous item

Weapon (rapier)

Armor (shield)
Wondrous item

Ring

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item

Wondrous item

Rarity
Rare
Uncommon
Uncommon
Very rare
Rare
Uncommon
Rare
Uncommon

Legendary
Rare

Rare
Uncommon
Rare

Very rare

Uncommon
Rare

Legendary

Legendary

Common
Rare

Very rare
Uncommon
Rare

Very rare
Rare

Rare

Very rare
Very rare
Very rare
Common
Uncommon
Very rare
Uncommon
Uncommon
Common
Rare

Very rare
Uncommon
Uncommon
Rare

Common

Sub
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Requires Attunement?

Yes

Yes
Yes

Yes, by a bard

Yes

Yes, by a wizard or
sorcerer

Yes

Yes

Yes, by a warlock

Yes

Yes

Yes
Yes

Yes, by a bard

Yes, by a spellcaster

Yes
Yes
Yes

Yes

Yes

Yes

Yes

Yes
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Item Name

Petal Dancer Ward

Phase Axe

Phoenix Arrow

Pike of the Forgotten Legion
Plaguebane Mask

Planar Rapier

Pomade of Ten Thousand Styles
Potion of Dragon’s Breath (3d6)
Potion of Dragon’s Breath (4d6)
Potion of Dragon’s Breath (5d6)
Potion of Spell Recovery
Precipit, the Formless
Prismatic Javelin

Profane Mask

Purging Dagger
Purity Spear

Purse Piglet

Puzzle Ring of Vitality, Life, and
Power

Quagmire Maul
Quake Hammer
Quickdraw
Quicksilver Clay
Radiant Defender
Reap and Sew

Red Claw’s Regalia
Relentless Bulwark

Retaliating Bloom Shield
Retaliating Shield of Ink
Ring of Anchoring

Ring of Eldritch Ire

Ring of Gestures

Ring of Roses

Ring of Seething

Ring of the Fowl Sentinel
Ring of the Sandskimmer

Rings of Fire, Ice, Stone, and
Wind (Wind)

Rings of Fire, Ice, Stone, and
Wind (Fire or Stone)

Rings of Fire, Ice, Stone, and
Wind (Ice)

Rochorne Hand Ballista

Rocborne Robe

Type

Wondrous item
Weapon (battleaxe)
Weapon (an arrow or bolt)
Weapon (pike)
Wondrous item
Weapon (rapier)
Wondrous item
Potion

Potion

Potion

Potion

Staff

Weapon (javelin)
Wondrous item

Weapon (dagger)
Weapon (spear)
Wondrous item
Ring

Weapon (maul)

Weapon (light hammer)
Weapon (crosshow, hand)
Wondrous item

Weapon (maul)

Weapon (crosshow, light)
Wondrous item

Armor (shield)

Armor (shield)
Armor (shield)
Ring
Ring
Ring
Ring
Ring
Ring
Ring

Ring
Ring
Ring

Weapon (crossbow, heavy)

Wondrous item

"E_Ezh_

Rarity
Uncommon
Rare

Rare
Legendary
Rare

Very rare
Common
Uncommon
Rare

Very rare
Rare
Artifact
Uncommon
Common

Very rare
Legendary
Rare
Legendary

Very rare
Rare
Rare
Common
Rare
Rare

Legendary
Uncommon

Rare
Uncommon
Rare

Rare
Common
Common
Uncommon
Common

Uncommon

Uncommon

Rare

Very rare

Very rare

Uncommon
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Requires Attunement?
Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes, by a good-aligned
creature

Yes, by a paladin

Yes

Yes

Yes
Yes
Yes

Yes, by a cleric or
paladin

Yes

Yes, by a warlock

Yes

Yes

Yes
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107

107

107

107

107

108
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Item Name

Rocborne Rod
Runic Ammunition

Sandstorm Dancer
Scholar’s Cap, +1
Scholar’s Cap, +2
Scholar’s Cap, +3
Scorching Cleaver
Screaming Longbow
Sea Serpent Hairpin
Seafarer’s Jacket
Seat Belt

Seed of Rebirth

Septum Ring of the Great Mino-
taur

Serpent Dart

Servitude Choker

Set of Numat’s Trick Tubes
Set of Secret Scribe Candles
Shadow Drinker

Shadow Ink

Shadow Ward

Shadowshawl

Shadowsmoke Dragon Pipe
Shaedenstaff

Shapeshifter’s Circlet

Shared Burden

Sharkrazor Mantle

Sheer Cold

Shield of Yggdrasil

Shielding Turtle Sugarbombs
Signet Rings of Blindness, Deaf-
ness, and Silence

Signet Rings of the Fey Court
Silken Socks of Slickening

Silver Eagle Weapons

Silver Lycan Chime
Singing Stein
Sirensong Silencer
Sling of the Tiny Giant
Smash Potatoes

Snuff

Snugglebeast (owlbear)

Type
Rod

Weapon (a bolt, arrow, or
piece of sling ammunition)

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (battleaxe)
Weapon (longhow)
Wondrous item
Wondrous item
Wondrous item

Wondrous item
Wondrous item

Weapon (dart)
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item
Wondrous item
Wondrous item

Wondrous item
Staff

Wondrous item
Wondrous item
Wondrous item
Weapon (battleaxe)
Armor (shield)
Wondrous item

Ring
Ring

Wondrous item

Weapon (greataxe, greats-

word, lance, or maul)
Wondrous item
Wondrous item
Wondrous item
Weapon (sling)
Wondrous item
Weapon (sickle)

Wondrous item

Rarity

Rare
Rare

Rare
Uncommon
Rare

Very rare
Very rare
Rare
Uncommon
Uncommon
Common

Legendary
Very rare

Uncommon
Uncommon
Uncommon
Rare

Very rare
Uncommon
Very rare
Rare

Rare
Very rare

Common
Rare

Rare

Rare

Very rare
Uncommon

Rare

Very rare
Uncommon
Uncommon

Uncommon
Common
Uncommon
Rare
Common
Very rare

Common
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Requires Attunement?

Yes

Yes
Yes
Yes
Yes
Yes
Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes, by a sorcerer,
warlock, or wizard

Yes, by a warlock

Yes

Yes

Yes, by an elf, half-elf,

or other fey creature

Yes

Yes

Page
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109
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Item Name
Snugglebeast (unicorn)
Snugglebeast (dragon)
Snugglebeast (tarrasque)
Socks of Well-Rested
Spellwoven Robes
Spiderbite Daggers
Spire Seed

Spirit Pike
Splintershot

Splitter

Squasher

Staff of Favorable Winds

Staff of the Four Seasons

Staff of the Magpie

Staff of the Mirage

Staff of the Mustang
Staff of the Reverent Warrior
Stalaga Spear
Starbreaker

Starmetal Ring

Starmetal Shield
Starmetal Solar Axe
Starmetal Striker

Steps of the Trickster
Storm Sickle

Stormstruck Staff
Stormthrower Harpoon
Sundersludge Net

Switch

Sword of Resonance
Sword of the Spelldrinker

Talyard the Great’s Wand of
Power

Tear of Gaia

Tectonic Gauntlets
Telescoping Bladelance
Tempest Griffon Feather Cape
Tether Tearer

Tethervine Quiver

The Griffon’s Saddlebag

The Rose Basket

Type

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item
Weapon (pike)
Weapon (shortbow)
Weapon (halberd)
Weapon (greatclub)

Staff

Staff

Staff

Staff

Staff

Staff

Weapon (spear)
Weapon (morningstar)
Ring

Armor (shield)

Weapon (greataxe)

Weapon (light hammer)

Wondrous item
Weapon (sickle)
Weapon (quarterstaff)
Weapon (trident)
Weapon (net)

Rod

Weapon (longsword)

Weapon (longsword)
Wand

Wondrous item
Wondrous item
Weapon (lance)
Wondrous item
Weapon (any axe)
Wondrous item
Wondrous item

Weapon (rapier)

Rarity
Uncommon
Rare

Very rare
Uncommon
Uncommon
Rare
Legendary
Rare

Rare

Very rare

Uncommon

Very rare

Very rare

Rare

Rare

Rare

Rare

Very rare
Rare

Rare
Legendary
Legendary
Rare
Common
Rare

Rare
Legendary
Uncommon
Very rare
Rare

Legendary
Uncommon

Common
Artifact
Uncommon
Very rare
Uncommon
Uncommon
Artifact

Very rare

Sub Requires Attunement?

m

Yes

Yes, by a cleric

Yes
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Yes, by a druid,
sorcerer, warlock, or
wizard

=

Yes, by a druid,
warlock, wizard, or
sorcerer

=

Yes, by a spellcaster
Yes, by a wizard

Yes

Yes, by a spellcaster
Yes

Yes

Yes
Yes

Yes

Yes
Yes
Yes, by a druid
Yes, by a bard
Yes
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Yes

Yes
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Item Name
Thornpiercer

Thunderous Flail
Thwackstaff

Timber

Timepiercer
Timeshifter’s Mantle
Toadstone

Tome of Dreams
Torchbearer’s Reach
Torpedo Arrow
Torrent Taiaha

Tote of Tricky Treat Sugarbombs
Trident of the Dryad
Trident of the Hydra

Tub of Churning and Fermenta-
tion

Uorik the Conqueror’s Juice Cup
Vancian Helm

Venombane Armor

Vigilus

Visage of Delight and Disaster
Void Arrow

Volcanic Boots

Volt Gauntlets

Voltedge

Vox Helm

Wand of Whispers

War Standard of Battlecries
Warmind Wand

Wavebender’s Leiomano
Weapon of Mooring

Weapon of Showmanship
Weapon of Spite

Webgrip Rucksack
Wildman’s Spinning Cleaver
Windrazor

Windswept Wyvernplate
Winter’s Embrace

Wisplight Lantern

Wooden Chain of the Unbroken
Circle

Wyvernwing
Zafu of the Wandering Mind

Type
Weapon (dagger, shortsword,
rapier, or whip)

Weapon (flail)
Weapon (quarterstaff)
Weapon (handaxe)
Weapon (rapier)
Wondrous item
Wondrous item
Wondrous item
Weapon (whip)
Weapon (arrow)
Staff

Wondrous item
Weapon (trident)
Weapon (trident)

Wondrous item

Wondrous item

Wondrous item

Armor (any light armor)
Weapon (crosshow, hand)
Wondrous item

Weapon (an arrow or bolt)
Wondrous item

Wondrous item

Weapon (any sword)
Wondrous item

Wand

Wondrous item

Wand

Weapon (glaive)

Weapon (battleaxe, long-
sword, or warhammer)

Weapon (any)

Weapon (any melee weapon)
Wondrous item

Weapon (handaxe)

Weapon (longsword)

Armor (halfplate)

Armor (breastplate)

Wondrous item
Armor (chain shirt)

Weapon (greatsword)

Wondrous item

Rarity
Legendary

Rare
Uncommon
Very rare
Very rare
Rare
Uncommon
Uncommon
Uncommon
Common
Rare
Common
Uncommon

Rare
Uncommon

Common
Rare
Uncommon
Rare
Legendary
Uncommon
Rare

Rare

Rare
Common
Rare

Very rare
Rare

Rare
Rare

Common
Uncommon
Common
Very rare
Legendary
Rare

Very rare

Rare
Rare

Rare

Rare

Sub Requires Attunement?

=

Yes

Yes
Yes
Yes

Yes

Yes

Yes
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Yes
Yes
Yes
Yes, CHA 17+

Yes

Yes

Yes, by a spellcaster

Yes
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Yes

Yes

Yes, by a barbarian
Yes
Yes

Yes
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Yes, by a druid or
ranger

M Yes

M Yes, by a monk

=

Yes, by a half-orc or orc
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RANDOM MAGIC ITEMS

When a source indicates the presence of one or more magic
items, you can determine which ones appear by rolling on
the appropriate table(s) below.

Magic Item Table A

d100 Magic ltem

01-05 Bird of a Feather, common variant
06-10 Dryadleaf

11-15 Everlasting Sugarbomb

16-20 Firecracker Crystals

21-25 Smash Potatoes

26-30 Torpedo Arrow

33-34 Bardin a box

35-36 Bath Potion

37-38 Borboss’ Joyous Wand of Color
39-40 Catnip Amulet

41-42 Clockwork Faefly

43-44 Container of Heat and Frost
45-46 Doodle Ring

47-48 Fanfare Ammunition

49-50 Grass Carpet

51-52 Gravity Goblet

53-54 Heart of the Sleeveless

55-56 Immovable Button

57-58 Merry Berry

59-60 Orator’s Quill

61-62 Pair of Tiny Violin Rings

63-64 Permanent Parchment

65-66 Pomade of Ten Thousand Styles
67-68 Profane Mask

69-70 Quicksilver Clay

71-72 Ring of Gestures

73-74
75-76
77-78 Seat Belt

79-80 Shadow Ink

81-82 Shapeshifter’s Circlet
83-84 Singing Stein

85-86 Snugglebeast (Owlbear)
87-88 Steps of the Trickster
89-90 Tear of Gaia

Ring of Roses

Ring of the Fowl Sentinel

91-00 Companion’s Band
91-92 Tote of Tricky Treat Sugarbombs

You can use these tables in addition to or instead of ones
found in other publications. For suggestions on how to make
your own treasure tables, turn to page 25.

d100

93-94
95-96
97-98
99-00

Magic Item

Uorik the Conqueror’s Juice Cup
Vox Helm

Weapon of Showmanship

Webgrip Rucksack

Magic Item Table B

d100
01-05
06-10
11-15
16-20
21-25

26-30
31-35
36-40
41-45
46-50
51-55
56-60
61-63
64-66
67-69
70-72
73-75
76-78
79-81
82-84
85-87
88-90
91-93
94-95
96
97
98
99
00

Magic Item

Bag of Sundrops

Candle of Anti-light

Doomsday Cookie

Frefil’s Jolly Oozebean Sugarbombs

Frefil’s Tiny Tasty Tongue
Twisty Sugarbombs

Hasty Sugarbomb

Healing Arrow

Kindle Egg Sugarbomb

Pack of LeviBubble Sugarbombs
Peppermince Sugarbombs
Potion of Dragon’s Breath (3d6)
Shielding Turtle Sugarbombs
Void Arrow

Baton of Many Sizes
Charlatan’s Wardrobe
Clockwork Inkbeetle

Devil’s Detail Eyepatch

Everice Box

Eye of the Bookwurm

Ring of Seething

Set of Numat’s Trick Tubes
Snugglebeast (Unicorn)

Socks of Well-Rested

Tub of Churning and Fermentation
Barricade Shield

Retaliating Shield of Ink
Telescoping Bladelance
Tethervine Quiver

Snugglebeast (Dragon)
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Magic Item Table C

d100 Magic Item

01-13 Essence of Rage

14-26 Potion of Dragon’s Breath (4d6)
27-39 Potion of Spell Recovery
40-52 Blizzard Sphere

53-65 Peppermince Sugarbomb
66-78 Runic Ammunition

79-82 Eldritch Scarf

83-86 Jotun’s Jodhpurs

87-90 Purse Piglet

91-94 Set of Secret Scribe Candles
95-00 Snugglebeast (dragon)

Magic Item Table D

d100 Magic ltem

01-20 Bottled Abyss

21-40 Null Chalk

41-60 Potion of Dragon’s Breath (5d6)
61-80 Edible Book of Recipes

81-00 Snugglebeast (Tarrasque)

Magic Item Table E

d100 Magic Item

01-10 Boots of Dendallen
11-20 Flesh of Dendallen
21-30 Grip of Dendallen
31-40 Mask of Dendallen
41-50 Blood Pact Pendants
51-60 Dream Mantle
61-70 Scholar’s Cap, +3
71-85 Seed of Rebirth
86-00 Spire Seed

Purse PiGLET
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Magic Item Table F

d100 Magic Item
01-13 Locksmith’s Bane
15-26 Toadstone
27 Abjurer’s Gilder
28 Amulet of Equilibrium
29 Axe Beak Tomahawk
30 Barge Helm
31 Battle Tax
32 Battlechef Buckler
33 Battlement Bow
34 Bird of a Feather, uncommon
35 Boots of the Cloud Jumper
36 Bounty Hunter Enforcer
37 Braided Quarterstaff
38 Bug Smashers
39 Cactus Mace
40 Chromacloth
41 Coil Crook
42 Coralshield Golem
43 Couatl Herald’s Guard
44 Couatl Herald’s Mantle
45 Dagger of the Ogre Mage
46 Discordant Thunderstave
47 Dragon Edge Weapons
48 Dragon’s Call
49 Eaglereign
50 Ear Cuff of the Vampire Bat
51 Festerwood Buckler
52 Festerwood Logger
53 Fireweaver Gloves
54 Fortune’s Fivepence
55 Frostbitten Buckler
56 Frozen Dagger
57 Funeral Marchers
58 Galepierce Weapons
59 Hand of the Master
60 Hat Trick
61 Hexaxe
62 Ice Sickle
63 Inferno Rope
64 Ironleaf Oaken Shield
65 Ironshod Trotters

d100
66
67
68
69
70
71
72
73
74
75
76
77
78
79

80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
00

Magic Item

Knocking Boots

Kraken’s Whip

Liar’s Lyre

Mammoth Boots

Mask of the Pact Bearer
Mockingblade

Otyugh Cloak

Overshield

Pendant of Thieves’ Sight
Petal Dancer Ward
Prismatic Javelin
Relentless Bulwark

Ring of the Sandskimmer

Rings of Fire, Ice, Stone, and Wind
(Wind)

Rocborne Robe

Scholar’s Cap, +1

Sea Serpent Hairpin
Seafarer’s Jacket

Serpent Dart

Servitude Choker

Silken Socks of Slickening
Silver Eagle Weapons
Silver Lycan Chime
Sirensong Silencer
Spellwoven Robes
Squasher

Sundersludge Net

Talyard the Great’s Wand of Power
Tether Tearer
Thwackstaff

Tome of Dreams
Torchbearer’s Reach
Trident of the Dryad
Venombane Armor

Weapon of Spite
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Magic Item Table G, Option 1

d100 Magic Item d100 Magic ltem

01-05 Acidlight Arrow 72 Couatl Herald’s Fang
06-08 Eye of Dendallen 73 Couatl Herald’s Lash
09-11 Greaves of Dendallen 74 Couatl Herald’s Radiance
12-14 Aurum and Argentum 75 Couatl Herald’s Reach
15-17 Avian Circlet 76 Couatl Herald’s Scales

77 Death Knell

78 Direstone Dwarven Pick

18-20 Basco’s Handy Bangle
21-23 Basilisk Dagger

24-26 Battlebrew Maul 79 Dragonkin Weapon, +1

27-29  Bow of Mind Thievery 80  Druidic Throwing Club

30-32 Brooch of Many Sizes 81  Festerwood Vizard

33-35 Cinnabar Rapier 82  Fife of Dragonsong

36-38 Dead Ringer 83 Fire Dervish Cloak

39-41 Dragon Edge Weapons, +1 84  Fire Firel

42-44 Dragon Turtle Shield 85 Fire Wand of the Unbroken Circle
45-47 Enchantment Breaker 86  Force Gauntlet

87 Frost Giant Fork
88  Glove of the Aegis

48-50 Ferryman’s Take

51-53 Festerwood Claymore

54-56 Galvanic Steelsnare 89  Glove of the Grim Fandango
57-59 Gibberbox 90  Halberd of the Peacock
60-62 Lightning Pylons 91  Helm of Heroes
63  Aegis of Radiance 92 Helmsman’s Shelter
64  Band of Mirrored Essence 93 Ironleaf Maul of Entanglement
65 Belt of the Raid Leader 94 Killskull Longbow of Dread
66 Boreal Pendant 95 Knight’s Standard of Valor
67  Breastplate of the Morning Light 96  Knight’s Standard of Vigor
68 Celestial Circlet 97 Knight’s Standard of Virtue
69  Cloak of the Boundless Spirit 98  Leeching Quarterstaff
70  Clockwork Healerbee 99  Mageplate Cap
71 Coldsnap 00 Magma War Pick

WAND oF WHISPERS




Magic Item Table G, Option 2

d100

01-04
05-06
07-08
09-10
11-12

13-14
15-16
17-18

19-20

21-22
23-24
25-26
27-28

29-30
31-32
33-34
35-36
37-38
39-40
41-42
43-44
45-46
47-48
49-50
51-52
53-54
55-56
57-58
59-60
61-62
63-64
65-66
67-68
69-70
71-72
73-74
75
76

Magic Item

Phoenix Arrow

Mantle of the Pack Lord
Monocle of Clarity
Moonswaddled Armor
Plaguebane Mask
Quickdraw

Retaliating Bloom Shield

Rings of Fire, Ice, Stone, and Wind
(Fire)

Rings of Fire, Ice, Stone, and Wind
(Stone)

Shadowshawl
Shadowsmoke Dragon Pipe
Sheer Cold

Signet Rings of Blindness, Deafness,
and Silence

Spiderbite Daggers
Splintershot

Starmetal Ring

Storm Sickle

Stormstruck Staff
Timeshifter’s Mantle

Torrent Taiaha

Trident of the Hydra

Volt Gauntlets
Wavebender’s Leiomano
Wisplight Lantern

Necrolace

Ring of Eldritch Ire

Shared Burden

Spirit Pike

Staff of the Magpie

Staff of the Mirage

Staff of the Reverent Warrior
Sword of Resonance

Wand of Whispers

Warmind Wand

Wooden Chain of the Unbroken Circle
Zafu of the Wandering Mind
Master Machinist’s Marvelous Mallet

Mirrorlight Edge

MaGerLATE CaAP

d100
7
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
00

Magic ltem

Pearl of Wisdom Quiver
Periapt of Reflection
Phase Axe

Quake Hammer
Radiant Defender
Reap and Sew

Ring of Anchoring
Rocborne Rod
Sandstorm Dancer
Scholar’s Cap, +2
Screaming Longbow
Sharkrazor Mantle
Sling of the Tiny Giant
Staff of the Mustang
Starbreaker
Starmetal Striker
Thunderous Flail
Vancian Helm
Vigilus

Volcanic Boots
Voltedge

Weapon of Mooring

Windswept Wyvernplate

Wyvernwing

STARMETAL
STRIKER




Magic Item Table H

d100
01-06
07-11
12-17
18-23
24-26
27-29
30-32
33-35
36-38
39-41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65

66
67
68
69
70
71
72
73

Magic ltem

Boots of Dendallen

Flesh of Dendallen

Grip of Dendallen

Mask of Dendallen
Battlechef’s Splendid Saucepan
Blood Pact Pendants
Dragon Edge Weapons +2
Fragment of Elder Starlight
Monsterbane Lasher

Rings of Fire, Ice, Stone, and Wind (Ice)
Arcane Mirror

Arcanist’s Bowstaff
Architect’s Disdain

Astral Bracelet

Bloodmage Dagger

Bolt

Brambleheart Quiver
Ceratopper

Circlet of the Huntsman’s Third Eye
Cratering Quarterstaff
Crosier of Divine Power
Crown of Deep Winter
Dark Fathom Armor
Dragonkin Weapon +2
Dream Mantle

Ether Spear

Fable’s End

Festerwood Fungal Stave
Festerwood Masher
Fourarm Bracers

Give and Take

Grass Whistle Blade

Harp of Valor

Hcor’uk the Colossal’s Portable Hand-
held Weapon of Walloping

Hellfire Pitchfork

Hurricane Lance

Infernal Aegis

Ironleaf Plate

Lance of the Hungering Dead
Mirrorlight Piercer

Nightstalker’s Kanabo

Omenbringer’s Mantle

d100
74
75
76
7
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
00

Magic ltem

Ouroboros Rapier

Pendant of the Tempered Fury

Planar Rapier
Purging Dagger
Quagmire Maul

Rocborne Hand Ballista

Scholar’s Cap (+3)

Scorching Cleaver

Septum Ring of the Great Minotaur

Shadow Drinker
Shadow Ward
Shaedenstaff
Shield of Yggdrasil

Signet Rings of the Fey Court

Snuff
Splitter

Staff of Favorable Winds

Staff of the Four Seasons

Stalaga Spear
Switch

Tempest Griffon Feather Cape

The Rose Basket
Timber

Timepiercer

War Standard of Battlecries

Wildman’s Spinning Cleaver

Winter’s Embrace

WINTER'S EMBRACE

WILDMAN'S SPINNING

CLEAVER




Magic Item Table I

d100 Magic ltem

01-12 Mastery Gem

13-16  Astral Sea Piercer

17-20 Bloodscryer Oculus

21-24 Chillspike

25-28 Cryptkeeper Glaive

29-32 Dragon Tamer Lance

33-36 Dragonkin Weapon +3
37-40 Dragon-Kindled Edge
41-44  Festerwood’s Light

45-48 Forgemaster’s Might

49-52 Love’s Embrace

53-56 Memento of the Shapeless
57-60 Pike of the Forgotten Legion
61-64 Purity Spear

65-68 Puzzle Ring of Vitality, Life, and Power
69-72 Red Claw’s Regalia

73-76 Starmetal Shield

77-80 Starmetal Solar Axe

81-84 Stormthrower Harpoon
85-88 Sword of the Spelldrinker
89-92 Thornpiercer

93-96 Visage of Delight and Disaster
97-00 Windrazor

Making Loot Tables

In general, these tables are in order of rarity from common
to legendary, with Magic Item Table A being used for all
common items, Tables B and F for uncommon ones, and so
on. Items are listed in alphabetical order, with consumable,
cursed, and one-time-use items given to the lowest numbers
first. In addition, magic items that require attunement in
order to use are given more precise numbers than those
that don’t.

Further, Magic Item Tables A-E use Minor items, and
Tables F-I use Major items. For more on subrarities, visit
thegriffonssaddlebag.com/subrarity.

Using these rules, you can make your own magic item
tables for your adventures using whichever items you like.
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MAGIC ITEMS A-Z

Magic items are presented in alphabetical order. A magic
item’s description gives the item’s name, its category, its
rarity, and its magical properties.

ABJURER’S GILDER

Wondrous item, uncommon (requires attunement
by a wizard)

This golden badge is usually given to wizards who either
excel at or who have mastered abjuration magic as a symbol
of their accomplishments. While wearing this badge, you
always have the shield spell prepared if you know it, and it
doesn’t count against the number of spells you can have pre-
pared. In addition, whenever you cast the shield spell, you can
take another reaction before the start of your next turn. This
second reaction can’t be used to cast the shield spell again.

ACIDLIGHT ARROW
Weapon (an arrow or bolt), rare

This ammunition is covered in an alchemical concoction that
ignites upon impact, casting bright light in the space of the
target it hits and dim light in a 5-foot radius for 1 minute. A
creature struck by the ammunition takes 1d4 acid damage
at the start of each of its turns and has disadvantage on any
Dexterity (Stealth) checks it makes while the ammunition
remains lit. The ammunition remains lodged in a target

it hits until a creature uses an action to remove and snuff
out the ammunition. If the target is invisible, it’s revealed
while the ammunition is lodged within it. The ammunition
is destroyed by the lit solution, preventing it from being
recovered once fired.

AEGIS OF RADIANCE
Armor (shield), rare (requires attunement by a cleric)

This shield emits a faint, holy glow when wielded and
recognizes your devotion to a higher power. When you attune
to this shield, the emblem adorning its face changes to one
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that represents your chosen deity, allowing you to use the
shield as a holy symbol. You gain a +1 bonus to your AC
while wielding this shield in addition to the shield’s
normal bonus to AC.

While wielding the shield, you can speak its command
word as a bonus action to cause it to shatter into countless
fragments of pure light. The pieces of light protect you as if
you were wielding the shield, leaving your hands free. The
light surrounds you for 1 minute, until you dismiss the effect
as a bonus action, or until you fall unconscious or die, at
which point the shield rematerializes on the ground at your
feet or into your hand if you have one free. If your holy sym-
bolis emblazoned or attached to the shield, it floats promi-
nently amidst the shards of light and continues to function
as a spellcasting focus. Undead creatures have disadvantage
on attack rolls made against you while you’re surrounded by
the light in this way. The surrounding shards of light cast
bright light in a 20 foot radius and dim light for another 20
feet. Once this property has been used, it can’t be used again
until the following dawn.

AMULET OF EQUILIBRIUM
Wondrous item, uncommon (requires attunement)

This spiraling pendant is made of three magic-sensitive
panes of colorful crystal. Each piece of crystal is attuned to a
different arcane element. If you can cast spells, you can use
the amulet as a spellcasting focus while you’re attuned to it.
The amulet has 4 charges and regains 2 expended charges
daily at dawn. When you deal cold, fire, or lightning damage
to a single creature while wearing the amulet, you can
expend any number of its charges to reroll that many of
the cold, fire, or lightning damage dice. You must use the
new rolls.
Whenever you take cold, fire, or lightning damage from a
hostile creature, the amulet regains 1 charge.




ARCANE MIRROR
Armor (shield), very rare (requires attunement)

This mirror-like shield is enchanted with abjuration magic
that can reflect spells back at their source. While holding the
shield, you can use it as a reaction when hit by an attack to
cast the shield spell from it. Once this property has been used,
it can’t be used again until you finish a short or long rest.
The shield has 10 charges and regains 1d6 + 4 expended
charges each day at dawn. When you succeed on a saving
throw to resist the effects of a spell that targets only you or
are missed by a spell attack, you can use your reaction to
learn the level of the spell. As part of your reaction, you can
expend a number of the shield’s charges equal to the level
of the spell (up to 6th level) to reflect that spell back at its
source. You can’t reflect a spell of 7th level or higher. When
youreflect a spell in this way, the caster of the spell must
make a DC 16 Dexterity saving throw. On a failed save, the
target takes 1d8 radiant damage for each expended charge as
abolt of reflected arcane energy hits them. On a successful
save, the damage is halved. If you reflect a spell in this way
that would cause you to take half damage on a successful
save, you take no damage instead.

ARCANIST'S BOWSTAFF

Weapon (quarterstaff), very rare (requires attunement by
a creature with an Intelligence of 17 or higher)

When you attune to this quarterstaff, it remains solid in your
grip but feels pliable within your mind. You can choose to
use your Intelligence modifier for the attack and damage
rolls made with this weapon instead of Strength. You must
use the same modifier for both rolls.

When you make an attack with this magic weapon, you
can choose to make the attack at range. When you do, you
use your mind to telekinetically curve the quarterstaff into
the form of a longbow. The bow is magically strung with an
arcane energy that arcs between the rings on either end of
the weapon. A glowing, magical arrow is formed whenever
the arcing energy is drawn back. The arrow disappears after
it hits a target. When you make a ranged attack with the
quarterstaff in this way, the weapon is treated as if it were a
magical longbow. This longbow can only use the ammuni-
tion that it generates and does not have the heavy property.
While holding this weapon, you're proficient with this long-
bow when using it in this way.

You gain a +2 bonus to attack and damage rolls made with
this magic weapon.

In addition, this quarterstaff has 8 charges and regains 1d6
+2 expended charges daily at dawn. When you take the At-
tack action with this weapon, you can expend 1 of its charges
to cast the magic missile spell from the quarterstaff as a bonus
action, instead of its normal casting time. When you do, the
missiles are fired from either the bow or the quarterstaff’s
embossed faces.

ARCHITECT’S DISDAIN
Weapon (war pick), very rare (requires attunement)

This adamantine war pick is specially designed to tear down
walls. You gain a +2 bonus to attack and damage rolls made
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with this magic weapon. Whenever the war pick hits an
object or structure, the hit is a critical hit. In addition, if you
hit a magically created object or structure, such as a wall of
ice, with the war pick, you can choose to dispel the wall or
object as if by the dispel magic spell (6th-level version). The
effect fails if the spell or magical effect that created the object
or structure was cast using a 7th-level spell slot or higher.
Once the war pick has dispelled a structure in this way, this
property can’t be used again until the next dawn.

ASTRAL BRACELET
Wondrous item, very rare (attunement requirement varies)

An astral bracelet is a powerful magical bangle that allows its
wearer to see, commune, or otherwise manifest things using
powers beyond the Material Plane. The metal and glyphs of
each bracelet are related to the kind of power that it holds.
You can pull the bracelet off and hold it in the palm of your
hand as an action. When you do, the bracelet unfurls to



AsTRAL SEA PIERCER
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reveal the four inner rings collapsed within it, transforming
the bracelet into an astronomical sphere. While the bracelet
is transformed into the astronomical sphere, its inner rings
slowly spin on their own.

The bracelet has 10 charges and regains 2d4 + 2 expended
charges daily at dawn. If you expend the sphere’s last charge,
its spinning rings magically fold up again into the wearable
bracelet. You can fold the rings back into place early
using an action.

Spells. Each kind of astral bracelet has a different list
spells that can be cast from it. If a spell cast in this way
normally requires a component worth at least 100 gp, that
component is still required when casting the spell. While
holding the sphere, you can expend 1 or more of its charges
to cast the following spells from it, using your spellcasting
ability modifier and spell save DC:

Astral Bracelet of Energy Spells. (Requires attunement
by a sorcerer or wizard) Dispel magic (3 charges), floating disk
(1 charge), globe of invulnerability (6 charges), hallucinatory

terrain (4 charges), hypnotic pattern (3 charges), protection from
energy (3 charges), or resilient sphere (4 charges).

Astral Bracelet of Heavens Spells. (Requires attunement
by a cleric or paladin) Detect evil and good (1 charge), dispel evil
and good (5 charges), divination (4 charges), magic circle (3
charges), protection from evil and good (1 charge), spirit guard-
ians (3 charges), or warding bond (2 charges).

Astral Bracelet of Hells Spells. (Requires attunement by a
cleric, warlock, or wizard) Detect evil and good (1 charge), dispel
evil and good (5 charges), fire shield (4 charges), flaming sphere
(2 charges), hellish rebuke (1 charge), magic circle (3 charges), or
protection from evil and good (1 charge).

Astral Bracelet of Knowledge Spells. (Requires attunement
by a bard, cleric, druid, ranger, or wizard) Comprehend languages
(1 charge), detect magic (1 charge), dispel magic (3 charges),
identify (1 charge), legend lore (5 charges), locate creature (4
charges), locate object (2 charges), or sending (3 charges).

Astral Bracelet of Planebending Spells. (Requires attune-
ment by a sorcerer, warlock, or wizard) Banishment (4 charges),
dimension door (4 charges), find familiar (1 charge), misty step
(2 charges), plane shift (7 charges), rope trick (2 charges), or
sending (3 charges).

Astral Bracelet of Omniscience Spells. (Requires at-
tunement by a wizard) Arcane eye (4 charges), detect magic (1
charge), detect thoughts (2 charges), scrying (5 charges), see
invisibility (2 charges), sending (3 charges), or telepathic
bond (5 charges).

ASTRAL SEA PIERCER
Weapon (war pick), legendary (requires attunement)

This golden war pick was forged in the depths of the Astral
Plane and leaves a faint trail of extraplanar energy behind it
when swung. You gain a +3 bonus to attack and damage rolls
made with this magic weapon, and targets hit by it take an
extra 1d4 force damage from the attack. In addition, while
you’re in the Astral Plane, you always know the direction of
the nearest portal to another plane of existence.

Portal. This weapon has 4 charges and regains 1d3 + 1
expended charges each day at dawn. As a bonus action, you
can expend 1 of its charges to slam the war pick into any flat,
solid surface at least 5 feet across in any direction. When you
do, you create a small planar rift. The rift fades after 1 minute.
If you expend another charge in this way while there’s a rift
within 300 feet of you, the two rifts tear open to form a por-
tal between them. The portal lasts until the end of your next
turn or until you close it early (no action required). When the
portal closes, the rifts fade. Medium and smaller creatures
and objects can travel or interact freely through the portal
while it’s open, carrying with them any momentum they had
through to the other side.

Both rifts must be placed on the same plane of existence,
and if you create a second rift more than 300 feet away from
the first, the first one fades.

Rifts can be entered from any direction to travel through a
portal. When you enter a rift in this way, you reappear 5 feet
in front of the other rift.

In addition, you can expend 1 of the war pick’s charges
when you hit a Small or larger creature with it. When you do,
that creature takes an extra 1d8 force damage as a rift appears
on its body. Rifts that appear on a creature in this way are
attached to the creature and move with it until a portal is
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opened. When a portal opens between two rifts and at least
one of the rifts is attached to a creature, the attached creature
or creatures must succeed on a DC 17 Charisma saving throw
or be immediately shunted through the portal to the other
rift’s location. Large and larger creatures automatically suc-
ceed on this saving throw.

AURUM AND ARGENTUM
Weapon (Dagger), rare

This gold and silver set of daggers seem ordinary when used
on their own, but become magical when used together. You
gain a +1 bonus to attack and damage rolls made with these
daggers while you hold one of them in each hand. When you
engage in two-weapon fighting using these daggers, you can
add your ability modifier to the damage of the second attack.
In addition, if you hit the same target with both daggers in
the same round, it takes an extra 1d4 piercing damage from
the second attack and can’t use its reaction until the end of

your turn.

AviaN CIRCLET
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AVIAN CIRCLET
Wondrous item, rare

This ornate silver tiara grants you power over certain flying
creatures. You can use an action to cast animal messenger or
speak with animals at will using the circlet. Any creature af-
fected by these spells must be a beast and have a flying speed.

In addition, you can touch a willing beast with a flying
speed. For 1 minute, you can see through the creature’s eyes,
sharing any of its special visual senses for the duration. You
are blinded to your own surroundings while you share its vi-
sion in this way. You can end this effect early using an action
to return to your normal senses. Once this property has been
used, it can’t be used again until this next dawn.

AXE BEAK TOMAHAWK
Weapon (handaxe), uncommon

This magic handaxe is made from the remains of a slain axe
beak. The first time you hit a creature that has a flying speed
on each of your turns with this axe, that creature must make
aDC 13 Strength saving throw. Each time that a creature fails
this saving throw, that creature’s flying speed is reduced by
15 feet for 1 minute.

BAG OF SUNDROPS
Wondrous item, uncommon

This small, colorful bag is filled with 1d6 + 4 golden, mar-
ble-like orbs called sundrops that glow softly when held. As
an action, you can throw a sundrop at a point or object you
can see within 30 feet. When you do, the orb explodes into a
dazzling pillar of light that lasts until the start of your next
turn. The pillar is a 5-foot-radius, 40-foot-high cylinder of
bright light centered on the point where the sundrop shat-
tered. The light is sunlight.

A dispel magic spell targeting the light ends the effect early.



BAND OF MIRRORED ESSENCE
Ring, rare (requires attunement)

This unassuming platinum ring is polished to a mirror
finish. When you reduce a Small or larger hostile creature

to o hit points while wearing the ring, you can use your
reaction to absorb a portion of that creature’s essence into
the ring. Looking into the ring shows the reflection of the
creature whose essence is held inside. As an action, you can
release the captured essence and assume either the creature’s
appearance or one of its features.

If you take on the appearance of the creature, it must be
a creature no more than one size larger or smaller than you.
You do not physically change in size or shape, but your body
is shrouded in a convincing illusion. Your voice changes
to match the creature’s, and you can understand any of its
known languages but can neither read nor speak any that you
don’t already know. Another creature can see through the
illusion by succeeding on a DC 16 Intelligence (Investigation)
check. Physical interaction with this illusory form reveals
it to be an illusion, because things can pass through it. The
illusion lasts for 8 hours or until you dismiss it as a bonus
action or fall unconscious.

If you assume one of the creature’s features, your body or
mind temporarily changes to accommodate the new ability.
You can choose to gain 1 skill or saving throw proficiency,
damage resistance, condition immunity, sense, or language
that the creature had. If the creature could breathe underwa-
ter, you can choose to gain that feature instead. You retain
this feature for 8 hours or until you dismiss it as a bonus
action or fall unconscious.

Once you capture an essence with the ring, you can’t do
so again for 1d8 hours. You can only have 1 essence at a time.
If you capture an essence when you already have one, you
replace the original.

BaND oF MIRRORED
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BANDS OF THE FOUND AND LOST
Wondrous item, common

The compass-like mechanisms on top of these matching
leather bracelets remain motionless until each bracelet is
worn by a different creature. While they’re worn, each com-
pass points in the direction of the other matching band. It
doesn’t indicate height or depth. The compasses spin wildly
if the two bands are worn on different planes of existence.

BANDS OF THE
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BARD-IN-A-BOX
Wondrous item, common

BArD-IN-A-BoX

This small music box can play songs at the request of the
holder. As a bonus action, you can command the box to play
a song for which it has music, causing the contraption to
emit a slightly tinny rendition of the musical number. The
box can know up to 5 songs at a time but can’t recreate lyrics
or other creature sounds. The box has a knob on its side to
adjust its volume: able to be as quiet as a whisper or as loud
as a scream.

Sheet music can be fed into the box through a narrow slot
along the bottom of the device. Sheet music must be labeled
with a song title, page number, and instrument in order to
be replayed. Pages failing to meet the requirements cause




BARRICADE SHIELD

the box to make a sad, discordant noise before being spat
back out. Once a sheet is successfully fed into the box, it is
consumed and can’t be retrieved.

If a new piece of music causes the box to forget an older
one, it quickly plays several bars of the now- forgotten num-
ber before it slows to a stop.

BARGE HELM
Wondrous item, uncommon

This flat, rugged helmet lets you run headlong into targets
and bowl them over with abandon. If you move at least 20
feet straight toward a target and then shove them on the
same turn, the target takes 1d6 bludgeoning damage from
being barreled into by the helmet.

BARRICADE SHIELD
Armor (shield), uncommon

While holding this sturdy iron shield, you can use an action
to plant it on the ground and expand its height and width

to stretch up to 15 feet across in either direction, potentially
becoming a defensive wall or similar platform. The edges of
the shield magically conform to fit the shape of an enclosed
space, such as the walls of a tunnel or hallway. While holding
the expanded shield in place, your speed becomes o and you
have disadvantage on Dexterity checks and Dexterity saving
throws. Regardless of the shield’s size, its weight always
remains the same.

The expanded shield is considered a nonmagical structure
that has AC 14 and 40 hit points. The shield can remain ex-
panded for up to 1 minute before it reverts back to its normal
size. The expanded shield reverts early (but is not destroyed)
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if it reaches o hit points or moves. If youre holding the
expanded shield, you can choose to revert it early using a
bonus action.

Once this property has been used, it can’t be used again
until the next dawn.

BAsco’s HANDY BANGLE
Wondrous item, rare

This shiny platinum bangle is inlaid with arcane runes
that seem to be written by different hands. Labels can be
read behind each of the adorning runes on the inside of the
bangle. As an action, you can touch one of the runes and say
the command phrase, “I can do this,” to gain proficiency in
the rune’s associated tool for the next 24 hours. The rune
glows with arcane energy while in effect. Once a rune is
activated in this way, it can’t be activated again until 1d4 days
have passed.

There are 10 runes on the bangle that can be activated
in this way: alchemist’s supplies, carpenter’s tools, cook’s
utensils, leatherworker’s tools, smith’s tools, tinker’s
tools, instruments (drum, flute, lute, lyre), navigator’s
tools, thieves’ tools, and vehicles (water). If you're already
proficient with any of these tools, your proficiency bonus
is doubled for any ability check you make that uses the tool
while the rune is active.

BASILISK DAGGER
Weapon (dagger), rare

This magic dagger was made from pieces of a slain basilisk
and still retains some of its properties. The dagger deals an
extra 1d4 poison damage to any target it hits.



In addition, when you score a critical hit with this weapon
against a Large or smaller creature, that creature must suc-
ceed on a DC 13 Constitution saving throw or be restrained
until the end of your next turn.

BATH POTION
Potion, common

This bubbly potion is frothy and smells like lavender. When
you drink this potion, any dirt and grime on your body is
magically rinsed away. Further, your breath, hair, and nails
are suddenly cleaned, looking either polished and pristine
or smelling of daisies and honey for the next 24 hours. Bub-
bles occasionally escape from your mouth while the potion
is in effect.

BATON OF MANY SIZES
Rod, uncommon

While holding this segmented, 1-foot-long rod, you can
speak its command word as an action to cause it to extend
in either direction. The rod can extend up to 5o feet or as far
as the surrounding space allows. If the rod touches another
creature or surface before reaching its full length, the rod
stops moving in that direction. If it stops moving against a
solid, unmoving surface, the rod fills the gaps to hold firm
against it.

The rod is unwieldy to hold once it’s longer than 10 feet,
forcing you to make a Strength (Athletics) check to maintain
your grip on it while it’s extended beyond that range. The
DC for this check is equal to 8 + 1 for every 5 feet beyond 10
that the rod is extended. For example, the DC is g while the
rod is 15 feet long, but 16 while a full 5o feet. If you lose your
grip and drop the rod or use it to make an attack while it’s
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extended more than 10 feet, it immediately retracts back to
its shortened length. You can speak the rod’s command word
again as an action to cause it to retract.

BATTLE TAX
Weapon (battleaxe), uncommon (requires attunement)

This golden battleaxe is the chosen weapon of many
merchants and followers of mercantile deities. You gain
a +1bonus to attack and damage rolls made with this
magic weapon.

When you roll a 20 on an attack roll with this weapon
against a Small or larger hostile creature, you magically earn
anumber of gold coins equal to the attack’s damage. When
you do, the axe glimmers like a sparkling coin, and you can
sense the weight and clink of coins magically falling into
your purse, pocket, or bag (your choice). If you have no room
for the coins or don’t want them to be immediately added to
your storage, the coins erupt from the wound you inflict on
the target instead. Once the axe generates coins in this way, it
can’t create any more for 12 hours.

BATTLEBREW MAUL
Weapon (maul), rare

The head of this maul is an alchemical keg that generates bat-
tlebrew liquor, a favorite among dwarves and half-orcs. The
keg holds up to 4 gallons of the liquor and creates 1 gallon
each day at dawn and again each time you roll for initiative
while holding it. A creature can use its action to remove
or reattach the handle of the maul to the keg, and another
action to pour out or stopper it.

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. While held in combat, the hammer heats
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the liquor inside it. When you roll a 20 on an attack roll made
with this weapon, the target takes an extra 2d6 acid damage
as the hammer buckles from the impact and releases a spray
of the volatile liquor.

For 1 minute after a target has been sprayed with acid in
this way, the next time that target takes fire damage, it takes
an extra 2d6 fire damage as the liquor ignites.

BATTLECHEF BUCKLER
Armor (shield), uncommon

This small shield is the repurposed pot lid of a famous adven-
turing chef. While wielding the shield, you have advantage
on saving throws to resist or avoid taking fire damage. In ad-
dition, if you place the shield face down over a pot or similar
vessel that’s holding no more than 2 gallons of a water-based
liquid inside, the vessel and its liquid comes to a rolling boil
after 10 minutes.

BATTLECHEF'S SPLENDID
SAUCEPAN
Wondrous item, very rare

This magic saucepan can be used to turn nearly anything
into a delicious and filling meal. You can boil 1 pound of any
one or combination of organic, nonmagical materials for 10
minutes or longer to magically transform them into a stew
that can nourish up to 4 creatures for 24 hours.
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The saucepan also functions as a mace, granting you a +1
bonus to attack and damage rolls made with it. The saucepan
deals an extra 1d4 thunder damage to any target it hits that’s
either wearing metal armor or made of metal or stone.

If you'’re not wearing heavy armor, you can use an action to
either wear or remove the saucepan as a helmet. While wear-
ing the saucepan in this way, you gain a +1 bonus to your AC.

BATTLEMENT Bow
Weapon (any bow), uncommon (requires attunement)

This magic bow is enchanted with passive abjuration pro-
tections. When you hit a creature with a ranged attack using
this bow, the bow creates a thin barrier of protective magic
that stays between you and that creature until the start of
your next turn. If you hit a different creature while protect-
ed by this barrier, the barrier moves to defend you against
the new target instead. While the barrier is protecting you
against a creature in this way, you’re considered to have half
cover against that creature’s ranged attacks and spell effects.

BELT OF THE RAID LEADER

Wondrous item, rare (requires attunement by a half-orc
or orc)

This thick leather belt is reinforced with large rivets and
secured with a heavy iron skull buckle. While wearing this
belt, you can use an action to let loose a powerful war cry
that inspires you and up to 5 friendly creatures within 6o feet
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of you of your choice that can hear you. An inspired creature
has advantage on attack rolls until the start of your next turn.
When you use this property of the belt, you can make one
weapon attack as a bonus action.

Once this property has been used, it can’t be used again
until the next dawn.

BIRD OF A FEATHER
Wondrous item, common (single use) or uncommon

This small stuffed roc toy is filled with enchanted down.
While holding onto the toy and concentrating, you magically
gain a flying speed of 20 feet for up to 1 minute. The stuffed
toy’s weak magic can carry up to 200 pounds.

If you take any damage while flying in this way, you lose
concentration on the toy and immediately start falling.

If the toy is of uncommon rarity, the toy cannot be used
again for 1d4 hours. It gives a happy little chirp when its
magic can be used again.

BLIZZARD SPHERE
Wondrous item, rare

This glass sphere contains a raging blizzard inside. It’s cold
to the touch and vibrates with the gusts of wind trapped
within. As an action, you can throw the orb at a point or
object you can see within 30 feet, shattering it on impact.
When the orb shatters, the blizzard erupts from the glass in
a20-foot-radius sphere of swirling ice and snow centered on
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the point of impact. When a creature enters the area for the
first time on a turn or starts its turn there, it must make a
DC 15 Constitution saving throw. On a failed save, a creature
takes 4d8 cold damage and its speed is halved until the start
of its next turn. On a successful save, a creature takes half as
much cold damage and its speed is unaffected.

The blizzard remains for 1d4 rounds or until targeted by
a dispel magic spell (DC 15 or cast at sth level or higher). Any
surface within the area is covered in a slick sheet of ice and
sleet, turning the ground within the sphere into difficult ter-
rain that remains for the effect’s duration. While the blizzard
persists, the area is heavily obscured.

BLooOD PACT PENDANTS
Wondrous item, very rare

These iron pendants come in pairs and are connected by a
powerful bond of self-sacrifice. In order to create this bond,
you and a friendly creature with whom you are close perform
a brief, 1-minute ritual to connect your destinies and forge a
blood pact. When you create this blood pact, you must each
agree on a number of hit points to permanently sacrifice and
reduce your total maximum hit points by (minimum 1). Once
a pact has been forged, trickles of the bound creatures’ blood
are absorbed into the normally clear gems adorning the
faces of these pendants. While the gem is filled in this way, it
seems to gently swirl and pulse in time with your heartbeat.
While the bound creatures are wearing their respective
pendants and are on the same plane of existence, they’re
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protected by this pact so long as one creature is still con-
scious. When a bound creature dies, it’s immediately revived
with 2d1e hit points plus twice the number of hit points it
had sacrificed. When a creature is revived in this way, the
other bound creature immediately falls to o hit points and is
knocked unconscious, ending the blood pact and restoring
both creatures’ hit point maximums to normal. This property
ignores any effect that would normally prevent a creature
from falling to o hit points. Once the pact is ended in this
way, the gems and pendants crack and are no longer magical.

BLOODMAGE DAGGER

Weapon (dagger), very rare (requires attunement by a
spellcaster)

This roughly hewn obsidian dagger is razor sharp and can
be used as a spellcasting focus. Its handle is covered in small
holes that drink in whatever blood runs down the blade.
There’s a small reservoir for blood at the dagger’s pommel
that seems to never completely fill. You gain a +1 bonus to
attack and damage rolls made with this magic weapon.

The dagger has 5 charges and regains 1d3 + 2 expended
charges daily at dusk. While holding the dagger, you can
expend 1 of its charges as an action to make a melee spell
attack using your spell attack bonus against a living creature
you can see within 5 feet of you. When you do, an illusory
crimson dagger sweeps out towards the creature. A creature
hit by this attack takes necrotic damage equal to 3d6 + your
spellcasting ability modifier, and you regain hit points equal
to the necrotic damage dealt. If the target is a construct,
plant, or undead creature, you don’t regain any hit points in
this way.

Alternatively, while holding the dagger, you can expend 1
or more of its charges when you cast a spell using a 1st, 2nd,
or 3rd-level spell slot. The spell must target either a single
creature or yourself. The spell slot you use to cast this spell
counts as one level higher for each charge you expend in this
way. You can’t increase a spell slot level beyond sth level in
this way. When you use this property of the dagger, you also
expend 1 Hit Die for each charge you expend in this way.

Roll a number of Hit Dice equal to the number of expended
charges and take necrotic damage equal to the total you roll.
This damage ignores resistance and immunity. If expending
charges in this way causes you to fall to o hit points, the spell
fails and you fall unconscious.

BLOODSCRYER OCULUS

Wondrous item, legendary (requires attunement by a
ranger)

These red goggles have a second set of lenses that magically
adjust their distance from your eyes to magnify and focus
on targets. While you’re attuned to these goggles, you are
unaffected by visual obscurity such as fog or smoke and can
see up to 60 feet in magical and nonmagical darkness. If you
already have darkvision, wearing the goggles increases its
range by 6o feet. Additionally, you gain advantage on Wis-
dom (Perception) checks that rely on sight.

These lenses are also imbued with several innate spells.
While wearing the goggles, you can cast the following spells
from them, using your spell save DC, but can only target



creatures whose blood you can see: hunter’s mark (3rd-level
version), locate creature, or scrying. Casting a spell in this way
does not require you to concentrate on the spell in order to
maintain it. Once the oculus casts a spell in this way, it can’t
be used to cast that spell again until the next dawn.

BoLT

Weapon (crossbow, heavy), very rare (requires
attunement)

This heavy crossbow is made of metal and fires small bolts

of electricity instead of normal ammunition. You gain a
+1bonus to attack and damage rolls made with this magic
weapon. When you pull the string back to load the crossbow,
the string crackles with energy and loads a small bolt of
lightning ammunition instead. Attacks made with this cross-
bow deal 1d12 lightning damage instead of 1d1e piercing. In
addition, whenever you make a ranged attack with this weap-
on against a metal target or a creature wearing metal armor,
you make the attack with advantage.

This crossbow acts as a small lightning rod. If another
creature within 10 feet of you takes lightning damage while
you’re holding the crossbow, you take 1d6 lightning damage
for every 10 lightning damage the other creature took.

BooTs OF DENDALLEN
Wondrous item, very rare (requires attunement)

These dark, fleshy boots grant marvelous powers and en-
hance your normal movement. While wearing these boots,
you gain a flying speed equal to your walking speed and can
hover. You can hover up to 20 feet off the ground in this way,
leaving behind a thin trail of shadow when you do. In addi-
tion, when you take the Dash action while wearing the boots,
you can move an extra 1o feet.

Boots oF
DenNoALLEN

The boots have 4 charges and regain 1d3 + 1 expended
charges daily at dusk. While wearing the boots, you can use
abonus action to expend 1 of their charges to cast either
the expeditious retreat or misty step spell from them. When
you cast misty step in this way, the normally silver mist that
surrounds you is dark and ominous.

Curse. When you pull these boots over your feet for the
first time, make a DC 16 Wisdom saving throw. On a success,
you are aware of the curse’s effects and can immediately
remove the boots before they extend it to you. On a fail-
ure, the boots’ muscly sinews dig into your legs and feet,
interlocking with your own flesh. You immediately take 4d8
necrotic damage as the tainted muscles and flesh latch onto
you, and you can’t remove the boots unless you're targeted
by the remove curse spell or similar magic. While you wear
the boots, your feet sometimes move in unexpected ways.
You make Dexterity (Acrobatics) checks and Dexterity saving
throws with disadvantage, and it costs you an extra 1o feet of
movement to stand up after you fall prone.

If you fail the saving throw to resist the curse and later
remove the boots, you take another 4d8 necrotic damage as
they painfully tear themselves from your body.

BooTs OF THE CLOUD JUMPER
Wondrous item, uncommon (requires attunement)

While wearing these boots, you can jump while in the air

as if you'd leapt from solid ground. You can’t jump farther
than your remaining movement would allow, and you treat
all jumps made in this way as they were standing jumps.
When you make a mid-air jump, faint clouds fly out from
under your feet. The boots allow you to jump in this way once
before they need to make contact with a solid surface again.
Jumping in this way while falling before landing on solid
ground prevents up to 20 feet of fall damage.

BooTts oF THE

CLouo JUMPER




BORBOSS Joyous WAND OF COLOR
Wand, common

This crystalline, prismatic wand can channel the illustrative
intent of its wielder. While holding the wand, you can mag-
ically create a stroke of color in the air, allowing you to draw
in midair or on any surface the wand touches. The effect is
illusory, visibly magical, radiates dim light out to 5 feet, and
dissipates after 1 hour.

If you attempt to draw on an object held or worn by a hos-
tile creature, that creature must succeed on a DC 10 Dexterity
saving throw in order to avoid it.

BOREAL PENDANT
Wondrous item, rare (requires attunement)

This enlarged, floating snowflake is magically held in place
and changes its shape as temperatures fluctuate. While at-
tuned to the pendant you have resistance to cold damage and
give off an aura of cheeriness. The snowflake has 8 charges
and regains 1d6+2 expended charges each day at dawn. While
wearing it, you can expend 1 or more of its charges to cast the
following spells using a spell save DC of 15: charm person (1
charge), color spray (1 charge), hypnotic pattern (3 charges), or
ice storm (4 charges).

If you expend the pendant’s last charge, roll a d2e. On a1,
the snowflake melts into a puddle of water. After 1 year, the
pendant reforms around the magical golden brackets that
hold it in place.
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BOTTLED ABYSS
Potion, very rare

This small vial has a single dose of a fuming, pitch-black
poison inside of it. When a creature eats or drinks the
poison, it takes 4d6 psychic damage and must make a DC
18 Constitution saving throw. On a failed save, the creature
becomes blind and unable to sleep. When an affected
creature attempts to rest, their dreams are plagued with
terrible nightmares, preventing them from benefiting from a
long rest. The creature can reattempt the saving throw once
every 24 hours.

The poison lasts until the affected creature succeeds on
a saving throw or is cured by the greater restoration, heal, or
wish spell.

BOUNTY HUNTER ENFORCER
Weapon (quarterstaff), uncommon

This spear has a hollow metal head filled with a spring-load-
ed net. Attacks made with this weapon deal bludgeoning
damage instead of piercing. When you hit a target with a
melee attack using the weapon, you can press a button on
the handle as a bonus action to deploy the spring-loaded
net. When you do, the target of the attack is restrained if it’s
Large or smaller. Once the net is deployed, you can retract
and reset it as an action. When you do, anything held by the
net is released. Attacks with the spear are made with disad-
vantage while the net is deployed. If something is retrained
by the net, you can’t use the spear to make weapon attacks.

You can use a bonus action to prime the net to trigger
upon impact, allowing it to deploy when the spear hits a tar-
get the next time it’s thrown or swung as part of an attack.

This net follows the net’s normal rules but cannot be
detached from the spear without destroying the net. You
can replace the net with a new one by spending 1 minute
reattaching it to the spear.
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Bow OF MIND THIEVERY
Weapon (shortbow), rare (requires attunement)

Arrows fired from this magic bow deal an extra 1d4 psychic
damage to any creature that they hit.

When you hit a humanoid with an arrow in this way, you
can force that creature to make a DC 15 Wisdom saving throw
after the attack. On a failed save, that creature falls under
the effects of the dominate person spell for up to 1 minute as
if cast by you. This effect does not require concentration.

In addition, you can use a bonus action to see through that
creature’s eyes and hear what it hears until the start of your
next turn, gaining the benefits of any special senses that the
creature has. During this time, you are deaf and blind with
regard to your own senses. Once this property of the bow has
been used, it can’t be used again until the next dawn.

BRAIDED QUARTERSTAFF
Weapon (quarterstaff), uncommon

This magical quarterstaff is made of a tightly knit length of
braided rope. As a bonus action, you can speak the weapon’s
command word to release its knotted form and loosen it
into a 50-foot length of hempen rope. Speaking the com-
mand word again causes the rope to tighten back up into
the quarterstaff. If a creature is restrained by the rope when
you speak its command word, the rope tightens around the
creature but does not crush it. Once tightened in this way,
the restrained creature or an adjacent ally can use an action
to escape following a successful DC 15 Strength or Dexterity
check (their choice).

Tying an object no larger than six inches on a side to
the end the rope does not prevent it from reforming into
the quarterstaff. The rope can only be broken by magical
means. If broken, the rope cannot be transformed back
into a quarterstaff.

BRAMBLEHEART QUIVER

Wondrous item, very rare (requires attunement by a
ranger)

This wooden quiver can carry your arrows as well as provide
some of its own. The quiver has 4 grown arrows and regrows
1d3 + 1 picked arrows daily at dawn. The grown arrows are
thorned and remain attached to the quiver until picked for
use (no action required). While you’re attuned to the quiver,
you gain a +2 bonus to attack and damage rolls made with
these magic arrows. A grown arrow is no longer magical after
1 minute has passed since it was first picked from the quiver.

When you fire and hit a target or point with one of these
magic arrows, you can use a bonus action on that same turn
to speak the quiver’s command word. When you do, that
arrow transforms into a thick field of thorns to recreate the
effects of the spike growth spell, centered on its location. This
effect does not require concentration and lasts until the
start of your next turn. If the arrow was lodged in a target
when you use this property, that target also takes 2d4
piercing damage.




CeLesTmiaL CiIRCLET

BREASTPLATE OF THE MORNING LIGHT

Armor (breastplate), rare (requires attunement by a cleric
or paladin)

You have a +1 bonus to your AC. You can use an action on
your turn to channel the armor’s magic to cause it emit
aflash of blinding, radiant light. When you do, all other
creatures within 30 feet of you are forced to make a DC 15
Constitution saving throw. On a failure, a creature is blinded
until the end of its next turn. Undead creatures have disad-
vantage on the saving throw and take 2d8 radiant damage
on a failure, or half as much on a success. Once this property
of the armor has been used, it can’t be used again until the
following dawn.

BROOCH OF MANY SIZES
Wondrous item, rare

This metal brooch features a rotatable dial and can be used to
secure a cape or adorn a piece of clothing. While wearing the
brooch, you can use an action to cast the enlarge/reduce spell,
targeting only yourself, by turning the dial toward either

the larger or smaller figure adorning the sides of the brooch.
Once this property of the brooch has been used, it can’t be
used again until the following dawn.

While under the effects of this spell, you can use a bonus
action to overload the brooch by forcibly twisting the dial
beyond its normal limits. When you do, your size changes by
an additional category: growing either a second size larger if
you had cast the enlarge spell or a second size smaller if you
had cast the reduce spell. Your size can’t be larger than Huge
or smaller than Tiny by overloading the brooch, and your

BREASTPLATE OF THE
MORNING LIGHT

BroocH oF MaNY Sizes

damage and weight are increased or decreased as if you were
affected by a second instance of the enlarge/reduce spell.

When you return to your original size after overloading
the brooch, you can’t move or take actions until after your
next turn. Once the brooch has been overloaded, it can’t be
used again until 7 days have passed.

BuGc SMASHERS
Wondrous item, uncommon

This grotesque pair of gloves are made using the barbed exo-
skeleton and harvested remains of a giant centipede. When
you roll a 20 on an unarmed attack roll using these knuck-
les, the target takes an extra 2d6 poison damage and must
succeed on a DC 13 Constitution saving throw or be poisoned
until the start of your next turn. Unarmed attacks with

these gloves deal either bludgeoning or piercing damage
(your choice).

CACTUS MACE
Weapon (mace), uncommon

This magical weapon’s head is an enchanted cactus that
rapidly regrows its missing needles. The first target hit by
this weapon on each of your turns takes an extra 1d4 piercing
damage from the attack.

CANDLE OF ANTI-LIGHT
WOTldTOuS item, uncommon

While burning, this dark candle sheds magical darkness
in a 10-foot radius. It can be lit for up to 1 hour before it’s



CERATOPPER

consumed and can be snuffed or relit like a normal candle
as a bonus action. Completely covering the candle with
something opaque contains the darkness. A creature with
darkvision can’t see through this darkness, and nonmagical
light can’t illuminate it.

CATNIP AMULET
Wondrous item, common

This gold and jade amulet seems to draw domestic cats to it.
While wearing the necklace, you have advantage on ability
checks made to find or call Tiny domestic cats (if there are
any) and on Wisdom (Animal Handling) checks you make to
interact with them.

CELESTIAL CIRCLET

Wondrous item, very rare (requires attunement by a cleric
of good alignment)

This golden circlet radiates holy energy. A thin halo hovers
above your head while you wear it, emitting bright light in a
20-foot radius and dim light for another 20 feet. Small motes
of holy light swirl around the apex of the circlet.

While you wear the circlet, you are always under the effects
of the protection from evil and good spell. This effect only
applies to one creature type: you can choose a new creature
type (other than celestials) to be protected against daily
at dawn.

The circlet has 7 charges. As an action while wearing
the circlet, you can expend 1 or more of its charges to cast
either cure wounds (1 charge per spell level, up to 4th) or spirit
guardians (3 charges) from it, using your spell save DC and

CATNIP AMULET

Cactus Mace

CANDLE OF ANTI-LIGHT

spellcasting ability modifier. Immediately before or after
you cast a spell from the circlet in this way, you can use your
bonus action to fly up to 10 feet without provoking opportu-
nity attacks. When you do, you are carried away on a pair of
angelic wings.

The circlet regains 1d4 + 3 expended charges daily at dawn.
If you expend the last charge, roll a d2e. On a 1, the halo van-
ishes and the circlet becomes mundane and nonmagical.

CERATOPPER
Wondrous item, very rare (requires attunement)

This adamantine helm is fashioned in the likeness of a tric-
eratops and decorated with painted designs. You have a +1
bonus to AC while you wear this helmet. If you move at least
20 feet toward a target and then attack it with a melee weap-
on attack on the same turn, you can choose to make a special
attack using the helmet instead of the weapon. On a hit, the
target takes piercing damage equal to 3d4 + your Strength
modifier. You're proficient with this attack and use your
Strength modifier for its attack rolls. If you hit and the target
is no more than one size larger than you, it must also succeed
on a DC 13 Strength saving throw or be knocked prone.

In addition, while wearing the helmet, you can use an
action to cast the polymorph spell from it, transforming
yourself into a triceratops. Once this property has been used,
it can’t be used again until 2 days have passed.




CHARLATAN’S WARDROBE
Wondrous item, uncommon

This set of plain clothes is exceptionally comfortable and
easy to wear. They are always clean and smell freshly washed
and lightly perfumed. You can change the appearance of

the outfit as an action by twirling in place and speaking the
clothes’ command word. The outfit’s appearance is illusory.
Physical interaction with the clothes reveals their appear-

CHILLSPIKE

CHROMACLOTH

ance to be an illusion, because things can pass through it. A
creature that uses its action to examine the clothes can deter-
mine that it is an illusion with a successful DC 13 Intelligence
(Investigation) check. Regardless of their appearance, the
clothes offer no additional protection from the elements, and
can only appear to be clothes.

CHILLSPIKE
Weapon (pike), legendary (requires attunement)

This cold steel weapon from the Everglacier is topped with a
menacing ice spike that never melts. You gain a +1 bonus to
attack and damage rolls made with this magic weapon. The
pike deals an extra 1d1o cold damage to any target it hits. In
addition, attacks with this weapon and its properties ignore
resistance to cold damage.

When you reduce a Large or smaller creature to o hit
points using this weapon, you can choose to encase that
creature in ice. An encased creature is prevented from falling
prone and is held in place by a shell of ice for 1 minute. If
the creature is unconscious, it does not make death saving
throws while it’s encased in the ice. The ice has AC 12, 20 hit
points, immunity to poison and psychic damage, and vulner-
ability to fire damage. If the encased creature is healed or the
ice is destroyed, the ice crumbles and releases the creature.

Everglacier’s Fury. As an action, you can plunge the pike
into the ground at your feet. When you do, the blade of the
pike magically vanishes into the earth and summons up
to three icy spikes from the ground nearby. Choose up to 3
different targets on the ground you can see within 20 feet
of you. An affected target must succeed on a DC 16 Dexter-
ity saving throw or take 2d8 cold damage as a frozen spike
erupts from the ground beneath it. The spikes immediately
recede into the ground after the effect, and the icy blade of
the pike reappears.

CHROMACLOTH
Weapon (sling), uncommon

This silken cloth is enchanted using a unique blend of abju-
ration and evocation magic, allowing it to be used for a num-
ber of purposes. At any one time it can be one of four colors:
red, yellow, green, or blue. You can change the chromacloth’s
color to another one as an action.

You can wear the chromacloth as a headband or wrap
to gain resistance to the damage type associated with the
cloth’s color. Once the cloth reduces damage taken in this
way, it can’t do so again until the following dawn.

Alternatively, the cloth can be fashioned to be an effective
sling. Ammunition fired from the sling deals damage of a
type matching the cloth’s color instead of bludgeoning.

Refer to the table below for a reference of the chroma-
cloth’s associated colors and damage types:

Color Damage type
Red Fire

Yellow Lightning
Green Poison

Blue Cold

CHARLATAN'S WARDROBE
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CIRCLET OF THE
HuNTsMAN's THIRD EYE

CINNABAR RAPIER

CINNABAR RAPIER
Weapon (rapier), rare

This magic rapier’s blade is alchemically coated in a thin
but toxic layer of cinnabar. The weapon has 10 charges and
regains 1d8+2 expended charges each day at dawn. When you
hit a creature with this weapon, you can expend 1 or more of
its charges. The blade’s poison leeches into the blood of the
creature you struck to deal an extra 1d4 poison damage for
each charge expended in this way.

CIRCLET OF THE HUNTSMAN''S
THIRD EYE
Wondrous item, very rare (requires attunement)

This barbed metal circlet features a grotesque yet ornate-
ly preserved eye hanging from its center. The eye rests on
the forehead of the creature wearing it. While wearing the
circlet, its latent cunning guides your hand, giving you ad-
vantage on Wisdom (Survival) checks.

The circlet has 5 charges and regains all expended charges
daily at dusk. While wearing the circlet, you can use a bonus
action to expend 1 of its charges to cast the hunter’s mark spell
from it. You have advantage on Constitution saving throws
made to maintain concentration on this spell. In addition,
you can expend a 2nd charge when casting hunter’s mark in
this way, or 1 charge as a bonus action on another turn, to
gain truesight out to a range of 120 feet for 1 minute.

Curse. Attuning to the circlet curses you until you are
targeted by the remove curse spell or similar magic. Removing
the circlet fails to end the curse. While cursed, whenever you
roll a1 on an attack roll or ability check, you take 1d6 psychic
damage as the eye’s intense frustration and scorn pierce
your psyche.

CLOAK OF THE
BouNDLESS SPIRIT

CLOAK OF THE BOUNDLESS SPIRIT
Wondrous item, rare (requires attunement)

This swirling, translucent cloak bolsters the fighting spirits
of friendly nearby creatures. The cloak has 3 charges and
regains all expended charges each day at dawn. When an

ally you can see within 15 feet of you takes damage, you can
use your reaction to expend 1 charge and reduce that damage
by 2de.

In addition, friendly creatures within 15 feet of you regain
consciousness on a roll of 19 or 20 on death saving throws.
When a creature within range regains consciousness in this
way, you can use a reaction to expend 1 charge to grant them
2d6 temporary hit points. Once a creature regains conscious-
ness by rolling a 19 on a death saving throw in this way, it
can’t do so again until it finishes a long rest.

CLOCKWORK FAEFLY
Wondrous item, uncommon

This brass clockwork mechanism is 2 inches long and whirs
with the hum of tiny gears inside. You can tap the head of the
faefly twice as a bonus action. When you do, the mechanism
begins to flutter 5 feet in the air. The faefly has AC 10 and 10
hit points and flies in this way until a creature grasps it or
it falls to o hit points. If you move more than 6o feet from
the hovering faefly, it follows you until it is within 6o feet
of you. It takes the shortest route to do so. If prevented from
moving, the faefly sinks gently to the ground and becomes
inactive, and its light fades out. While it’s flying, you can
use a bonus action to speak its command word to cause it to
move up to 20 feet.

If you are within 60 feet of the faefly, you can speak anoth-
er command word as an action to cause it to emit the light



spell or cast faerie fire (save DC 13), affecting a 20-foot cube
originating from itself. Faerie fire does not require concentra-
tion when cast in this way, but ends early if the faefly falls to
o hit points. Once the faefly casts the faerie fire spell, it can’t
cast it again until the next dawn.

The faefly is considered a magical object and is not a
creature. If the mending spell is cast on it while it has at least
1 hit point, it regains 2d6 hit points. If the faefly falls to o
hit points, it can’t be used again until 2 days have passed, at
which point it regains all its hit points.

CLOCKWORK HEALERBEE
Wondrous item, rare (requires attunement)

This pill-shaped magical mechanism is 2 inches long and
made of brass and glass. It has a pair of tiny wings that
silently keep it aloft. It hovers up to 5 feet above the ground
and does its best to stay at your side within your space. The
bee can enter and pass through another creature’s space and
does not provoke opportunity attacks.

The bee has 8 charges and regains 1d6 + 2 expended charges
daily at dawn. While the bee is within your space, you can
speak its command word as a bonus action and expend up
to 3 of its charges to command the bee to heal a creature
that you can see within 20 feet of you. The bee flies to the
creature’s space and touches its stinger to the creature, caus-
ing the creature to regain 1d6 hit points for each expended
charge and emitting a bright light that fills the space. After
healing the creature, the bee returns to your space.

The bee is considered a magical object and is not a crea-
ture. It has AC 15, 10 hit points, and has resistance to all dam-
age. If the mending spell is cast on the bee while it has at least
1 hit point, it regains 2d6 hit points. If the bee drops to @ hit
points, it can’t be used again for 24 hours, at which point it
regains all its hit points.

CLOCKWORK HEALERBEE
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CLOCKWORK INKBEETLE
Wondrous item, uncommon

This minuscule, mechanical beetle is 1 inch long and quietly
whirs with a mix of magical and mechanical forces. Placing
the beetle on a piece of parchment you hold or carry causes
it to spring to life and begin tracking your travels. As you
move, so does the beetle: leaving behind a small line of ink.
The ink immediately dries and doesn’t dissolve in water.

In addition, the beetle’s small frame allows it to move even
while enclosed in a book or similar enclosure without losing
its sense of movement or direction.

The beetle mirrors your movement to create a to-scale
map of your journey, drawing 1 inch of ink in your choice
of the following scales: 20 feet[inch, 200 feet[inch, 2 miles|
inch, or 20 miles[inch. You can rotate the dial on the beetle’s
underside to change the scale as an action. The beetle is
immune to magical effects that would otherwise alter its
sense of direction.

The beetle always knows which direction is north. When
placed on a piece of parchment for the first time, it crouches
down to stamp a small compass rose on the sheet before
it begins to move. If the beetle runs out of space on the
parchment to travel, it stops moving in that direction and
emits a clicking sound that can be heard by creatures within
5 feet of it.

Attaching one band of the found and lost to the beetle while
you wear the other allows the beetle to move and trace your
movements in this way from afar so long as you are both on
the same plane of existence.

CLOCKWORK INKBEETLE
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CoiL CROOK
Staff, uncommon

This smooth red staff is actually made from a rigid length
of rope. You can speak the staff’s command word as a bonus
action to cause it to magically loosen and turn into a 10-foot
length of decorative silken rope. You can speak the staff’s
command word again as a bonus action to cause the rope to
untangle itself and become the solid staff form once more. It
can be used as a spellcasting focus in either of these forms.
While holding the staff, you can use an action to cast the
rope trick spell from it, using it as the rope required for the
spell. Once this property has been used, it can’t be used again
until the next dawn.

COLDSNAP
Weapon (whip), rare (requires attunement)

This icy whip deals an extra 1d4 cold damage to any target it
hits. In addition, you have a +1 bonus to attack and damage
rolls made with this magic weapon.

The whip has 3 charges and regains all of them each day
at dawn. When you hit a creature that is not immune to cold
damage with this weapon, you can expend 1 of its charges to
force the creature to make a DC 15 Constitution saving throw.
On a failure, its speed becomes o until the start of your next
turn. On a success, its speed is halved instead.

Once you attune to this weapon, its normally frigid handle
feels warm to the touch.

COMPANION’S BAND
Wondrous item, common (requires attunement)

This woven band can be worn as a necklace or bracelet by
resizing its strap. While wearing the band, you can use an
action to summon a spectral companion that appears in

a space within 5 feet of you. The companion can be a dog,
cat, bird, or similar Small or smaller beast. The form is
translucent and immaterial, but feels warm to the touch. It
emits dim light in a 5-foot radius. The companion remains
until dismissed (no action required) or until you remove the
band. It is not considered to be a creature, does not occupy
space, and does not require food, water, or air to exist. It is
friendly toward you and other creatures you choose. It stays
within 30 feet of you at all times and moves through objects
as necessary in order to do so. If it’s unable to reach you, it
disappears until summoned again. The companion wears

a spectral copy of the band on its neck or limb when you
summon it (your choice).

The companion understands the emotion and intent of
your commands, but cannot speak or understand language.
Attempting to target the companion with a detect thoughts
spell only reveals an overwhelming sense of love and
affection for you.

Once the same spectral companion has remained or has
been summoned at least once a day for 7 consecutive days,
the band and companion become permanently linked to
you. When this happens, the band no longer requires you
be attuned to it in order to use it, and no other creature can
attune to it. Once the band is linked to you in this way, you
can summon your linked companion using a bonus action



instead of an action. In addition, once the band is linked to
you, the companion becomes partially physical, allowing you
and creatures you choose to be able to gently pet and hold its
otherwise spectral form.

If you die, the band can be attuned to by a different crea-
ture. The linked companion follows you to whatever afterlife
awaits you or reappears if you’re resurrected and summon it
once again.

CONTAINER OF HEAT AND FrROST
Wondrous item, common

This heavy iron container is adorned with 3 arcane symbols
along the edge of its removable lid. The container can hold
up to 1 gallon of liquid. As an action, you can press 1 of the
container’s arcane glyphs to heat the liquid inside to a boil
(212 degrees Fahrenheit), chill it (33 degrees Fahrenheit), or
maintain its current temperature (keeping it between 33 and
212 degrees Fahrenheit). Once pressed, the selected glyph
glows either red, blue, or yellow, respectively.

It takes 1 minute to boil or chill a liquid. Pressing the glyph
again as an action ends the heating or cooling process early.
After boiling or chilling the liquid, the container maintains
its hot or cool temperature, respectively.

CORALSHIELD GOLEM
Armor (shield), uncommon (requires attunement)

This crablike golem is made of a light but resilient magical
coral. While wearing it on your back, you can use a bonus
action to command it to move along your arm and don itself.
You can command the golem to return to your back using
another bonus action.

If you don’t have a free hand or refuse to drop what you’re
holding when the golem attempts to don itself, it returns and
reattaches to your back.

CORALSHIELD GOLEM

CoNTAINER OF HeAT aND FroST

PART I MAGIC ITEMS
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CouatL HerALD's
RApIANCE

COUATL HERALD’S FANG

Weapon (any sword or dagger), rare (requires attunement
by a creature of good alignment)

This vibrant claymore carries with it some of the properties
of the couatl who either forged it or the couatl whose scales
it was crafted from. You gain a +1 bonus to attack and damage
rolls made with this magic weapon. In addition, when
youroll a 20 on an attack roll made with this weapon, the
target takes an extra 2d6 poison damage and must make a
DC 15 Constitution saving throw. On a failure, the target is
incapacitated and has a speed of o until it takes any damage
or someone else uses an action to shake the target out of

its stupor.

Flight of the Couatls. While you’re attuned to 3 items
with this property, you gain a flying speed of 30 feet. If you
already have a flying speed, your flying speed increases by 30
feet instead.

COUATL HERALD’S GUARD

Armor (shield), uncommon (requires attunement by a
creature of good alignment)

This magic shield is made from yew and covered in durable
couatl feathers. When a creature you can see within 1o feet
of you takes damage, you can use your reaction to magically
take that damage instead of the creature taking it. When you
do so, the damage type changes to force. Once this property
has been used, it can’t be used again until you finish a short
or long rest.

Flight of the Couatls. While you’re attuned to 3 items
with this property, you gain a flying speed of 30 feet. If you
already have a flying speed, your flying speed increases by 30
feet instead.

CouatL HeraLD's
FaNnG

CouatL HerALD's
ReacH

COUATL HERALD'S LASH

Weapon (whip), rare (requires attunement by a creature of
good alignment)

This slender whip’s grip is feathered and comfortable to
wield. Its weight has been magically reduced and it gently
sways on its own. This weapon has the light property. You
gain a +1 bonus to attack and damage rolls made with this
magic weapon.

Once on each of your turns when you take the Attack ac-
tion and use this whip to make an attack against a Medium or
smaller creature, you can choose to forgo the attack and force
the target to make a DC 15 Dexterity saving throw instead.
On a failure, the target is grappled by the whip and takes 1d4
bludgeoning damage as it’s constricted. If you replace an-
other attack with the whip in this way against a target who’s
already grappled by it, that target becomes restrained by the
whip instead upon failing the saving throw.

A target grappled or restrained by the whip can use an
action to make a DC 15 Strength or Dexterity check (target’s
choice). On a success, it is no longer grappled or restrained
by the whip.

Until this grapple or restraint ends, you can’t use the
whip against a different target. Moving more than 1o feet
away from the target or dropping the whip ends the grapple
or restraint.

Flight of the Couatls. While you’re attuned to 3 items
with this property, you gain a flying speed of 30 feet. If you
already have a flying speed, your flying speed increases by 30
feet instead.

COUATL HERALD’S MANTLE

Wondrous item, uncommon (requires attunement by a
creature of good alignment)

This magic cloak is given to those deemed kind-hearted and
responsible by a celestial. While wearing the mantle, you



CouatL HerALD's
MANTLE

have advantage on saving throws to resist becoming poi-
soned or diseased. In addition, you are immune to any effect
that would sense your emotions.

Flight of the Couatls. While you’re attuned to 3 items
with this property, you gain a flying speed of 30 feet. If you
already have a flying speed, your flying speed increases by 30
feet instead.

COUATL HERALD’S RADIANCE

Staff, rare (requires attunement by a creature of good
alignment)

This magic wooden staff was enchanted by a powerful couatl.
The staff has 5 charges. While holding the staff, you can ex-
pend 1 of its charges to cast one of the following spells, using
your spellcasting ability modifier and spell save DC: create
food and water, cure wounds (2nd-level version), lesser resto-
ration, protection from poison, sanctuary, or shield.

The staff regains 1d3 + 2 expended charges daily at dawn. If
you expend the last charge, roll a d2e. On a 1, the staff vanish-
es in a flash of light, lost forever.

Flight of the Couatls. While you're attuned to 3 items
with this property, you gain a flying speed of 30 feet. If you
already have a flying speed, your flying speed increases by 30
feet instead.

COUATL HERALD’S REACH

Weapon (any bow), rare (requires attunement by a crea-
ture of good alignment)

This wooden bow is carved to resemble a mighty couatl. You
gain a +1 bonus to attack and damage rolls made with this
magic weapon. The bow has 4 charges and regains 1d3 + 1
expended charges daily at dawn. When you make a ranged
attack against a Large or smaller creature with the bow, you
can choose a limb to target and expend 1 of the bow’s charges
as part of the attack. If the attack hits, the weapon’s damage

CouatL HerALD's
ScaLEs

CouatL HerALD's
LasH

becomes radiant, and the creature is forced to make a DC 15
Dexterity saving throw. On a failed save, that creature’s tar-
geted limb is pinned by radiant tethers of magic: holding it
to its body or an adjacent surface (if any) for up to 1 minute.

Depending on the pinned limb, the creature may fall over
prone, be unable to move, or make weapon attacks with
disadvantage while the limb remains pinned in this way. A
creature can use its action to make a DC 15 Strength check,
freeing itself or another creature within its reach on a suc-
cess from the pinning tethers.

Flight of the Couatls. While you’re attuned to 3 items
with this property, you gain a flying speed of 30 feet. If you
already have a flying speed, your flying speed increases by 30
feet instead.

COUATL HERALD’S SCALES

Armor (scale mail), rare (requires attunement by a creature
of good alignment)

This enchanted armor is made from couatl scales that were
collected by a generous celestial. You gain a +1 bonus to AC
while you wear this armor. This armor does not impose dis-
advantage on Dexterity (Stealth) checks.

Tooth and Scale. When you take damage from a creature
within 10 feet of you, you can use your reaction to channel
the good spirit within the armor and cause a bright, spec-
tral couatl to appear above you. The spectral form strikes at
the creature who damaged you, forcing it to make a DC 15
Dexterity saving throw. On a failure, the creature takes 4die
radiant damage, or half as much damage on a success. Once
this property has been used, it can’t be used again until the
next dawn.

Flight of the Couatls. While you're attuned to 3 items
with this property, you gain a flying speed of 30 feet. If you
already have a flying speed, your flying speed increases by 30
feet instead.
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CRATERING QUARTERSTAFF
Weapon (quarterstaff), very rare (requires attunement)

This thick, stony quarterstaff requires a Strength score of 17
or higher in order to wield. Despite glowing with embers, it
feels comfortably warm to the touch. You gain a +1 bonus to
attack and damage rolls made with this magic weapon.

This quarterstaff has 5 charges and regains 1d4 + 1 expend-
ed charges daily at dawn. Once on each of your turns imme-
diately after you make an attack with the quarterstaff, you
can expend 1 of its charges (no action required) to slam the
weapon into the ground and create a 10-foot cone of intense
tremors and flame in the direction of the original attack’s
target. Any creature caught in the cone must make a DC 16
Dexterity saving throw. The original attack’s target has dis-
advantage on the saving throw. On a failed save, a creature
takes 1d8 bludgeoning damage and 1d8 fire damage, or half as
much damage on a successful one.

CROSIER OF DIVINE POWER
Staff, very rare (requires attunement by a cleric or paladin)

This staff can be wielded as a magic quarterstaff that grants a
+3 bonus to attack and damage rolls made with it.

This staff is enchanted with powerful holy magic that man-
ifests as radiant motes of power during times of need. At the
start of each of your turns in combat, roll a d6. On a 6, a mote
of power appears above the head of the staff. When you hita
target with the staff or heal a creature with a spell or magical
effect while holding it, you can expend 1 of these motes to
add 2d6 to the total damage dealt or hit points healed. The
extra damage is radiant.

Each mote lasts for 1 minute or until it’s expended. When
you roll initiative against a hostile creature, the staff creates
2 motes.

CROWN OF DEEP WINTER
Wondrous item, very rare (requires attunement)

This icy crown is made using ice from the Everglacier. While
wearing the crown, you have resistance to cold damage. In
addition, you can use an action to cast the fire shield spell
from it, making only a chill shield when you do. Once the
crown has cast this spell, it can’t cast it again until the

next dawn.

Frozen Burst. While wearing this crown, you can use your
reaction when a creature within 5 feet of you that you can
see hits you with an attack to cause the area around you to
explode in a burst of razor-sharp icicles. When you do, all
creatures within s feet of you must make a DC 16 Dexterity
saving throw. On a failure, a creature takes 2d8 cold damage,
or half as much on a success. This property of the crown can’t
be used again until you finish a short or long rest.

CRYPT KEEPER GLAIVE
Weapon (glaive), legendary (requires attunement)

You gain a +3 bonus to attack and damage rolls made with
this magic weapon.

When you use the glaive to reduce a Small or larger crea-
ture that is hostile toward you to o hit points, roll a die. You
gain temporary hit points equal to the number you roll.



DaArk FATHOM ARMOR

In addition, the glaive’s blade begins to glow with a sickly
green haze whenever you gain temporary hit points in this
way. While glowing, the first successful melee attack you
make with the glaive deals extra necrotic damage equal to the
number of temporary hit points you gained. Once you deal
this bonus damage, the haze fades.

The haze and any remaining temporary hit points are lost
after 1 minute.

Undead creatures killed by this weapon cannot be raised
from the dead again.

6 feet under. The first time on your turn that you land a
successful melee attack with this weapon against a creature
that is prone, the weapon’s damage die is maximized.

DAGGER OF THE OGRE MAGE
Weapon (shortsword), uncommon (requires attunement)

This blade was once used as a dagger by an ogre, but is never-
theless large enough to be a shortsword. You gain a +1 bonus
to attack and damage rolls made with this magic weapon.

This blade’s hilt is hollow and can hold up to 3 cantrip
spell scrolls. Cantrip scrolls left within the compartment for
1 minute activate one of the three clear gems adorning its
grip. Once activated, you can cast these cantrips at will using
your spellcasting modifier. If you don’t have a spellcasting
modifier, use your Intelligence modifier instead. You have
proficiency with these cantrips. Cantrips cast from the blade
use the weapon as an arcane focus and allow you to perform
any somatic components with the weapon instead of requir-
ing a free hand. Scrolls contained within the sword are not
destroyed after using them in this way.

Deao RINGER

Cantrips from Magic Items

Remember, spells cast from magic
items are always cast at their lowest
possible level unless otherwise
specified. That includes cantrips!
Regardless of your character level,
cantrips cast from magic items are
always cast as if you’re 1st level.

DAGGER OF THE
OGRE MAGE

When you cast a cantrip using the sword that deals dam-
age, the sword’s damage type changes to match the cantrip’s
for 1 minute or until you end it early (no action required).

DARK FATHOM ARMOR
Armor (studded leather), very rare (requires attunement)

This dark, sea-soaked suit of armor smells of brine and is
covered in eldritch runes. You have a +1 bonus to AC and can
breathe normally underwater while wearing this armor.

In addition, while wearing this armor, you can use an ac-
tion to cast the black tentacles spell (save DC 15) from it. When
cast in this way, the spell targets a 15-foot square centered
on your location that does not follow you when you move. In
addition, you do not need to concentrate on the spell and are
immune to its effects when cast in this way. Once this prop-
erty has been used, it can’t be used again until the next dusk.

DEAD RINGER
Wondrous item, rare

This bronze mask lets out a deep, sonorous ring when struck.
When you're reduced to o hit points or fail a death saving
throw while wearing the mask, the 3 enemy creatures nearest
to you within 30 feet must succeed on a DC 15 Wisdom
saving throw or take 2d12 necrotic damage. This property has
no effect on creatures who aren’t missing any hit points or
are deafened. If you're healed or stabilized after falling to o
hit points, the mask can’t be used again in this way until the
following dusk.




DEATH KNELL DeaTH KNELL
Weapon (halberd), rare (requires attunement)

This dark metal weapon is grimly ornate. You gain a +2 bonus DiscorDANT
to attack and damage rolls made with this magic weapon. THUNDERSTAVE
Once per turn when you reduce a Small or larger creature to
o hit points with this weapon, a foreboding, gong-like sound
emanates from the blade. When this happens, any hostile
creature within 15 feet of the target that’s missing any of its
hit points must make a DC 15 Wisdom saving throw. On a
failed save, a creature takes 1d8 psychic damage, or half as
much damage on a successful one.

D DEVIL'S DETAIL EYEPATCH
WOTldTOMS item, uncommon

This well-worn leather eyepatch is enchanted with the illu-
sion of an embroidered eye on the front. While wearing this
eyepatch over an eye, whether you’re missing one or not, you
can magically see from the patch as if it were a working eye.
The embroidered eye adorning the front of the patch swivels
and moves as you look around while wearing it.

In addition, while wearing the eyepatch over an eye, you
can speak its command word as a bonus action to gain
darkvision out to a range of 60 feet for 1 hour. If you already
have darkvision, this effect increases its range by 6o feet.
While this property is in effect, you can see through magical
darkness as if it were nonmagical darkness. Once this
property of the eyepatch has been used, it can’t be used again
until the next dawn.

DIRESTONE DWARVEN PICK
Weapon (war pick), rare (requires attunement by a dwarf)

This old, weathered war pick is able to effortlessly break and
mold stone. You gain a +2 bonus to attack and damage rolls
made with this magic weapon. Creatures and objects made of
stone that are hit by the war pick take an extra 1d8 pierc-

ing damage from the attack. In addition, the weapon has 3
charges and regains 1d3 expended charges daily at dawn. As
an action, you can expend 1 of its charges to cast the meld into
stone or stone shape spell using the weapon.

DISCORDANT THUNDERSTAVE
Weapon (quarterstaff), uncommon (requires attunement)

This thin, hollow quarterstaff has the finesse property and
reverberates when it strikes a target. You gain a +1 bonus to
attack and damage rolls made with this magic weapon. When DoooLe
you hit a target with this weapon and roll the maximum
amount of bludgeoning damage on the weapon’s damage
die, the hollow staff shudders and emits a deep, thunderous
sound. When that happens, roll the weapon’s damage die
again and add it to the total damage of the attack. This extra
damage is thunder damage.

DoODLE RING
Ring, common

This magic wooden ring is always covered in splotches of
charcoal, ink, or paint, regardless of how well or often it’s
cleaned. While wearing the ring on a finger, you can touch
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that finger to a solid surface and begin to draw. The draw-
ing uses your finger to make marks as if it were a piece of
charcoal, ink quill, or paintbrush (your choice). The marks
you make can be in any color. Any drawing made by the ring
can be easily smudged or washed away without leaving any
marks behind. The ring can have up to a total of 5 square feet
covered with drawings in this way at any time. Drawing more
than that begins to erase the previous marks, and any mark
left after 24 hours of being made is magically erased.

DoomsDAY COOKIE
Wondrous item, uncommon

This black sugarpaste cookie is made using a grim recipe D
passed down through generations of clerics devoted to

gods of death. Inside this hollow cookie is a blank strip of

enchanted paper whose writing only appears when you

break open the cookie. The paper’s writing vaguely predicts

the manner in which you’ll die. When you open this cookie,

roll a d2o and use the table below to determine the paper’s

prediction.

Once a creature’s fortune has been predicted in this way,
all future doomsday cookie papers will predict the same
outcome for them. If a creature dies in a way foretold by the
cookie (at your GM’s discretion) the cookie’s paper trans-
forms into a scroll of revivify. This scroll can only be used on
the creature whose passing it foretold. If the scroll is unused
within 1 minute, it crumbles into flour.

Regardless of its grim foretellings, the cookie itself is a
delicious snack that is sweet, salty, and smoky.

d20 Prediction
1 “Your fiery passions burn too hot.”

2 “The light of the full moon casts the deepest shad-
ows.”

3  “Vainglorious you stumble, entranced by your own
reflection.”

4  “Great heights bring all who reach them low.”

5  “Betrayal strikes deeper than any blade.”

6  “Hasty hands make for quick lives.”

7  “Look behind you.”

8  “Getting ahead of yourself may separate you both.”
9  “What a fine meal.”

10 “Nature knows no morality.”

11 “The crushing weight of the world is too much.”

12 “Your demise is met with revelry, gnashing jaws,
and gluttony.”

13 “Beware the viridian, in color and emotion.”

14  “Mortality is shed as quickly as skin or clothing.”
15 “Hold on to each breath, savor it as your last.”
16  “70 percent of accidents happen in the home.”
17  “Stars die as new ones rise.”

18 “Cold. So cold.”

19  “The stench of failure burns your nostrils.”

20 “Rocks fall. You die.”






DRAGON EDGE WEAPONS
Weapon (any slashing or piercing simple weapon), uncom-
mon, rare (+1), or very rare (+2)

This weapon is made from the harvested remains of a
fallen dragon. With a properly reclaimed claw or tooth, the
resource can be forged into a simple piercing or slashing
weapon whose latent draconic powers can appear in battle.

The first time you hit a creature on your turn with this
weapon with an attack that you had advantage on, its dra-
conic magic comes forth to deal an extra 1d6 damage of the
original dragon’s elemental type.

Weapons made from the claws or teeth of dragons change
in rarity and power depending on the original dragon’s age.
Young dragons’ bones aren’t as powerful as older ones, and
create uncommon weapons. Adult dragons can produce rare
weapons with a +1 bonus to attack and damage rolls made
with them, and ancient dragons can create very rare weapons
that have a +2 bonus instead.

DRAGON TAMER LANCE
Weapon (lance), legendary (requires attunement)

This slender, iridescent lance is covered in an enchanted
finish that resembles the hardened scales of many dragons.
You gain a +1 bonus to attack and damage rolls made with
this magic weapon. While attuned to the weapon, you can
understand and speak Draconic.

This lance has 8 charges and regains 1d4 + 4 expended
charges each day at dawn. When you hit a target with the
lance, you can expend 1 of its charges to deal an extra 3d6
acid, cold, fire, lightning, or poison damage (your choice) to
the target. If you expend a charge in this way when you hit
adragon, it must also succeed on a DC 17 Wisdom saving
throw or become frightened of you until the beginning of
your next turn. For the purpose of this weapon, “dragon”
refers to any creature with the dragon type, including dragon
turtles and wyverns.

Whenever you expend a charge in this way to deal extra
damage, you can choose to expend a 2nd charge and deal an
additional 1d6 damage of the same type to the target and pre-
vent it from using its reaction until the start of its next turn.

Wyrmling Steed. In addition, while holding the lance,
you can use an action to cast the find steed spell from it. Once
this property has been used, it can’t be used again until
the next dawn. When you use the lance to cast this spell,
you can choose to summon a dragon wyrmling instead of a
normal mount by expending a number of charges equal to
its challenge rating (maximum 2). You determine the kind
of dragon summoned, although its alignment towards good
or evil must be the same as your own. If your alignment is
neutral, you can summon a wyrmling of either alignment.
The wyrmling counts as one size larger when used as a mount
and cannot use its breath weapons.

Forceful Impact. If you move at least 20 feet straight
toward a Medium or smaller target and then make a melee at-
tack with the lance against it while within 5 feet of the target,
you make the attack with advantage instead of disadvantage.
If you hit, you can immediately roll to attack another target
5 feet directly behind the first, without advantage, as part of
the initial attack.

DrAGON EDGE WEAPONS
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DRAGON TURTLE SHIELD
Armor (shield), rare

This shield is made from a piece of reclaimed dragon turtle
shell. The brass dragon turtle head sculpture adorning its
front magically creates and heats a small reservoir of water
that replenishes daily at dawn. When you take fire damage
while holding this shield, you can use a reaction to speak the
shield’s command word. When you do, the water inside it is
superheated, reducing the fire damage you take by half. The
superheated water is released as a dense cloud of steam that’s
centered on your space, heavily obscuring the area in a 45-
foot sphere that spreads around corners. The cloud does not
move with you and lasts for 1 minute or until a wind of mod-
erate or greater speed (at least 10 miles per hour) disperses it.
Once this property has been used, the shield’s reservoir
is empty and can’t be used again in this way until the next
dawn when it replenishes or until it’s submerged in nonmag-
ical salt water for 1 hour.

DRAGON-KINDLED EDGE
Weapon (longsword), legendary (requires attunement)

This magnificent blade is crafted from the remains of an
ancient dragon. You gain a +3 bonus to attack and damage
rolls made with this magic weapon. When you hit a dragon
with this weapon, the dragon takes an extra 2d6 damage of
the weapon’s type. For the purpose of this weapon, “dragon”
refers to any creature with the dragon type, including dragon
turtles and wyverns. In addition, while you’re attuned to this
weapon, you can read and understand draconic.

DrAGON TURTLE
SHIELD

DraGoN-KiNoLED EDGE

Kindled Cleave. When you're affected by a hostile dragon’s
breath attack, you can use your reaction to hold the blade in
front of you. When you do, the sword splits the breath attack
and leaves you and any creature in a 30-foot cone behind you
unaffected by the attack. Once this features has been used, it
can’t be used again until the following dawn.

When you use this feature to split a breath attack in this
way, the sword gives off an elemental haze like that of the
split breath attack. The haze lasts for up to 1 minute and
sheds bright light in a 10-foot radius and dim light for anoth-
er 10 feet. The first creature hit by an attack from the sword
while it has this haze takes an extra 6d6 damage from the
attack of the breath attack’s damage type. This extra damage
ignores resistances and immunity.

Lesser Draconic Resistance. If you fail a saving throw by
4 or less, you can choose to succeed on it instead. Once this
feature of the sword’s been used, it can’t be used again until
the following dawn.

DRAGONKIN WEAPONS
Weapon (any melee), rare (+1), very rare (+2), legendary
(+3) (requires attunement by a dragonborn)

These weapons are made of a scaly metal that radiates
draconic elements. You gain a +1 (rare), +2 (very rare), or +3
(legendary) bonus to attack and damage rolls made with this
magic weapon, and it deals an extra 1d6 damage of the same
type as your Breath Weapon racial trait. In addition, while
attuned to the weapon, you gain a +1 (rare), +2 (very rare), or
+3 (legendary) bonus to your breath weapon’s save DC.

The color of the weapon’s metal changes to reflect your
own natural colors as a dragonborn once you attune to it.

DRAGONKIN
WEAPONS



DRAGON’'S CALL
Wondrous item, uncommon

This ear cuff imparts a deeper understanding of draconic
history and language upon its wearer. While wearing the
ear cuff, you can understand and speak Draconic. In
addition, you gain a +1 bonus to any Charisma, Intelligence,
or Wisdom ability check you make that involves dragon-
related lore.

DREAM MANTLE
Wondrous item, very rare (requires attunement)

This short purple cape is vaguely iridescent and is difficult to
look at from afar. The cape creates illusions of faraway places
that are visible only to creatures 30 or more feet away. While
wearing this cloak, creatures more than 30 feet away from
you have disadvantage on Wisdom (Perception) checks to de-
tect you based on sight and make ranged attacks against you
with disadvantage. This property is suppressed while you are
incapacitated, restrained, or otherwise unable to move.

In addition, you can cast the dream spell (save DC 16) using
the mantle, using yourself as the messenger within the
dream. Once this property of the mantle has been used, it
can’t be used again until 7 days have passed.
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DruiDICc THROWING CLUB

Weapon (club), rare (requires attunement by a
druid or ranger)

This magic wooden club has the thrown property with a
normal range of 20 feet and a long range of 60 feet. You gain
a +1bonus to attack and damage rolls made with this magic
weapon While attuned to the club, you know the shillelagh
cantrip if you don’t already know it. If shillelagh is cast on
the club, the spell doesn’t end when the weapon is thrown.
The club flies back to your hand immediately after making a
ranged attack with it.

DRYADLEAF
Wondrous item, common

This magic plant only grows at the base of trees that are often
stepped through by dryads. Its leaves continuously shift as if
by a breeze. Touching the plant, even gently, causes its leaves
to stop their gentle swaying for 1 minute.

Dryadleaf plants only grow up to 4 leaves at a time and are
found in the wild with 1d4 matured leaves. Leaves are fully
matured once they have a thin yellow rim. You can use an
action to eat a mature leaf. When you do, you can speak to
beasts and plants for 1 minute as if you shared a language.
Once it’s been picked, a leaf retains this property for 7 days
before it wilts.

You can move the plant to a pot over the course of 1
minute. When you do, make a DC 15 Intelligence (Nature) or
Wisdom (Survival) check. On a success, the delicate plant
survives the transfer to a new pot. On a failure, the plant is
irreversibly damaged and dies.

The plant can survive with surprisingly little air, allowing
it to survive in an extradimensional space such as a bag of
holding or portable hole. So long as it’s watered lightly each
day and given a moderate amount of sunlight (weather and
environment permitting), the plant grows 1d4 missing ma-
ture leaves every 7 days.

Druioic
THrRowiING CLuB
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EAGLEREIGN
Wondrous item, uncommon (requires attunement)

This thick glove is ornamented with eagle feathers and fitted
with an enchanted silk lining. You can use the glove to

cast the find familiar spell as an action instead of its normal
casting time. When you do, the familiar takes the form of an
eagle. The familiar disappears if you are no longer attuned to
the glove. Once this property has been used, it can’t be used
again until the following dawn.

You can focus on the glove for 1 hour to summon a giant
eagle that magically appears in an empty space within 30 feet
of you. The giant eagle is considered to be a fey creature and
disappears after 12 hours, when it drops to o hit points, or if
you dismiss it as an action. Once the eagle disappears, it can’t
be summoned again until 2 days have passed.

The giant eagle is friendly to you and your companions.
Roll initiative for the giant eagle, which has its own turns.

It obeys any verbal commands that you issue (no action
required). If you don’t issue any commands, it defends itself
from hostile creatures, but otherwise takes no action.

The giant eagle has a carrying capacity of 480 pounds and
can fly at up to 8 miles an hour. It must rest 1 hour for every 3
hours it flies, and it can’t fly for more than g hours.

EAR CUFF OF THE VAMPIRE BAT
Wondrous item, uncommon (requires attunement)

While wearing this ceramic bat ear cuff, you can mentally
command the cuff (no action required) to enhance your
hearing when you make a Wisdom (Perception) check to
listen. When you do, the bat’s eyes flash with a red glow as
its ceramic fangs bite down on your ear. You take 1d4 + 1
necrotic damage from the bite and immediately gain a
bonus to your listening Wisdom (Perception) check equal
to the amount of necrotic damage you took in this way. This
damage ignores resistance and immunity. You can decide
to use this ability after you roll the d2e, but before the GM
determines the outcome.

EDIBLE BOOK OF RECIPES
Wondrous item, very rare

This tome of cooking recipes is enchanted to turn sheets
of fine paper into delectable meals. You can write a simple
recipe on 1 of the book’s pages over the course of 1 minute.
As you do, the paper becomes aromatic, smelling like the
cuisine you’re writing. You can eat the sheet of paper as an
action and find that it has the taste, texture, and smell of
the food described on its page. The sheet of paper takes the
place of a meal.

If you add a more complex recipe to the book that takes
at least 10 minutes to write—potentially using sensory lan-
guage, descriptions of fine ingredients, or illustrations of the
dish—eating the delicious sheet of paper provides enough
nourishment to sustain a creature for 1 day. A creature that
eats from the book using one of these complex recipes gains
and has their hit point maximum increase by 1die + their
proficiency bonus until they finish a long rest. In addition,
if the creature is diseased or poisoned, it can reattempt the
saving throw to end it. A creature can only gain the benefits
of a complex recipe once every 24 hours.
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In addition, you can use this book as a spellcasting focus
when casting the create food and water spell, should you
know it. When you do, the food and drink you create can be
aromatic and flavorful: recreating recipes from the book of
your choice.

The book can hold up to 50 pages. A book found as treasure
usually has 3d1e + 10 blank pages as well as 1d1o filled pages
containing complex recipes.

When all the pages are removed from the book or you
attempt to rebind it early, roll a d2e. On a1, the tome bursts
into flame and leaves the air in a 60-foot radius smelling
like wine and fine cooking. The smell remains for 30 days.
After 1 minute, the book’s tattered remains transform into a
bountiful meal, conjuring a heroes’ feast as if cast by the spell.
The book is then destroyed. On any roll other than a 1, the
book can be rebound using fine paper costing no less than 5

8P per page.

ELDRITCH SCARF
Wondrous item, rare

This dark scarf moves slowly on its own and is always wrin-
kled. The scarf hides an extradimensional space within its
folds that can only be reached while you wear it. The space
holds 6o pounds of material, not exceeding a volume of 6
cubic feet. The scarf always weighs 1 pound, regardless of its
contents. When you place an object in this space (no action
required), your hand vanishes into the scarf’s loose folds.
You can’t retrieve items placed within the scarf with
your hands. Instead, you can use a bonus action to mentally
control the scarf, causing its frayed, hand-like ends to reach



ETHER SPEAR

ENCHANTMENT BREAKER

within the space and retrieve a stored item. The hands can
carry up to 10 pounds and drop any object weighing more
than that on the ground at your feet.

Ironing or otherwise flattening the scarf causes the items
stored inside to be squeezed out, spilling forth unharmed
from the ends of the scarf. If the scarf is destroyed, its
contents are lost forever. A living creature can’t be placed
inside the scarf.

In addition, while wearing the scarf, you can use an action
to mentally control it, using the scarf’s frayed hands instead
of your own to manipulate a simple object, such as open an
unlocked door, stow or retrieve an item from an open con-
tainer, or pour the contents out of a vial within s feet of you.
The hands can’t attack or activate magic items.

Placing the scarf inside an extradimensional space created
by a bag of holding, portable hole, or similar item instantly
destroys both items and opens a gate to the Astral Plane.
The gate originates where the one item was placed inside
the other. Any creature within 10 feet of the gate is sucked
through it and deposited in a random location on the Astral
Plane. The gate then closes. The gate is one-way only and
can’t be reopened.

ENCHANTMENT BREAKER
Ring, rare

This ring’s tiny chains rotate slowly around your finger while
worn. Whenever you are affected by a spell that restores hit
points such as cure wounds or healing word, you can use your
reaction to reattempt the saving throw against an enchant-
ment spell that’s currently affecting you.

ELorITCH ScARF

EAGLEREIGN

Shatter Enchantment. When you're targeted by an enemy
enchantment spell or fail a saving throw against one, you
can use your reaction to weaken the enchantment’s grip on
you and other allies within 10 feet of you: allowing you and
nearby allies to roll the enchantment’s saving throw with
advantage. Once you use this feature, it can’t be used again
until 1d4 days have passed.

ESSENCE OF RAGE
Potion, rare

This swirling potion tastes like iron and bitter raisins. When
you drink this potion, you enter a rage that lasts for 1 minute
or until you’re knocked unconscious. This rage grants you
the same effects as the barbarian’s class feature at 1st level
with the following additional properties:

* If you end your turn without having attacked a hostile
creature or taken damage since your last turn, your rage
does not end, but you take 1d4 psychic damage instead.

* You can enter this rage even if you’re wearing
heavy armor.

In addition, when you use your action to drink this potion,
you can make one weapon attack as a bonus action.

ETHER SPEAR
Weapon (spear), very rare (requires attunement)

This spear can slip through the Ethereal Plane to reach its
destination. You gain a +2 bonus to attack and damage rolls
made with this magic weapon, which deals force damage
instead of piercing. When you take the Attack action with
the spear, you can choose a point you can see within 20 feet
of you. The tip of the spear vanishes and reappears at that
point, allowing you to make melee attacks with the spear
against a creature in or adjacent to that space until the end of
your turn. You ignore half cover with these attacks and treat
three- quarters cover as if it were half cover.

You can use a bonus action to see 6o feet into the Ethereal
Plane for 1 minute. Once this property of the spear has been
used, it can’t be used again until the following dawn.




EVERICE Box
Wondrous item, uncommon

This large wooden box weighs 25 pounds and is 3 feet long
and both 2 feet deep and tall. It has rugged ropes on its left
and right sides as well as on the top of its lid. The left and
right sides of the box are covered by enchanted slabs of stone
that magically keep the contents on the inside of the box at a
consistent 40 degrees Fahrenheit. The box can hold up to 10
gallons of liquid, 24 rations, or a Small or smaller creature. A
creature can use its action to make a DC 10 Strength check,
freeing itself or another creature within its reach from the
box on a success.

While the box’s lid is closed and its latch is shut, you can
use an action to speak the box’s command word to shrink it
and its contents down to a more portable size. The weight of
the box and its contents is halved while it’s reduced in this
way and measures a mere 1 foot long by 8 inches deep and
tall. You can speak the box’s command word again to return
it to its normal size. Opening the latch, whether by choice or
by force from the inside, immediately returns the box and
its contents to its full size and weight. A living creature can’t
be reduced in size in this way and forces the lid and latch to
open if the box becomes too small for it.

EVERLASTING SUGARBOMB
Wondrous item, common

This large sugarbomb is roughly two inches in diameter.

Its flavors are a mix of bitter, salty, savory, spicy, sour,

and sweet, but also refreshes you as it’s slowly eaten. The
sugarbomb is solid and slowly dissolves in your mouth,
changing in flavor each time you reach a new layer. An ever-
lasting sugarbomb provides enough nourishment to sustain a
creature for 1 day after 1 minute of letting it dissolve in your
mouth. The sugarbomb fully dissolves after 30 uses. You
can bite through to the center of the everlasting sugarbomb
following a successful DC 25 Strength or Constitution check
(your choice). If you succeed, make a DC 16 Constitution
saving throw. On a failure, you’re poisoned for 1 minute and
suffer from painful nausea.

EVERICE BOX
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EYE OF DENDALLEN
Wondrous item, rare (requires attunement)

While you're attuned to this item, you can cast the see invisi-
bility spell at will.

Curse. When you attune to the eye of Dendallen, you’re
suddenly overcome with the urge to see what it sees. Make
aDC 20 Wisdom saving throw. On a success, you resist the
curse and are aware of its effects but are no longer attuned
to the item. On a failure, you forcefully tear out one of your
own eyes, taking 4d1e necrotic damage, and allow the eye
of Dendallen to crawl into its now vacant socket. If you’re
already missing an eye, you’ simply let the eye crawl into the
socket without taking the necrotic damage.

You can see normally through the eye of Dendallen while
it’s in your socket. In addition, you have darkvision out to
arange of 6o feet. If you already had darkvision, the eye
increases its range by 30 feet. As a bonus action, you can
concentrate on looking through the eye to peer through
magical darkness in this way for 1 minute. Once this property
of the eye has been used, it can’t be used again until the
following dusk.

Dendallen familiar. The eye also doubles as a gruesome
familiar. As an action, you can command the eye to crawl
out of your eye socket and move independently of you.

Use the abilities described in the find familiar spell when
commanding the eye of Dendallen. The eye is undead, has 5 hit
points, an AC of 12, a walking and climbing speed of 20 feet,
does not require air to breathe, has darkvision out to a range
of 60 feet, and has a +6 bonus to Dexterity (Stealth) checks.
If the eye is slain or you dismiss it, it reappears inside your
open eye socket with a sickly sound. The eyeball appears
pitch black if it’s slain and loses this feature as well as its
benefits to your vision until the following dusk.

Unattuning to the eye or targeting it with the remove
curse spell causes it to pull itself out of the socket and try
to escape. Slaying the eye while it is unattuned to a creature
destroys the item.

FERRYMAN'S TAKE
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EYE OF THE BOOKWURM
Wondrous item, uncommon

This small, glass sphere is enchanted with weak divination
magics to help you find specific words or phrases in writing.
It has a stylized iris etched into the glass.

You can use a bonus action to speak the eye’s command
word aloud, followed by the word or phrase you’re searching
for. The word or phrase magically appears and floats within
the sphere. By holding the eye in a free hand, your vision
becomes magically enhanced to subconsciously highlight
the word or phrase you searched for in a green light wherever
you see it. Once you’ve used the eye’s ability for the first time,
you can change the word or phrase as many times as you like
for the next hour, after which the item can’t be used again
until the following dawn.

FABLE’S END
Weapon (mace), very rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. Whenever you roll a 20 on an attack roll
with fable’s end against a Large or smaller creature, it must
succeed on a DC 15 Charisma saving throw or be banished to
its native or other plane of existence. At the end of its next
turn, the target reappears in the space it left or in the nearest
unoccupied space if that space is occupied. You banish and
score a critical hit against fey creatures on a roll of 19 or 20
with this weapon. Fey creatures have disadvantage on the
saving throw. When a creature is banished in this way, the
weapon’s center emits a brilliant magenta flash of light.

FANFARE AMMUNITION

FaBLE's END

EYE OF THE
Bookwurm

FANFARE AMMUNITION
Weapon (an arrow or bolt), common

A favorite among tricksters, this ammunition is intended to
distract rather than wound. When you make a ranged attack
with this ammunition and hit a target, the attack deals no
damage, and the ammunition vanishes and is destroyed

on impact. In its place, a noise of your choice erupts from
the point of impact, such as the sound of books falling, a
dropped coin, or the breaking of glass. You decide the noise
and its volume when you fire the ammunition. The sound can
be as quiet as a whisper or as loud as a scream. A creature can
determine that the sound is an illusion with a successful DC
10 Intelligence (Investigation) check.

FERRYMAN’S TAKE E
Wondrous item, rare

These tarnished copper coins are always found in pairs and
bear the portrait of a horned man on one side (heads) and a
rowboat on the other (tails).

You can place the coins over the eyes of a dead, uncon-
scious, or willing humanoid creature as an action. When you
do, the coins create an effect based on which side is facing
up. You can remove one or both of them from the creature’s
eyes as an action to end their effects early. If the coins aren’t
facing the same direction, they have no effect on the creature
they’re placed on

Heads. While the coins are heads up over the eyes of an
unconscious creature, that creature is stable. If placed over
the eyes of a conscious creature, it enters a physical and
mental state indistinguishable from death and gains immu-
nity to psychic damage while doing so. The creature remains
in that state for 1 hour or until the coins are removed. Once a
living creature leaves this state, it can’t enter it again in this
way for 24 hours.

Tails. While the coins are tails up over the eyes of a dead
creature, that creature is under the effects of the gentle repose
spell. Its body can’t be detected through magical means, and
the soul of the creature can’t be contacted.
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FESTERWOOD BUCKLER
Armor (shield), uncommon

This festerwood shield is riddled with amber pustules that
glow with a low, yellow light. While holding this magic
shield, the pustules emit bright light in a 5-foot radius and
dim light for another 5 feet. In addition, while you’re holding
the shield, you can use your reaction when a creature that
you can see within 5 feet of you misses you with an attack to
bash that creature with the shield. When you do, that crea-
ture must succeed on a DC 13 Dexterity saving throw or take
1d4 + 1acid damage.

FESTERWOOD CLAYMORE
Weapon (greatsword), rare

This heavy, dark wood is incredibly strong and forms part of
the symbiotic relationship it shares with destructive beetles
that live inside. You gain a +1 bonus to attack and damage
rolls made with this magic weapon. When youroll a 20 on an
attack roll made with this weapon against a creature, some of
the sword’s beetles leave the weapon and latch onto the tar-
get. The beetles bite and hinder the creature for its next 1d4
turns. While affected by the beetles in this way, the creature
takes 1d6 piercing damage at the start of each of its turns and
its movement speed is halved. A creature can use an action
to swat away and remove the beetles to end the effect early. If
the target is a plant creature or magical plant, this property
deals the maximum damage to it on each of its turns and
lasts for 4 turns unless ended early by a creature.

FESTERWOOD FUNGAL STAVE

Staff, very rare (requires attunement by a cleric, druid,
or sorcerer)

This fungal staff has 25 charges and regains 1d1o + 15 expend-
ed charges daily at dusk. While holding the staff, you can use
an action to expend 1 or more of its charges to cause clusters
of noxious mushrooms to magically appear in a number

of unoccupied spaces equal to the number of charges you
expend. The spaces must be on solid ground within 6o feet
of you. Each space becomes difficult terrain for the duration
of the effect. When a creature moves into or within a space
or area covered by these mushrooms, that creature takes 2d4
poison damage for every 5 feet it travels. The mushrooms live
for 1 minute or until you dismiss them as a bonus action.

In addition, while holding the staff, you can use a bonus
action to expend 1 or more of its charges to cast one of the
following spells from it, regardless of the spell’s normal cast-
ing time, using your spell save DC: cloudkill (5 charges), fog
cloud (1 charge), insect plague (5 charges), or stinking cloud (3
charges). A spell cast in this way ends at the end of your next
turn and must target a point adjacent to a space occupied by
your mushrooms. When cast from the staff, these spells do
not require concentration.

If you expend the last charge from the staff, roll a d2e. On a
1, the staff begins to overgrow, destroying the staff and forc-
ing you to drop it in an unoccupied space adjacent to you. A
hostile violet fungus grows in its place.
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FESTERWOOD LOGGER
Weapon (handaxe), uncommon

This magic axe is a favorite among lumberjacks. The axe is
made entirely of the magically hardened festerwood and
sharpened to a menacing edge. The weapon’s glimmering yel-
low pustules leech acid with each attack, causing any target
hit by it to take an extra 1d4 acid damage. This acid damage
is maximized if the target is a plant creature, a nonmagical
plant, or an object made of wood.

FESTERWOOD MASHER

Weapon (a maul or warhammer), very rare (requires
attunement)

This festerwood hammer has amber pustules on its end that
have enriched the wood with its corrosive properties. You
gain a +2 bonus to attack and damage rolls made with this
magic weapon.

In addition, this hammer has 3 charges and regains all
expended charges daily at dusk. When you hit a creature or
object with the hammer, you can expend 1 of its charges to
magically release some of the corrosive acid. When you do, if
the target is Large or smaller, that target takes a cumulative
-1 penalty to its AC that lasts for 1 minute. If the target is
Huge or Gargantuan, it takes this penalty after you expend
either 2 or 3 charges in this way, respectively. This hammer
deals an extra 1d4 acid damage to any target it hits for each -1
penalty to AC it has in this way.
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FESTERWOOD VIZARD
Wondrous item, rare (requires attunement)

This dark wooden mask is strangely insect-like and magi-
cally conforms to fit your face. While wearing the mask, you
gain blindsight out to a range of 10 feet. You can put on and
remove the mask using an action.

In addition, you can summon a swarm of insects (beetles) F
that fly out of the mask’s mouth and obey your verbal com-
mands as an action. You can command the swarm to move
and make an attack as part of the action to summon them
and then again on each of your following turns as a bonus
action. If the swarm goes 10 minutes without attacking a
creature, they dissipate harmlessly to seek food elsewhere.
Once this property has been used, it can’t be used again until
the next dusk.

FESTERWOOD’S LIGHT
Weapon (rapier), legendary (requires attunement)

This festerwood rapier’s blade is inlaid with scrapings from
the Lightspore, the radiant mushroom growing at the center
of the Festerwood. You gain a +1 bonus to attack and damage
rolls made with this magic weapon. In addition, while
you’re attuned to this rapier, you have advantage on ability
checks made to find locations within the Festerwood and are
immune to disease. While holding the sword, the blade
sheds bright light in a 10-foot radius and dim light for
another 10 feet.

You can use an action to raise the blade overhead and
speak its command word. When you do, all creatures other
than you within 30 feet of you are dusted with a sudden wave
of magical spores. A friendly creature affected by the spores
is suddenly invigorated, allowing it to immediately use its
reaction to either make one weapon attack or move up to half
its speed without provoking opportunity attacks. A hostile
creature affected by the spores must succeed on a DC 17
Constitution saving throw or be incapacitated until the end
of your next turn. Once this property has been used, it can’t
be used again until the next dusk.

The rapier has 5 charges for the following properties. The
weapon regains 1d3 + 2 expended charges daily at dusk.

Spore Cleansing. As an action, you can touch a willing
creature with the rapier and expend 1 of its charges to re-
move 1 Spore Counter from that creature.

Spells. While holding this rapier, you can use an action
to expend 1 of its charges to cast one of the following spells
from it (save DC 17, spell attack bonus +9): charm person
(4th-level version), compulsion, confusion, contagion, faerie fire,
locate animals and plants, or moonbeam (4th-level version). In
addition, you can use an action to cast the dancing lights spell
at will while holding the rapier.



FIFE OF DRAGONSONG
Weapon (blowgun), rare (requires attunement by a bard)

This magical fife can be played as an instrument or wield-
ed as a deadly weapon. You are proficient with the fife of
dragonsong as both an instrument and blowgun while you're
attuned to it. You gain a +1 bonus to attack and damage rolls
made with this magic weapon, and any target hit by it takes
an extra 1d6 thunder damage from the attack.

Dragonsong. As an action, you can expend one of your
uses of Bardic Inspiration to play a powerful note that repels
foes and empowers allies. The note is audible out to 100 feet.
Hostile creatures within a 15-foot cone must make a DC 15
Constitution saving throw. On a failed save, a creature takes
2d6 thunder damage and is pushed 10 feet away from you. On
a successful save, a creature takes half as much damage and
isn’t pushed.

An ally within the cone that can hear the note is bolstered
by it instead. A friendly creature affected by the note has its
speed increased by 10 feet until the end of its next turn and
gains 2d6 temporary hit points that last for 10 minutes.

FIRE DERVISH CLOAK
Wondrous item, rare (requires attunement)

This breathable cloak sounds like a crackling fire as it billows
behind you and can create a small, fiery cyclone around you
as you twirl in it. The cloak has 5 charges and regains all
expended charges daily at dawn. Once on your turn, you can
expend 1, 2, or 3 charges from the cloak by forfeiting 10, 20,
or 30 feet of your movement speed for that turn, respectively,
in order to spin in place instead. When you do, each creature
within 5 feet of you must succeed on a DC 15 Dexterity
saving throw or take 1d8 fire damage for each charge you
expend in this way.

If a creature takes fire damage from the cloak, that creature
can’t make opportunity attacks against you until the end of
your turn.

FIRE FIRE!
Weapon (crossbow, light), rare (requires attunement)

This hollow metal crossbow was created by a team of kobolds
and contains an enchanted ember at its core. The crossbow
has 3 charges. While the crossbow has at least 1 charge, the
inner ember burns brightly when you hold the weapon.
While it burns, the crossbow emits bright light in a 20-foot
radius and dim light for an additional 20 feet, and any non-
magical bolt fired from the crossbow catches fire and deals
an extra 1d6 fire damage to any target it hits.

You can expend 1 of the crossbow’s charges as an action to
cause the ember to spew forth devastating flames, sending
out a wave of fire in a 30-foot cone. Each creature within the
cone must make a DC 15 Dexterity saving throw. A crea-
ture takes 4d6 fire damage on a failed save, or half as much
damage on a successful one. The fire ignites any flammable
objects in the area that aren’t being worn or carried.

The crossbow regains 1d3 expended charges daily at dawn.
If you expend the last charge, roll a d2e. On a 1, the magical
ember inside the crossbow dies, and the weapon becomes a
nonmagical crossbow.
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FIRE WAND OF THE UNBROKEN CIRCLE
Wand, rare (requires attunement by a druid)

This wooden wand is carved out of ash and is always faintly
warm to the touch. Whenever you grip the wand’s handle
and later look at your palm, it’s strangely covered in a fine
layer of charcoal. This wand has 7 charges. While holding the
wand, you can expend 1 or more of its charges to cast either
the flame blade spell (2 charges) or produce flame cantrip (no
charges, or 1 charge to cast at sth level) from it, using a spell
attack bonus of +5. When you cast the flame blade spell using
this wand, the sword’s fiery blade appears above the wand’s
haft instead of in a free hand.

Whenever you would fail a Constitution saving throw to
maintain concentration on a flame blade spell cast in this way,
you can expend 1 charge as a reaction in order to succeed on
the saving throw instead. You can only use your reaction in
this way if you’re holding the wand.

The wand regains 1d6 + 1 expended charges daily at dawn.
If you expend the wand’s last charge, roll a d20. On a 1, the
wand crumbles into ashes and is destroyed.

FIRECRACKER CRYSTALS
Wondrous item, common

These multicolored crystals are usually purchased in small
bags at festivals and holiday events. As an action, you can
throw 1 of these 1-inch crystals against a solid surface within
20 feet of you to crack it apart. When a crystal breaks, it
releases the magic inside. The magic ends at the end of your
turn and is entirely sensory.

A bag of the small crystals comes with 10 (1d4 + 8) crystals
inside. Roll a number of d8s equal to the number of crystals
in the bag and record each number rolled. Use these numbers
to determine the kinds of crystals found in the bag using the
table below and on the following card:

d8 Color Result
1 Red
2 Orange

Releases a harmless 5-foot tall flame.

Releases a small flash of bright lightina 5
foot radius and dim light for another 5 feet,
followed by the smell of spices and citrus.

3 Yellow Releases small spiraling motes of energy

that fizz and fly about in a 5-foot radius.

Releases a cloud of bright, verdant smoke
that fills a 5-foot sphere and smells both
foul and sickly sweet.

4 Green

5 Blue Releases a series of comically large bubbles
that float outward from the point of impact

in a 5-foot radius.

6 Purple  Releases the sound of music. The song is
random, and plays only enough to make it

recognizable as music.

7 White Releases a dazzling display of sparkling
glitter in a 5-foot radius from the point

of impact.

8 Black Releases a mystery effect. Roll on the table
again when using this crystal to determine

its effect. If you roll an 8, roll the d8 again.

FIREWEAVER GLOVES
Wondrous item, uncommon (requires attunement)

While wearing these fine golden gloves, you can use an
action to cast the produce flame cantrip (spell attack bonus
+5) from it. You can hold this and other small nonmagical
flames (such as a torch or candle) as if they were tangible
objects, and can sculpt them like clay. Once sculpted, a flame
retains its form for 1 minute before returning to normal.

A nonmagical flame carried in this way burns for 1 hour
before dying. If you drop or throw a nonmagical flame, it
immediately burns out.

When you cast produce flame using the gloves, the spell’s
duration is 1 hour, instead of 10 minutes, and it casts bright
light in a 20-foot radius and dim light for an additional 20
feet. In addition, you can place the spell’s conjured flame on
the ground at your feet (no action required). When you do,
the flame continues to burn harmlessly for up to 1 minute be-
fore going out. While you’re within 5 feet of the placed flame,
you can use an action to pick it back up.

In addition, when you take fire damage while wearing
these gloves, you can use your reaction to reduce the damage
by 1d8 + 2, provided that you have a free hand.

FiIRECRACKER CRYSTALS

FIREWEAVER GLOVES



FLESH OF DENDALLEN
Wondrous item, very rare (requires attunement)

FORGEMASTER'S
MiGHT

This patchwork shirt is made of enchanted pieces of
stitched-together flesh. This shirt has 6 charges and regains
1d4 + 2 expended charges daily at dusk. While wearing this
shirt, you can use a bonus action to expend 1 of its charges to
cast false life, regardless of its usual casting time. In addition,
while you have less than half your hit points left, you regain
hit points equal to 1d4 + your Constitution modifier (mini-
mum of 1) at the beginning of each of your turns. You do not
regain health if you are unconscious or have taken fire or
radiant damage since the beginning of your last turn.

Curse. When you attune to the shirt and wear it, you’re
forced to make a DC 20 Strength saving throw as the fleshy
fabric begins to bubble and hiss as it fuses to your skin. On a
success, you're able to safely remove the clothing before you

F attune to the item, but are aware of the curse’s effects. On a
failure, the shirt attaches to your flesh and destroys any non-
magical clothing covered by it. Magical items worn beneath
it rise to the surface as the fleshy shirt seeps through them to
attach to your skin. While wearing it, you are considered to
be undead in addition to any other creature type you already
are and are vulnerable to radiant damage.

Once you are attuned to the shirt, you cannot remove it
unless you are targeted by the remove curse spell or similar
magic. When you remove it, you take 4d1o necrotic damage
as the shirt is peeled from your skin.

FORCE GAUNTLET

FORCE GAUNTLET
Wondrous item, rare (requires attunement)

This jeweled gauntlet has 5 charges and regains 1d4 + 1 ex-
pended charges daily at dawn. When you make a melee attack
with a hand that’s wearing this gauntlet, you can choose to
expend 1 of its charges as part of the attack. If it hits, the tar-
get takes an extra 2d6 force damage from the attack and must
make a DC 15 Strength saving throw. On a failure, the target
is pushed 10 feet away from you. On a success, you're pushed
10 feet away from it instead. Targets two or more sizes larger
than you automatically succeed on the saving throw.

FORGEMASTER’S MIGHT

Weapon (maul or warhammer), legendary (requires
attunement)

This monumental maul or warhammer requires a Strength
of 17 or higher to wield. You gain a +2 bonus to attack and
damage rolls made with this magic weapon.

You can use a bonus action to speak the hammer’s com-
mand phrase, “light the forge” and cause flames to curl up
and heat the hammer’s anvil head. These flames shed bright
light in a 20-foot radius and dim light for an additional 20
feet. While the hammer is lit, it deals an additional 1d8 fire
damage to any target it hits and ignores resistance to fire
damage. The flames last until you use a bonus action to
speak the command word “quench,” or until you drop or
stow the hammer.

Smith’s Blessing. You can use the hammer to cast either
the creation or fabricate spell using an action instead of its
usual casting time. Creation is cast as a 6th level spell when
FLESH OF
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cast in this way, and its con jured materials can be used as
materials for the fabricate spell, although the materials still
have a limited duration. Once the hammer has been used to
cast a spell in this way, it can’t be used to cast that spell again
until the following dawn.

In addition, you know the mending cantrip if you don’t
already know it while you’re attuned to the hammer.
Mending’s usual size restriction is increased to 5 feet in any
dimension for you when you use it to repair metal. Ability
checks you make using smith’s tools to make or repair an
item are made with advantage when you use the hammer’s
head as the anvil.

Iron Raze. The hammer deals an additional 2d8 bludgeon-
ing damage to constructs and structures hit by it.

FORTUNE’S FIVEPENCE
Wondrous item, uncommon (requires attunement)

This electrum coin has a smiling human woman’s face on
one side (heads) and a scowling fiendish woman’s face on
the other (tails). While you’re within 30 feet of the coin, you
can summon it to either your hand or pocket by speaking its
command word as a bonus action. Despite its unique appear-
ance, this coin can be spent like a normal coin.

Fate Flip. This coin has 2 charges. You can attempt to
regain expended charges once every 24 hours by flipping
a coin. The coin regains all expended charges if it’s heads,
or o if it’s tails. When the coin is on your person and your
total for an attack roll, ability check, or saving throw is 10 or
lower, you can expend 1 of the coin’s charges to channel its
magic and forge your own luck. When you do, flip a coin. If
it’s heads, roll a dio and add it to the total of your roll. If it’s
tails, you subtract 1die from the total instead. The coin loses
this property if using it in this way reduces the total of your
roll to o or lower.

FOURARM BRACERS
Wondrous item, very rare (requires attunement)

These bracers can summon another pair of spectral arms
below your existing ones. These arms can be summoned as
an action and last for up to 1 minute before disappearing.
While active, you can use the arms to manipulate an object,
open an unlocked door or container, stow or retrieve an item
from an open container, or pour the contents out of a vial.
Each arm can carry up to 10 pounds. The arms stay attached
to your torso at all times and cannot be moved to other parts
of your body, but can be turned around to face the opposite
direction.

In addition, the gems adorning the bracers can amplify
the arms’ strength for short bursts. The gems have a total of
5 charges and recharge 1d4+1 expended charges each day at
dawn. By uttering the bracers’ command word using a bonus
action and expending 1 charge, you can empower the arms
to immediately make two unarmed melee attacks. The arms
have a +3 bonus to attack and damage rolls and use your pro-
ficiency bonus when making the attacks. Each strike does 1d4
magical bludgeoning damage upon a successful hit.

Alternatively, you can expend 1 charge to double the
arms’ carrying capacity and increase their duration to s
minutes instead.

FORTUNE'S
FivEPENCE

FourArRM BRrRACERS
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FRAGMENT OF
ELDER STARLIGHT

FRAGMENT OF ELDER STARLIGHT
Wondrous item, very rare

This smooth, egg-shaped crystal is about 6 inches tall,
weighs 3 pounds, and sheds bright light out to 20 feet and
dim light for an additional 20 feet. The light is sunlight. You
can touch the crystal and mentally control its brightness as a
bonus action to enlarge, reduce, or snuff out the light’s reach
up to its maximum range.

While holding the crystal, you can speak its command
word as an action to cause it to release a wave of bright light.
The wave of light washes over creatures not behind total cov-
er within a 6e-foot radius from the crystal. Undead creatures







and fiends affected by the wave of bright light must make a
DC 16 Constitution saving throw. On a failed save, a creature
takes 8d6 radiant damage and is blinded until the end of your
next turn. On a success, it takes half as much damage and is
not blinded. Friendly living creatures of your choice within
the wave of bright light regain 4d6 hit points.

Once this property of the crystal has been used, its light
dims and can’t be used again until the next dawn. While its
light is dimmed in this way, it sheds bright light out to a
maximum of 10 feet and dim light for an additional 10 feet.

FREFIL’S JOLLY OOZEBEAN
SUGARBOMBS
Wondrous item, uncommon

A pack of oozebeans comes with 4 inside it. When you open a
pack, roll 4d8and record each number. Use these numbers to
determine the kinds of oozebeans found in the bag using the
table below. You can eat an oozebean using a bonus action.
Each color has an effect that lasts for 1 minute.

Upset stomach. You can only be under the effects of 1
sugarbomb that has this feature at a time. Eating a sugar-
bomb that has this feature while under the effects of another
one causes the effects of the first sugarbomb to immediately
end and be replaced by the new one’s. This rapid change is
difficult to stomach, forcing you to make a DC 13 Constitu-
tion saving throw. On a failed save, you gain the effects of
the new sugarbomb, but become poisoned for 1 minute. On
a success, you gain the effects of the new sugarbomb and are
not poisoned.

Color  Effect
White  You can breathe underwater.

Black  You have resistance to acid damage and can safe-
ly eat otherwise inedible & nonpoisonous organic
materials.

Blue Grappling or being grappled deals 1d8 acid dam-
age to the other creature.

Gray You have advantage on saving throws against
being charmed or frightened.

Gold You gain a climbing speed equal to your move-
ment speed.

Red You gain 1d8+4 temporary hit points.

Green  You have resistance to poison damage and ad-
vantage on ability checks to escape grapples or
restraints.

Yellow You have resistance against lightning damage
and immunity against damage from the magic
missile spell.

FREFIL'S TINY TASTY TONGUE TWISTY
SUGARBOMBS
Wondrous item, uncommon

This small bag of marble sized gumballs contains 12 en-
chanted candies. While the color and flavor of each gumball
is different, each one’s effect is the same. As an action, you

can start to chew one of these gumballs to release its magic.
For the next 5 minutes while you chew the candy, you under-
stand the literal meaning of any spoken language that you
hear. If you speak while chewing the gumball, your accent
changes to sound like the creature to whom you’re listening:
allowing you to sound like a local with minimal effort. The
candy’s magic and flavor fade 5 minutes after you first start
to chew it.

Upset stomach. You can only be under the effects of 1
sugarbomb that has this feature at a time. Eating a sugar-
bomb that has this feature while under the effects of another
one causes the effects of the first sugarbomb to immediately
end and be replaced by the new one’s. This rapid change is
difficult to stomach, forcing you to make a DC 13 Constitu-
tion saving throw. On a failed save, you gain the effects of
the new sugarbomb, but become poisoned for 1 minute. On
a success, you gain the effects of the new sugarbomb and are
not poisoned. F

FRreFIL's JoLLy OOZEBEAN
SUGARBOMBS

FreFiL's TiNY TasTY TONGUE
TwisTY SUGARBOMBS




FrozeN DAGGER

FROSTBITTEN
BuckLer

FrosTt GIANT FORK

FROST GIANT FORK
Weapon (trident), rare (requires attunement)

This massive utensil comes from the table of a frost giant.
Latent jotun magic flows through this make-shift trident
and drives your hunger to nearly aggressive levels. You gain
a +1bonus to attack and damage rolls made with this magic
weapon. When you hit a creature with a melee attack using
the trident, you can immediately make a bite attack against
that same creature as a bonus action. Your jaws and teeth are
fortified to have the strength of a giant, allowing this bite at-
tack to deal 1d6 piercing damage. You are proficient with this
bite attack and use Strength as your ability modifier for it.
Curse. While you’re attuned to this weapon, your hunger
is almost insatiable. You’re overwhelmingly compelled to eat
twice the amount of food you normally would, and incur 1
level of exhaustion if you go a day without eating enough.

FROSTBITTEN BUCKLER
Armor (shield), uncommon (requires attunement)

This icy shield has 3 charges and regains all of them each day
at dawn. When a creature you can see hits you with a melee
attack, you can expend 1 of the shield’s charges as a reaction
to deal 2d4 cold damage to the attacking creature. After the
attack, you gain that same amount of cold damage as tempo-
rary hit points that last for up to 1 minute.

FROZEN DAGGER
Weapon (dagger), uncommon (requires attunement)

Attacks made with this dagger deal cold damage instead
of piercing. If youroll a 20 on an attack roll made with
this magic weapon, the target must succeed on a DC 12

GALVANIC STEELSNARE

Constitution saving throw or be paralyzed until the end of
its next turn, frozen in place and unable to move. If it
succeeds, its movement speed is halved until the end of its
next turn instead.

FUNERAL MARCHERS
Wondrous item, uncommon

While wearing these black leather boots, you can choose to
not fall prone when you’re reduced to o hit points. While
you’re unconscious and standing in this way, you can walk
up to 10 feet on your turn after rolling a death saving throw.

GALEPIERCE WEAPONS

Weapon (any piercing weapon with the thrown property),
uncommon

These magic weapons have been tempered to glide through
the wind, doubling both their normal and long throwing
ranges. Ranged attacks made with these weapons against
targets that are protected by fog, high winds, and other air-
based hindrances are made without the normal disadvantage
that those obstructions would typically cause.

GALVANIC STEELSNARE
Weapon (net), rare

This magic net is made with fine steel chains and has the
heavy property. Magic, leaden weights line the edge of the
net and send shocking pulses throughout the metal. The net
is resistant to slashing damage and has immunity to all other
damage types. Regardless of a creature’s abilities or magic
items, it can’t make more than one melee or ranged attack
during its turn while it’s restrained by the net.



FUNERAL MARCHERS

While a creature within 3e feet of you is restrained by the
net, you can speak the net’s command word as a bonus action
to cause it to release a painful wave of electricity, dealing
1d6 lightning damage to the restrained creature. If the net is
restraining a creature made of metal or wearing metal armor,
it deals 2d6 lightning damage instead. Once this property of
the net has been used, it can’t be used again until the start of
your next turn.

A creature can use its action to make a DC 15 Strength
check, freeing itself or another creature within its reach on
asuccess. A Small or smaller creature has disadvantage on
the check. Dealing 15 slashing damage to the net (AC 12) also
frees the creature without harming it, ending the effect and
destroying the net. Once destroyed, the net magically repairs
itself over the course of 1d6 + 1 days.

GIBBERBOX
Wondrous item, rare

This magic box is made of enamel and bits of bone that

stick together with the gummy, red remains of a gibbering
mouther. The box weighs 7 pounds and is 1 foot long and 6
inches wide and tall. You can open the box’s wooden lid as an
action. When you do, the red paste inside the box swirls and
forms a toothy mouth that starts incessantly babbling non-
sense. Every creature that starts its turn within 20 feet of the
box that can hear it must succeed on a DC 10 Wisdom saving
throw. On a failed save, a creature can’t take reactions until
the start of its next turn and rolls a d8 to determine what it
does during its turn. On a1 to 4, the creature does nothing.
On a5 or 6, the creature takes no action or bonus action and
uses all its movement to move in a randomly determined di-
rection. On a 7 or 8, the creature makes a melee attack against
arandomly determined creature within its reach or does

GALEPIERCE
WEAPONS

GIBBERBOX
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nothing if it can’t make such an attack. A creature takes 1d6 \
piercing damage if it touches the red paste and toothy mouth .
while the box is opened and blathering in this way.

This effect lasts for 1 minute or until the box’s lid is closed
again using an action. Once this property of the box has
been used, it can’t be used again for 24 hours. Opening the
lid again while this property is inactive results in a droning,
gurgling sound that turns silent after 1 minute of the box be-
ing open. The paste is extremely elastic and can’t be removed
or separated from the box.

Give AND TAKE

GIVE AND TAKE
Weapon (scimitar), very rare (requires attunement)

This pair of mithral (Give) and obsidian (Take) scimitars are
connected by a sturdy chain. When you engage in two-
weapon fighting using both scimitars, you can add your
ability modifier to the damage of the second attack.

The scimitars have a collective 10 charges and regain 1d6 +

G 4 expended charges daily at midday. When you hit a creature
with one of these magic weapons, you can expend 1 of
their charges to create an effect based on the blade used
in the attack:

Give. When you hit a creature with Give and expend 1
charge, you and all other creatures within 5 feet of the target
(other than the target) gain 2d6 temporary hit points that
last for 1 minute.

Take. When you hit a creature with Take and expend 1
charge, that creature takes 2d6 necrotic damage, and you
and all other creatures within s feet of the target take half as
much necrotic damage. GLOVE OF THE

Grim FANDANGO

GLOVE OF THE AEGIS
Wondrous item, rare (requires attunement)

This glove holds 5 charges and regains 1d3+2 expended
charges each day at dawn. When a target that you can see
hits you with an attack, you can use your reaction to expend
any number of the glove’s charges. You add +2 to your AC for
the attack for each charge expended in this way, potentially
causing it to miss. You can use this ability after the attack

has been made but before any damage has been calculated. GLOVE OF THE
The glove’s power cannot be used if you are already wield- Aecis
ing a shield.

GLOVE OF THE GRIM FANDANGO
Wondrous item, rare (requires attunement by a bard)

You are proficient with all musical instruments while you
wear this glove on your dominant hand. In addition, spectral
musicians appear behind you to accompany your playing
when you play an instrument for at least 1 minute. The musi-
cians are obviously illusory and vanish after you stop playing
for 1 minute. While accompanied by the spectral musicians,
you have advantage on any Charisma (Performance) check
you make.

In addition, your spell save DC for enchantment spells you
cast while performing with the spectral musicians increases
by 2 when the affected creature or creatures are listening to
your performance.

>
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GRrAVITY GOBLET

GRrAss CARPET

GRASS CARPET
Wondrous item, common

This soft roll of turf is magically fertile. Its soil is 1 inch thick
and allows plants of all kinds to grow well within it. Each
roll of turf is 5 feet wide and 10 feet long. Its grass and soil
are self-containing and will not grow beyond the size of the
carpet. The carpet is so fertile that plants growing in its soil
require only half the normal amount of sunlight and water
they would normally in order to grow.

For every 1inch of the soil’s depth, the carpet provides the
same amount of nutrition as normal soil does with 1 foot,
allowing plants whose roots are normally 1 foot long to grow
with only 1inch of soil. Folding the carpet over for added
depth, or layering multiple carpets on top of one another,
increases the soil depth to allow for larger plants to grow on
the carpet.

The carpet weighs 30 pounds and takes 1 minute to roll up
or out. While rolled up, it has a 1-foot diameter. The carpet
can be cut into smaller plots using a magical blade, with each
plot measuring at least 1 foot long and wide.

GRASS WHISTLE BLADE
Weapon (dagger), very rare (requires attunement)

This dagger’s blade is actually a large, enchanted blade of
grass. As wind passes over the blade, it creates a soft, sweet
note that magically begins to lull creatures to sleep. You
gain a +2 bonus to attack and damage rolls made with this
magic weapon.

This blade has 4 charges and regains 1d4 expended charges
daily at dawn. When you hit a creature with a melee attack
using this dagger, you can choose to expend 1 of its charges
and forgo the attack’s damage to attempt to put the crea-
ture to sleep. When you do, you swing the blade in a pattern
around the creature that creates a magical lullaby. Roll
10d3; the total is how many hit points of the creature this
can affect. If the total number of hit points you roll is greater
than the target’s remaining hit points, that creature falls
unconscious for 1 minute or until it takes damage or another
creature uses an action to shake or slap that creature
awake. If the target is not put to sleep, it takes 3d8 psychic
damage instead.

Undead and creatures immune to being charmed can’t be
put to sleep by this effect.

GRAVITY GOBLET
Wondrous item, common

This glass and silver goblet is enchanted with a harmless,
strange magic. A liquid poured in the cup bends gravity in
comical ways, often to the surprise and endrenchment of
its drinker. When the cup is tilted, as if to drink, the liquid
flows in the opposite direction of gravity—sliding up the
cup instead of down it. Once the liquid reaches the edge of
the cup, it immediately pours down as normal. Swirling the
liquid causes it to flow in the opposite direction in which
it’s rotated. Any solid object other than ice that floats in the
liquid is not affected by the cup’s magic.
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GREAVES OF DENDALLEN
Wondrous item, rare (requires attunement)

While wearing these skeletal greaves, you gain a climbing
speed equal to your walking speed and can stand on and
move across any liquid surface as if it were solid ground.
In addition, you can jump three times the normal distance,
though you can’t jump farther than your remaining move-
ment would allow.

Curse. When you first wear the greaves of Dendallen, you
feel your legs suddenly ache. Make a DC 20 Constitution
saving throw. On a success, you’re able to safely remove the
greaves but are aware of the curse’s effects. On a failure, you
take 6d8 necrotic damage as your legs fracture. This damage
ignores resistance and immunity. Your legs stay broken but
don’t hinder your movement so long as you continue to wear
the greaves.

You can’t remove the greaves until they’re targeted by
the remove curse spell. When you remove the greaves, your
walking speed becomes o. For every 24 hours that pass after
removing the greaves, your walking speed increases by 5 feet,
up to your normal maximum amount.

GRIP OF DENDALLEN
Wondrous item, very rare (requires attunement)

These black leather and bone chain gloves spread sickness
and decay to anything they touch. While wearing the gloves,
your unarmed strikes deal necrotic damage, and you can roll
a dé6 in place of the normal damage of your unarmed strikes.
This damage is maximized if you hit a plant or plant creature
with the attack.

In addition, while wearing the gloves, you can use an
action to cast one of the following spells from them (save DC

GRIP OF HAND OF THE

DENDALLEN MASTER

16, spell attack bonus +8): blight, contagion, or vampiric touch.
Casting blight in this way uses a range of touch, instead of its
normal range. Once the gloves have been used to cast a spell,
they can’t be used to cast that spell again until the next dusk.

Curse. When you pull these gloves over your hands for the
first time, make a DC 16 Wisdom saving throw. On a success,
you are aware of the curse’s effects and can immediately
remove the gloves before they extend it to you. On a failure,
the gloves’ bone chains pierce your skin and latch onto the
bone in your arms. You take 4d6 piercing damage and can’t
remove the gloves unless you’re targeted by the remove curse
spell or similar magic. While you wear the gloves, the flesh
on your hands slowly rots. The stench can’t be contained
or masked through magical or nonmagical means. While
your hands rot in this way, you make Charisma checks with
disadvantage and take 1d6 necrotic damage whenever you
finish a long rest.

If you fail the saving throw when first donning the gloves
and later remove them, it takes 1d4 days for the effects of the
rotting flesh to fade.

HALBERD OF THE PEACOCK
Weapon (halberd), rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. This halberd has been polished to a
mirror finish and is adorned with five ornate gemstones
dangling beneath its blade that glow with arcane energy. This
weapon contains 5 charges, each stored within one of the
gems, and regains 1d4+1 expended charges each day at dawn.
You can expend 1 charge to cast disguise self or 2 charges to
cast either alter self, mirror image, or shatter (save DC 15). The
hanging gems lose their glow once their charge has been
spent in this way.

Curse. This halberd is cursed, and becoming attuned to
it extends the curse to you. As long as you remain cursed,
you are unwilling to part with the halberd, keeping it within
reach at all times. You also have disadvantage on attack rolls
with weapons other than this one, unless no foe is within 6o



feet of you that you can see or hear. Whenever you reduce a
creature to o hit points using this weapon, you must succeed
on a DC 12 Wisdom saving throw or be compelled to admire
yourself in the mirror until the start of your next turn: sac-
rificing any remaining movement, action, bonus action, or
reactions you may have had. In addition, you automatically
fail any Dexterity saving throw you make while admiring
yourself in the mirror in this way.

HAND OF THE MASTER
Wondrous item, uncommon (requires attunement)

This satin glove has no visible seams and can be easily
flipped inside-out to wear on either a left or right hand.
While attuned to the glove, you can fit it over a hand that is
either missing fingers or missing entirely and have it func-
tion as a normal body part.

In addition, you can cast the mage hand cantrip at will
using the glove. When you do, the spectral hand originates
within the glove instead of at a point of your choosing. The
glove covers the spectral hand as it carries out your com-
mands, leaving your hand or limb uncovered while it does so.
Casting mage hand using the glove doesn’t require any verbal
components and doubles both the duration and carrying
capacity of the hand.

HARP OF VALOR
Weapon (shortbow), very rare (requires attunement

by a bard)

This elegant bow has 10 strings and can also be used as both a
harp and spellcasting focus. You are proficient with this harp
while attuned to the weapon, and Charisma (Performance)
checks made using the harp are made with advantage. You
gain a +2 bonus to attack and damage rolls made with this
magic weapon. In addition, arrows fired from the bow deal
thunder damage instead of piercing.

The bow has 10 charges and regains 1d6 + 4 expended
charges daily at dawn. While holding the bow, you can
expend 1to 5 of its charges as an action to cast either the
thunderwave or magic missile spell from it at a spell level equal
to the number of expended charges, using your spellcasting
modifier and spell save DC.

HASTY SUGARBOMB
Wondrous item, uncommon

This enchanted sweet can be eaten using an action to in-
crease your movement speed by s feet for 1 hour.

Upset stomach. You can only be under the effects of 1
sugarbomb that has this feature at a time. Eating a sugar-
bomb that has this feature while under the effects of another
one causes the effects of the first sugarbomb to immediately
end and be replaced by the new one’s. This rapid change is
difficult to stomach, forcing you to make a DC 13 Constitu-
tion saving throw. On a failed save, you gain the effects of
the new sugarbomb, but become poisoned for 1 minute. On
a success, you gain the effects of the new sugarbomb and are
not poisoned.

Hasty SucarBOMB

HALBERD OF THE
Peacock

HarP oF VaLOR




HAT TRICK
Wondrous item, uncommon

This gaudy purple hat allows the wearer to perform some
minor magical feats. The hat has 3 charges and regains 1
expended charge daily at dawn. While holding the hat,
you can expend 1 of its charges as an action to cast the find
familiar spell from it, pulling the familiar from the hat. The
summoned familiar must take the form of either a rabbit or
dove, using the statistics for a weasel or owl, respectively.
The familiar remains for up to 1 minute, instead of its normal
duration, and cannot be used to deliver spells.

In addition, while wearing the hat, you can use an
action to cast the prestidigitation spell from it. When cast
in this way, the spell can only be used to create harmless,
illusory effects.

HcoR’UK THE COLOSSAL’'S PORTABLE
HANDHELD WEAPON OF WALLOPING
Weapon (flail), very rare (requires attunement)

This flail has the two-handed, heavy, and reach properties.
Attacks made with the flail deal an extra 1d8 bludgeoning
damage, or 2d8 if the target is a structure. When you roll a

20 on an attack roll made with this magic weapon against a
Huge or smaller creature, that creature must succeed on a DC
16 Strength saving throw or be knocked prone.

The rope and boulder that make this weapon are magical-
ly attached and can’t be separated. The boulder weighs 200
pounds but is effortless for you to lift once you attune
to the weapon.

HEeART OF THE
SLEEVELESS

Hcor'uk THE CoLossAL's
PortABLE HANDHELD
WEAPON OF WALLOPING

HEALING ARROW
Weapon (an arrow or bolt), uncommon

This magic ammunition is made by the elder clerics of nature
and hunting deities. An attack made with this ammunition
deals no damage to any target hit by it. When you hit a crea-
ture other than yourself with this ammunition, that creature
regains hit points equal to 2d4 + your Dexterity and Wisdom
modifiers (minimum 1). If the target is a friendly creature,
you have advantage on the attack. Once it hits a creature, this
ammunition dissolves into pure healing magic before it’s de-
stroyed. This ammunition has no effect on undead creatures
or constructs.

HEART OF THE SLEEVELESS
Wondrous item, common

This vest is made from a luxurious, silky material that seems
to always make the wearer appear more fit. The clothing
gently hugs the wearer, redistributing weight and muscle

to flatter and accentuate their physique. It seems to deflate
sadly once taken off.

While worn, the fabric’s color changes with the wearer’s
mood or flash of emotion. Refer to the table below for the
vest’s colors when under different emotions. While unworn,
the fabric’s color becomes a muted blue.

Emotion Color
Anger Red
Anticipation Orange
Joy Yellow
Love Lime
Fear Green
Sadness Blue
Disappointment Indigo
Disgust Purple
Jealousy Black
Surprise White
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HeLLFIRE PITCHFORK

HeLMsmAN's
SHELTER

HELLFIRE PITCHFORK
Weapon (trident), very rare (requires attunement)

This menacing, black iron trident is warm to the touch,
weighs 10 pounds, and has the heavy property. As a result

of its weight, this trident has a normal throwing range of 15
feet and a long range of 45 feet. You gain a +1 bonus to attack
and damage rolls made with this magic weapon, and it deals
an extra 1d8 radiant damage to any target it hits. While the
trident is within 6o feet of you, you can speak its command
word as a bonus action to cause it to disappear in a puff of
smoke and reappear in one of your open hands. If you speak
the trident’s command word immediately after making
aranged attack with it, it erupts in a 5-foot-high pillar of
flame, instead of smoke, before it reappears in your hand.
Any creature within the same space as the trident when it
erupts in this way must succeed on a DC 16 Dexterity saving
throw or take 1d8 fire damage.

HELM OF HEROES
Wondrous item, rare (requires attunement)

You gain a +1 bonus to AC if you're wearing no armor while
wearing this helmet. You can still use a shield and gain
this benefit. In addition, while wearing no armor, the helm
becomes suffused with glory and glimmers for 1 minute
whenever you roll a 20 on an attack roll. While the helm is
glimmering in this way, you gain temporary hit points at
the start of each of your turns equal to half your level, and
friendly creatures within 10 feet of you can’t be frightened.

g
4.

Hexaxe

HELMSMAN’S SHELTER
Armor (shield), rare (requires attunement)

This magic shield offers a degree of control over the seas.
You gain a +1 bonus to your AC while wielding this shield in
addition to the shield’s normal bonus to AC. While attuned
to the shield, you're proficient with water vehicles.

This shield has 5 charges and regains all expended charges
daily at dawn. While holding the shield, you can expend 3 of
its charges to cast the control water spell (save DC 15) from it.
Alternatively, you can use an action to expend 1 of its charges
to magically take control of a water vehicle you can see
within 300 feet of you that has a rudder. When you do, if that
water vehicle has a creature currently controlling its rudder,
you must make a Strength (Athletics) check contested by the
other creature’s Strength (Athletics) check. If you win the
contest, you wrestle control away from the creature and can
alter the direction of the vehicle by up to 9o degrees. If there
is no creature controlling the direction of the water vehicle,
you automatically succeed on this contest. You maintain
control of this vehicle until the start of your next turn.

HEXAXE

Weapon (handaxe), uncommon (requires attunement by a
warlock)

This handaxe amplifies curses bestowed on its enemies. The
weapon has 3 charges and regains all expended charges daily
at dusk. While you’re holding the axe and are forced to make
a Constitution saving throw to maintain concentration on
awarlock spell, you can use your reaction to expend 1 of the
axe’s charges to add your Charisma modifier to the total of
the saving throw.

You gain a +1 bonus to attack and damage rolls made with
this magic weapon against creatures under the effects of a
warlock spell you cast that requires concentration.

“' HeaLine ARROW
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fo name It that? HURRICANE LANCE

Weapon (lance), very rare (requires attunement)

You gain a +2 bonus to attack and damage rolls made with
this magic weapon.

The lance has 4 charges and regains 1d4 expended charges
each day at dawn. You can expend 1 charge as an action to
surround yourself with a flurry of wind that lasts for 1 min-
ute. While surrounded by this wind, you can take the Disen-
gage action using a bonus action. You can expend a second
charge of the weapon (no action required) while surrounded
by the wind to extend the effect to any mount you're current-
ly riding. If you dismount or are forced off your mount, the
effect fades from it. The effect ends early if you fall uncon-
scious or are no longer wielding the lance.

In addition, you can use the lance to cast the thunderwave
spell at 3rd level (save DC 16). Once this property of the
lance has been used, it can’t be used again until the
following dawn.

Ice SickLe

ICE SICKLE
Weapon (sickle), uncommon

This magic sickle from the Everglacier is perpetually covered
in tiny, needle-like icicles along its edge that reform almost
as soon as they’re gone. The first target hit by this weapon
on each of your turns takes an extra 1d6 cold damage from
the attack.

INFERNAL AEGIS

IMMOVABLE BUTTON
Wondrous item, common

As a bonus action, you can press this iron shirt button
against a piece of fabric and speak its command word,
“hold”. When you do, the button magically attaches to the
cloth, fixing itself in place even if it is defying gravity. The
button must be attached to a piece of fabric that is either
unworn or worn by a willing creature. It can hold up to 500
pounds of weight and magically prevents the cloth from
tearing due to tension. More weight causes the button to
deactivate and fall.

A creature can use an action to make a DC 20 Strength
check, moving the fixed button up to 10 feet on a success.
A creature can make a DC 10 Intelligence (Investigation)
check to determine that this button is magical, and if already
activated, knows that the fabric around the button can be
cut away. The button remains fixed in place for 1 minute
before falling. The button’s magic is lost once it’s been used
IMMovABLE BuTTON in this way.

HURRICANE

INFERNAL AEGIS
LANCE

Armor (shield), very rare (requires attunement)

While holding this shield, you can speak its command word
as a bonus action to cause it to become wreathed in harm-
less, magical flames. The flames cast bright light in a 2e-foot
radius and dim light for another 20 feet. The flames last until
you speak its command word again as a bonus action or until
you drop or doff the shield.

While holding the shield, you have a +1 bonus to AC as
well as resistance to fire damage. This bonus is in addition to
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the shield’s normal bonus to AC. In addition, the shield has

4 charges and regains 1d4 expended charges daily at dawn. IRONLEAF MAuL OF
While the shield is ablaze, you can expend 1 or more of its ENTANGLEMENT
charges to cast the fire shield (2 charges, warm shield only) or

hellish rebuke (1 charge, save DC 16) spell from it.

INFERNO ROPE

c IroNLEAF OAKEN Y
Wondrous item, uncommon

SHIELD

This 10-foot long rope smells of sulfur and crackles with
embers when moved. As an action, you can lay the rope down
in a line next to you on solid ground and speak its command
word to magically set it ablaze. When you do, the rope
becomes a 15-foot tall wall of fire along its length. The
flames are visible, but not opaque, and are 1 inch thick.
Creatures within 5 feet of the flames when it’s ignited must
succeed on a DC 13 Dexterity saving throw or take 2d4 fire
damage. A creature setting the rope ablaze automatically
succeeds on this saving throw. The flames burn for 1 minute
and cast bright light in a 15-foot radius and dim light for
another 15 feet. A creature must make a DC 13 Dexterity
saving throw when it crosses the line of fire for the first time
on its turn or ends its turn there. On a failure, the creature
takes 2d4 fire damage.

The rope rematerializes at the base of the flames after 1
minute. Once the rope has been lit, it can’t be used again
in this way until the next dawn. The rope can only be cut
by magical means and becomes a nonmagical length of
rope once cut.

IRONLEAF MAUL OF
ENTANGLEMENT
Weapon (maul), rare (requires attunement)

Despite the head of this maul being made from vines, it
seems impossibly solid and carries with it a formidable heft.
You gain a +1 bonus to attack and damage rolls made with
this magic weapon. The maul has 3 charges and regains 1d3
expended charges each day at dawn. When you hit a Medium
or smaller target with the maul, you can expend a charge to
force it to make a Strength saving throw. On a failure, it takes
1d6 piercing damage and is restrained by thorny vines until
the end of its next turn. The DC for this property is equal to 8
+ your proficiency bonus + your Strength modifier.

IRONLEAF OAKEN SHIELD
Armor (shield), uncommon (requires attunement

by a druid) IRONSKHOD

This reinforced wooden shield is covered with ironleaf vines TROTTERS
that grant you extra protection. You gain a +1 bonus to your

AC while wielding this shield in addition to the shield’s

normal bonus to AC. In addition, the wooden shield reforms

itself to fit you whenever you transform into a beast while

holding it. When you do, the ironleaf vines and wooden

shield latch onto your bestial form, granting you a +1 bonus

to your AC while transformed in this way.

INFERNO RoPE



JOTUN'S
JODHPURS

IRONLEAF PLATE
Armor (plate), very rare (requires attunement)

This set of armor gives you a +1 bonus to your AC and is
lined with ironleaf vines. While wearing this armor, the vines
seem to support and quiet its normally loud movements,
allowing you to make Dexterity (Stealth) checks without
disadvantage. In addition, the vines dampen the impact
you receive from blunt force, granting you resistance to
bludgeoning damage.

If you take fire damage, the leaves wither for 1
minute. While the leaves are withered, you gain none
of their benefits.

Mantle of the Wild. While wearing this armor, you can
use an action to cast the pass without trace spell from it.
Once used, this property can’t be used again until the
following dawn.

IRONSHOD TROTTERS
Wondrous item, uncommon (requires attunement)

These boots have iron horseshoes embedded in their soles.
When you take the Dash action to run while wearing the
boots, you can move an extra 10 feet.

As an action, you can click the boots together to cast
the polymorph spell on yourself to transform into a riding
horse. The horse has a carrying capacity of 480 pounds and a
walking speed of 60 feet. Your game statistics are replaced by
the riding horse’s statistics, but you retain your alignment,
personality, and Intelligence, Wisdom, and Charisma
scores. You also retain all of your skill and saving throw
proficiencies, in addition to gaining those of the creature.
Your gear melds into the new form. You can’t activate, use,
wield, or otherwise benefit from any of your equipment
while transformed. Any bags you were carrying do not meld
into your new form, and are magically draped over your
torso as saddlebags.

You remain in this form for up to 8 hours or until you end
it as action. Taking any damage while transformed causes
you to revert to your normal form early and take the damage
as normal. Once this property of the boots has been used,
it can’t be used again until the next dawn.

JOTUN’S JODHPURS
Wondrous item, rare

While wearing these pants, you count as one size smaller
when riding a nonhumanoid creature as a mount if you
aren’t wearing heavy armor.

KILLSKULL LONGBOW OF DREAD
Weapon (longbow), rare (requires attunement)

This magic longbow is adorned with a bear skull and claws.
The bow holds up to 4 charges and gains 1 charge whenever
you reduce a Small or larger creature to @ hit points with it.
For each charge the bow has, a small, etched line appears on
the bear skull adorning the weapon. An etched line vanishes
from the skull when its charge is expended.

When you hit a creature with a ranged attack using this
weapon, you can expend 1 of its charges to cause that crea-
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KNIGHT'S STANDARD OF VALOR

KNIGHT'S STANDARD
oF VIRTUE
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ture to take an extra 1d8 psychic damage and make a DC 15
Wisdom saving throw. On a failure, the creature is fright-
ened of you for 1 minute. The creature can repeat the saving
throw at the end of each of its turns, ending the effect on
itself on a success.

KINDLE EGG SUGARBOMB
Wondrous item, uncommon

When you eat this spicy chocolate sweet as an action, you
gain resistance to fire damage and can tolerate cold tempera-
tures as low as o degrees Fahrenheit without any additional
protection for 1 hour.

Upset stomach. You can only be under the effects of 1
sugarbomb that has this feature at a time. Eating a sugar-
bomb that has this feature while under the effects of another
one causes the effects of the first sugarbomb to immediately
end and be replaced by the new one’s. This rapid change is
difficult to stomach, forcing you to make a DC 13 Constitu-
tion saving throw. On a failed save, you gain the effects of
the new sugarbomb, but become poisoned for 1 minute. On
a success, you gain the effects of the new sugarbomb and are
not poisoned.

KNIGHT’S STANDARD OF VALOR
Weapon (halberd), rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. While wielding this halberd, you radiate
fervor and valor. You and other friendly creatures within 10
feet of you are considered proficient in saving throws made
to resist becoming frightened. In addition, when an allied
creature other than you starts its turn within 1e feet of you,
that creatures gains a 5-foot bonus to their movement speed
until the end of their turn.

You can concentrate on the weapon’s flag over the course
of 1 hour to change its design and color.

KNIGHT’S STANDARD OF VIGOR
Weapon (pike), rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. While wielding this brass pike, you
radiate health and vitality. You and other friendly creatures
within 10 feet of you are considered proficient in saving
throws made to resist becoming poisoned. In addition, when
an affected creature other than you regains hit points while
in combat from a spell or potion, you can use your reaction
to cause that ally to regain an extra 1d6 + 2 hit points.

You can concentrate on the weapon’s flag over the course
of a short rest to change its design and color.

KNIGHT’S STANDARD OF VIRTUE
Weapon (glaive), rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. While wielding this decorated glaive,
you radiate righteousness. You and other friendly creatures
within 10 feet of you are considered proficient in saving
throws made to resist becoming charmed. In addition, when
a friendly creature you can see within 10 feet of you takes
damage, you can use your reaction to magically reduce the



damage they take by up to 5. When you do, you take force
damage equal to the amount of damage you reduced in
this way.

You can concentrate on the weapon’s flag over the course
of a short rest to change its design and color.

KNOCKING BoOOTS
Wondrous item, uncommon

These steel-toed boots of dwarven make are adorned with an
embossed key on the toe. As an action, you can kick an object
that contains a mundane or magical means of preventing
access to cast the knock spell on it using the boots. Once this
property of the boots has been used, they can’t be used again
in this way until the following dawn.

KRAKEN’'S WHIP
Weapon (whip), uncommon

This whip is made using the shrunken tentacle of a great sea
creature. It still writhes slightly on its own.

As an action, you can force a creature you can see within
10 feet of you to make a DC 13 Strength or Dexterity saving
throw (their choice). On a failure, the creature is grappled
by the whip’s tentacle and takes 1d4+2 bludgeoning damage.
The affected target or another creature can use an action to
reattempt the saving throw, escaping the grapple upon a suc-
cess. While grappled, the creature takes 1d4+2 bludgeoning
damage at the end of each of its subsequent turns.

You can’t use the whip to attack while grappling a creature
with it in this way. While holding the whip, you can end the
grapple at any time (no action required), and your movement
speed is halved when you move more than 10 feet away from
the grappled creature as you drag it along behind you.
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LANCE OF THE HUNGERING DEAD
Weapon (lance), very rare (requires attunement)

This magical, gruesome lance can drain the life force from
another creature. The first time on your turn when you hit

a hostile living creature with a melee weapon attack using
the lance, you deal an extra 1d12 necrotic damage. You gain
temporary hit points equal to half the necrotic damage dealt,
rounded up. Temporary hit points gained from this attack
fade after one hour.

LEECHING QUARTERSTAFF
Weapon (quarterstaff), rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. This quarterstaff has 6 charges and
regains 1d6 expended charges daily at dawn. When you hit a
target with this weapon, you can expend 1 of its charges to si-
phon away some of the target’s life force to deal an extra 1d6
necrotic damage with the attack. You regain health equal the
amount of necrotic damage dealt in this way. This property
has no effect on undead creatures or constructs.

LANCE OF THE
HunGerING Deap

LeecHING
QUARTERSTAFF
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LIAR’SLYRE

Wondrous item, uncommon (requires attunement
by a bard)

This magical lyre’s strings reverberate with enchantment
magic when you tell lies, allowing you to deceive other
creatures more easily. You have advantage on Charisma (De-
ception) checks you make when you spend at least 1 minute
attempting to convince a creature of a lie. In addition, if you
cast the vicious mockery cantrip while holding the lyre, the
spell save DC is increased by 1. You are proficient with this
lyre while you’re attuned to it.

LIGHTNING PYLONS
Rod, rare

These 3-foot-long rods are made using a blend of magic and
science and normally come in sets of three. The pylons are
tipped with a fragment of a blue dragon’s horn. A lightning
pylon can extend electricity to any neighboring pylons to
create an electrical barrier between them. Each pylon has
an electrical charge. Once a charge has been lost, it takes 12
hours to recharge.

You can place a pylon upright in an unoccupied space
within 5 feet of you using an action. If a pylon has an elec-
trical charge, you can speak its command word as a bonus
action if you’re within 5 feet of it. When you do, that pylon is
electrified for 1 minute and loses its electrical charge at the
end of that minute. Any other pylon with an electrical charge
placed within 20 feet of an electrified pylon also becomes
electrified, creating a wall of lightning between them that
is 10 feet tall and 1 foot thick. The wall is opaque and casts
bright light out to 10 feet and dim light for an additional

LocksMmiTH's
BaNE

LiAR's LYRE

10 feet. You can have up to 6 pylons connected in this way
at one time. Electrified pylons are magically bound to the
ground until they lose their charge.

When the wall appears, each creature within its area must
make a DC 15 Dexterity saving throw. On a failure, a creature
takes 5d8 lightning damage and its speed is reduced to o
until the start of its next turn. On a success, a creature takes
half as much lightning damage and its speed is halved in-
stead. Creatures made of metal or wearing metal armor have
disadvantage on this saving throw. A creature that enters the
wall for the first time on its turn or ends its turn within s feet
of it must also make the saving throw.

Each magic pylon has AC 15 and 20 hit points. A creature
that touches an electrified pylon or hits it with a melee metal
weapon takes 1d8 lightning damage for each pylon connect-
ed to it, including itself. When a pylon is reduced to o hit
points, it falls over and loses its electrical charge, ending any
connection it has to other pylons. A pylon reduced to o hit
points can’t be used again until 2 days have passed, at which
point it regains all its hit points.

LOCKSMITH'S BANE
WO?’ldTOHS item, uncommon

This silver lockpick twists and reorients itself to more easily
open locks. You gain a +3 bonus on ability checks you make
with this tool in order to pick open alock. If youroll a1 on an
ability check in this way, the pick casts the knock spell on the
lock before it turns to dust and is destroyed.

If you roll a1in this way and use an ability to reroll the
die or otherwise change the result, the item becomes a non-
magical, mundane lock pick but does not cast the spell
or disintegrate.



LOVE’S EMBRACE
Weapon (greatsword), legendary (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. This weapon can be attuned to by two
friendly creatures together over the course of a long rest. If
the weapon is attuned to by two creatures in this way, the
weapon’s attack and damage bonus becomes +2 instead.

This greatsword is made of two long scimitars that are
held together by a powerful, unidentifiable magic. You can
speak the weapon’s command word using a bonus action to
separate it into a pair of scimitars or recombine them into
the greatsword. If you are not already holding it when you
speak the weapon’s command word and are on the same
plane of existence as it, you can choose to summon either
one or both scimitars to your hand as individual blades or as
the combined greatsword.

The scimitars have the thrown property with a normal
range of 20 feet and a long range of 60 feet when separated.
The scimitars deal piercing damage when thrown.

Each scimitar also has its own elemental effect — ei-
ther fire or cold — that inflicts an extra 1d6 fire or 1d6 cold
damage with each strike, depending on which sword you hit
with. When you hit with an attack using the greatsword, the
target takes both fire and cold bonus damage from the attack.

Each attuned creature can cast the fire shield spell once at
4th level without expending a spell slot. You do not need
material or somatic components when casting it in this way.
Once you cast this spell, you cannot cast it again until the
following dawn.

Love's EMBRACE

Maema War Pick

MammoTH Boots

MAGEPLATE CAP

Wondrous item, rare (requires attunement by a wizard
or sorcerer)

This pointed hat is fitted with chain and metal that have been
enchanted with abjuration magic. The cap has 2 charges and
regains 1 expended charge daily at dawn. While wearing the
cap, you can use an action to expend 1 of its charges to cast
the mage armor spell from it, targeting only yourself. When
the spell is cast in this way, the arcane armor appears plate-
like and changes your base AC to 15 + your Dexterity modifier
instead of the spell’s normal change to your AC.

MAGMA WAR PicK
Weapon (war pick), rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. The war pick deals an extra 1d4 fire dam-
age to any target it hits.

This weapon has 3 charges and regains 1d3 expended
charges each day at dawn. When you hit a target that is either
made of metal or wearing metal armor, you can expend 1
charge to inflict an extra 2d8 fire damage to the target.

MAMMOTH BOOTS
Wondrous item, uncommon

These magical boots are as sturdy as the feet of a mammoth.
Your weight increases by se pounds while wearing these
boots, although you don’t feel any different, and you ignore
difficult terrain caused by snow or ice. In addition, whenever
you're pushed against your will, the distance you would be
moved is reduced by s feet.
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MANTLE OF THE PACK LORD
Wondrous item, rare

While you wear this enchanted pelt cloak, if a creature would
gain advantage on an attack against you due to having its ally
within 5 feet of you, it makes the attack without advantage.

MASK OF DENDALLEN
Wondrous item, very rare (requires attunement)

This skull mask covers the top of your face and offers several
benefits while worn. The mask has 5 charges and regains all
expended charges daily at dusk. While wearing the mask,
you can use an action to expend 1 of its charges to cast one

of the following spells from it (save DC 16): bestow curse,

fear, speak with dead, or tongues. You have advantage on
Constitution saving throws you make in order to maintain
concentration on a spell you cast in this way. In addition, you
can read all writing.

Curse. When you place this mask over your face for the
first time, make a DC 16 Intelligence saving throw. On a
success, you are aware of the curse’s effects and can immedi-
ately remove the mask before it extends the curse to you. On
a failure, you take 5d1e psychic damage as the curse extends
to you and magically latches onto your face. As long as you
remain cursed, the mask can’t be removed unless targeted
by the remove curse spell, and the skin surrounding the mask
is riddled with blackened veins and sickly gray skin. While
wearing this mask, you can’t smell or taste anything and
automatically fail any check relying on smell or taste. Your
voice also changes. Use the table below to determine the new
voice. In addition, whenever you roll a 1 on an ability check,
saving throw, or attack roll, you take 1d1e psychic damage.

MANTLE OF THE Pack Loro

Mask oF
DeNoALLEN

dé Change to your voice

1 Yourvoice deepens and does not echo.

2 Yourvoice becomes raspy and overly enunciates conso-
nant sounds.

3 Your voice becomes quiet, almost a whisper, but can still
be heard as if it were spoken at a normal volume.

4 Your voice becomes high pitched, and your
laugh maniacal.

5  Your words become slurred, as if your tongue is suddenly
too large for your mouth, and your spit releases a faint
hiss when it escapes your mouth.

6  Your voice becomes that of another ally’s and changes
each time you finish a long rest.

MASK OF THE PACT BEARER

Wondrous item, uncommon (requires attunement
by a warlock)

This mask looks like a normal wooden mask before it’s
attuned to. When you attune to this mask, your otherworldly
patron’s lingering presence over you magically reshapes it
to represent the visage of your patron. While you wear this
mask, you can cast one spell from your patron’s expanded
spell list without expending a spell slot. The spell must be
of alevel equal to or less than your warlock spell slot level.
A spell cast in this way is always cast at its lowest level,
regardless of your normal warlock spell slot level. Once the
mask has been used in this way, it can’t be used again until
the next dawn.

MASTER MACHINIST'S
MARVELOUS MALLET

'HE GRIFFON'S SADDI



MASTER MACHINIST'S MARVELOUS
MALLET
Weapon (light hammer), rare (requires attunement)

This immaculate silver hammer is polished to a mirror finish.
You gain a +1 bonus to attack and damage rolls made with
this magic weapon. The weapon has 7 charges and regains
1d6 + 1 expended charges daily at dawn. As an action, you can
touch an object with the hammer and expend 1 of its charges
to cast the mending cantrip from the hammer on the object.
Casting mending in this way affects an area up to 5 feet on a
side, instead of 1 foot. Alternatively, you can expend 3 of its
charges as a bonus action while touching a creature’s armor
with the hammer to temporarily enchant it. The enchant-
ment lasts for 1 minute and grants the armor’s wearer a +1
bonus to its AC in addition to the armor’s normal bonus to
AC, if any. A creature can only be affected by one of these
enchantments at any time.

MASTERY GEM
Wondrous item, legendary

This red gemstone seems to glint with some sort of liquid
inside. The gem is impervious to attacks and damaging
effects. The gem contains magic absorbed from countless
other sources that it uses to overpower the requirements of
certain item attunements. While holding this gem against an
item with an attunement requirement you don’t meet, you
can ignore that requirement and attune to the item anyway.
The item can’t be a legendary item or artifact. The gem fuses
to the surface of the item and encases the area around itina
crystalline shell.

You can unattune to the new item as normal, even if the
item is cursed. Unattuning to a cursed item in this way
breaks the curse’s effects on you. When you unattune to an
item in this way, the gem detaches from the item, allowing
you to use it on another one. The crystalline shell remains
on the unattuned item. When you remove the crystal in this
way, it takes the item’s magic with it: turning the unattuned
item into a mundane and nonmagical item.

MEMENTO OF THE SHAPELESS

Weapon (any melee weapon without the reach or heavy
property), legendary (requires attunement)

This weapon was forged using the preserved remains of an
ancient mimic. You gain a +2 bonus to attack and damage
rolls made with this magic weapon.

As a bonus action, you can speak the weapon’s
command word to reshape it into ( * ) any melee weapon
with which you're proficient that does not have the reach
or heavy property.

When you hit a creature with this weapon, you can also
attempt to grapple it (save DC 13) by channeling the weapon’s
natural pseudopod form. While grappling a creature in this
way, you can’t attack or grapple another. Releasing the weap-
on frees the creature.

Pseuperpod. As an action, choose a creature within 3o feet
and make a melee attack against it using the weapon. The
weapon stretches towards your target as a pseudopod, ignor-
ing half and three-quarters cover, and deals 6d8 bludgeoning

MEMENTO OF THE
SHAPELESS
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MIRRORLIGHT PIERCER

MIRRORLIGHT EDGE

damage if it hits. After the attack, the weapon retracts back
into its previous form. If you attempt to grapple the target
with the attack, the save DC increases to 15 for this attack.

If the creature fails, it is dragged up to 15 feet closer to you
before being released from the weapon’s grasp. If it failed the
saving throw by 5 or more, it is dragged up to 30 feet closer
to you and remains grappled. Once you've used this feature,
you can’t use it again until 12 hours have passed.

Limb replacement. If you’re missing an arm or forearm,
you can graft the weapon to you in its place. If you do, the
weapon changes and reforms to match the missing limb.
You can add your proficiency bonus to any Strength (Athlet-
ics) checks you make using the limb, or double the bonus if
you're already proficient. You can alter the arm’s form to turn
it into a weapon as needed.

MERRY BERRY
Wondrous item, common

This small fruit is highly sought after by cooks and sweet-lov-
ers everywhere, both for its flavor as well as its unique senso-
ry-enhancing properties. Eating a berry raw yields a taste and
texture like that of a rich shortbread: the perfect way to end a
day of adventure or travel.

Cooking the berry, whether it be in a cuisine or simply
roasted over a campfire, brings out more uncommon effects.
When properly cooked, a creature that eats the fruit gains
advantage on all Wisdom and Intelligence checks based on
smell or taste for the next 24 hours, as well as advantage on
ability checks using cook’s utensils.

Overcooking the fruit not only cooks out the berry’s bene-
fits, but also results in a soggy and overall bland dish.

MIRRORLIGHT EDGE
Weapon (scimitar), rare (requires attunement)

This roughly hewn crystal sword bends light in unexpected
and dangerous ways. As an action, you can speak the
scimitar’s command word to cause it to emit up to 2 ghostly
projections of itself. The sword can have up to 2 of these
projections at any time, which last until you dismiss them
(no action required). When swung, the ghostly projections
make the sword difficult to see. When you make an attack
with the sword and miss while it has at least 1 projection, you
can dismiss one of its projections to reroll the attack. You
must use the new roll.

When you hit a target with this weapon while it has at
least 1 projection, the ghostly projections become razor
sharp. Targets hit by the sword take an extra 1d4 slashing
damage for each projection the sword has.

The sword emits dim light in a 10-foot radius while it
has 1 projection and 20 feet while it has 2. Sheathing the
scimitar contains the projections and their light without
dismissing them.

MIRRORLIGHT PIERCER
Weapon (spear), very rare (requires attunement)

This crystalline spear bends the light it generates in such
a way that it becomes tangible. While you hold the spear
in one hand and have another hand free, you can speak the
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MOCKINGBLADE

spear’s command word as an action to cause it to create a
ghostly projection of itself in your free hand. Both the spear
and its projection have the light property. When you use an
action to create a projection in this way, you can make one
weapon attack with either the spear or projection as part of
that action. The projection lasts for 1 minute or until you
dismiss it using a bonus action or until a creature other than
you holds it. If you drop or stow the crystalline spear, the
projection disappears until you hold the spear again.

If you make a ranged attack with the projection, it disap-
pears after it hits or misses a target. If you're still holding the
crystalline spear when this happens, it magically recreates
the projection in your open hand again (no action required).

You gain a +2 bonus to attack and damage rolls made with
this magic weapon and its projection. The spear can only
have 1 projection active at a time. While it has a projection,
both the spear and projection cast bright light in a 10-foot
radius and dim light for an additional 10 feet. If you don’t
have an open hand when the spear creates a projection, the
projection is dismissed.

MOCKINGBLADE

Weapon (shortsword), uncommon (requires attunement
by a bard)

This magic sword helps you more effectively add insult to
injury. The sword has 6 charges and regains 1d4 + 2 expend-
ed charges daily at dawn. When you hit a creature with this
weapon, you can immediately use a bonus action to expend

1 of its charges to cast the vicious mockery spell from it, using
your spell save DC, against that creature. When you do, any
words you use to insult the creature appear written along the
blade for 1 minute or until replaced by a new insult.

MonNocLE oF CLARITY

When a creature rolls a 20 on a saving throw against a
vicious mockery spell cast from the blade in this way, the face
adorning the sword’s hilt screams insults at you instead until
the end of your turn. The insults are audible out to 30 feet
and are directed at your deepest insecurities and regrets. Any
creature that hears these insults is made aware of your weak-
nesses, granting it advantage on its next attack roll against
you until the start of your next turn. Once the sword screams
at you in this way, it can’t be used to cast the vicious mockery
spell again until 1d4 days have passed.

MONOCLE OF CLARITY
Wondrous item, rare

This single lens has three filters that you can peer through.
You can change the monocle’s filter by rotating its outer
ring. A small arrow along the edge of the frame indicates the
monocle’s selected filter. The monocle has 4 charges and re-
gains 1d3 + 1 expended charges daily at dawn. While wearing
the monocle, you can expend 1 of its charges as an action to
activate one of the following filters and gain various benefits.
The effects last for 1 hour while you continue to wear the
monocle or until you change its filter.

Filter of Comprehend Languages. When you peer
through this filter, you can read and comprehend any written
language as per the written language portion of the compre-
hend languages spell.

Filter of Darkvision. While looking through this filter,
you have darkvision out to a range of 60 feet.

Filter of See Invisibility. When gazing through this filter,
you see invisible creatures and objects as if they were visible.




MONSTERBANE LASHER
Weapon (whip), very rare

This mithral whip was once used by a powerful monster
hunter. You gain a +1 bonus to attack and damage rolls made
with this magic weapon. In addition, targets hit by the whip
take an extra 1d4 slashing damage from its attacks.

The whip has 7 runes on its handle that correspond to
different damage types: acid, cold, fire, lightning, poison,
radiant, or thunder. When you hit a creature with a melee
attack using this weapon, you can channel 1 or more of the
runes to deal an extra 2d4 damage of the type or types that
correspond to the channeled runes. For example, you can
channel 2 runes to add 2d4 acid and 2d4 fire damage to an
attack against a troll, or 1 rune to add 2d4 thunder damage to
an attack against a clay golem. Once you add a damage type
to an attack in this way, you can’t add that type again until
the following dawn.

NIGHTSTALKER'S
KanaBO

MOONSWADDLED ARMOR
Armor (any light armor), rare

This comfortable set of armor grants additional protection NECRoLACE

and respite when worn at night. You gain a +1 bonus to AC
while wearing this armor between dusk and dawn, and when
you would normally roll 1 or more Hit Dice to restore hit
points when taking a short rest after dusk, you instead use
the highest number possible for each Hit Die spent.

NECROLACE
M Wondrous item, rare (requires attunement by a spellcaster)
N This necklace allows you to absorb the life energy of crea-

tures you slay. When you reduce a Small or larger creature
who is hostile toward you to o hit points, the necklace emits
a faint glow and gains 1 charge. The necklace can hold up

to 3 charges and contains 1d3 charges when found. You can
expend 1 or more charges as a bonus action to turn death into
life. You take 1d8 necrotic damage for each expended charge
and heal another creature you can see within 30 feet of you
for twice the amount of necrotic damage you took. This dam-
age ignores resistance and immunity.

If this damage reduces you to o hit points, you’re stable
but unconscious. When this happens, the creature is healed
for twice the amount of hit points you had remaining before
you fell unconscious.

NIGHTSTALKER'S KANABO
Weapon (greatclub), very rare (requires attunement)

This studded greatclub once belonged to a hungering oni OMENBRINGER'S
who excelled at subterfuge. You gain a +1 bonus to attack and
damage rolls made with this magic weapon, which has the
heavy property. When you hit a sleeping creature with this
weapon, that creature takes an extra 2d8 psychic damage
from the attack. In addition, when you roll a 20 on an attack
roll with this weapon, the target of the attack must succeed
on a DC 16 Constitution saving throw or magically fall asleep
until the end of your next turn, the sleeper takes damage, or
a creature uses an action to shake or slap the sleeper awake.

MANTLE
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While the target is asleep, it is unconscious. Undead and
creatures immune to being charmed automatically succeed
on the saving throw.

The weapon has 3 charges and regains 1d3 expended
charges daily at dusk. While holding the weapon, you can
expend 1 of its charges as a bonus action to cast either the
invisibility (targeting only yourself) or sleep (3rd-level version)
spell from it.

NuLL CHALK
Wondrous item, very rare

This drab pouch contains 1d4 + 1 sticks of dull gray chalk. The

chalk feels slightly tingly to the touch.

MONSTERBANE As an action, you can touch 1 of the sticks of chalk to the
LASHER . ground, wall, or ceiling to magically create a line that is up

\ to 50 feet long and 1 foot thick. The line extends from your

location in the direction and shape of your choice. You can

MOONSWADDLED ARMOR shape the line in any way you choose so long as it makes

one continuous path along the surface or similar adjacent

surfaces. Once a stick of chalk has been used in this way, it

disintegrates into a pile of fine, nonmagical powder.

Magical effects can’t cross this line. The line’s effect ex-
tends 20 feet perpendicularly from the surface on which the
line is drawn. Targets on the other side of the line are con-
sidered to have full cover for the purpose of being targeted
by spells or magical effects. Magical items that cross the line
become mundane and nonmagical for 1 round.

The first time a celestial, elemental, fey, fiend, or undead
creature attempts to cross the line on a turn, that creature
must make a DC 16 Charisma saving throw. On a failed save,
the creature’s movement speed becomes o until the start

of its next turn, is forced backward up to 10 feet away from N
the line, and takes 2d8 force damage. On a successful save,
a creature takes half as much damage, and its speed is unaf- )

fected as it passes through the line. If the line cuts through
a creature’s space when it appears, the creature is pushed to
one side of the line (your choice).

This effect lasts for 8 hours or until a break of at least one
foot is made in the line, which causes it to instantly lose
all magical properties. A creature can spend 1 minute to
smudge, smear, erase, or otherwise remove the line enough
to disable its effects. When targeted by the dispel magic spell,
the line is treated as if it were a 6th-level spell. If the line is
dispelled in this way, its effects are disabled for 1 minute.

OMENBRINGER’S MANTLE
Wondrous item, very rare (requires attunement)

This raven-feathered mantle is almost iridescent. While
wearing this mantle, you have resistance to necrotic damage
and descend 60 feet per round when you fall, taking no dam-
age from falling.

In addition, while wearing the mantle, you can use an
action to cast the find familiar spell from it. When you do,
the familiar takes the form of a raven. If the familiar falls to
o hit points, it can’t be summoned again until the next dusk.
Otherwise, the familiar remains so long as you are attuned
to the mantle.

NuLL CrALK







OVERSHIELD

ORATOR’S QUILL
Wondrous item, common

This red feather quill generates its own mundane ink and acts
on its own as you speak to it. While holding the quill, you
can speak its command word as a bonus action to activate it.
While activated, the quill magically floats upright and writes
the words you speak to it on whatever stationary, nonliv-

ing surface it’s been placed on. When it reaches the edge of
that surface, it begins a new line below before continuing.

If the quill reaches the end of the surface, such as a piece of
parchment, it taps against the surface expectantly until a
new one is provided. You must be within 15 feet of the quill
in order to speak to it. If the quill is behind total cover, it can-
not understand you. If you speak the quill’s command word
again, even if you’re not holding it, the quill deactivates and
falls down. If the quill doesn’t write anything for 1 minute, it
deactivates on its own.

OTYUGH CLOAK
Wondrous item, uncommon (requires attunement)

This gruesome, magical otyugh pelt still holds some of its
natural abilities. A single tendril bearing three eyes hangs
from the back of the cloak’s hood. While wearing the cloak,
you can use an action to telepathically communicate with
a creature you can see within 6o feet of you that can under-
stand a language, sending either simple messages or
images when you do. The receiving creature can’t respond
to these messages.

The tendril hanging from the hood is 3 feet long and offers
some limited articulation. While wearing the cloak, you
can use an action to mentally control the tendril enough to
manipulate a simple object, such as open an unlocked door,
stow or retrieve an item from an open container, or pour the

ORATOR's QuiLL

OuROBOROS
RAPIER

contents out of a vial. The tendril can’t attack, activate magic
items, or carry more than 10 pounds.

In addition, you can raise or lower the cloak’s hood using a
bonus action. While the hood is lifted, you can use an action
to close your eyes and see through the eyes of the tendril.
You can control the tendril while looking through the eyes in
this way. When you do, you have darkvision out to a range of
60 feet. You return to your normal senses when you reopen
your eyes or lower the hood.

OUROBOROS RAPIER
Weapon (rapier), very rare (requires attunement)

You gain a +1 bonus to attack and damage rolls you make
with this magic weapon. Whenever you roll an 8 on the
damage die for an attack made with this weapon, the target
of the attack takes an extra 1d8 poison damage. In addition,
when you roll a 20 on an attack roll with this weapon against
a creature, that creature must make a DC 15 Constitution
saving throw. On a failed save, the creature takes 3d6 poison
damage and is poisoned for 1 minute. On a success, the poi-
son damage is halved and the creature is not poisoned.

OVERSHIELD
Armor (shield), uncommon (requires attunement)

While holding this large shield, you gain a +1 bonus to your
AC. This bonus is in addition to the shield’s normal bonus to
AC. The bonus becomes +2 while you have at least 1 tem-
porary hit point. While you have temporary hit points, the
shield emits a slight blue glow.

In addition, you can channel the heroic resolve within the
shield as an action to gain 1d6 + 8 temporary hit points. Once
this property of the shield has been used, it can’t be used
again until the next dawn.
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PAcCK OF LEVIBUBBLE
SUGARBOMBS
Wondrous item, uncommon

This delicious gum comes in packs of 5 and can be blown
into large, levitating bubbles 1 foot on a side. You need to
chew a piece of this gum for 1 minute before its magic can be
used. Once it’s been chewed for at least 1 minute, you can use
an action while the gum is in your mouth to blow a single
bubble with it. Once you do, you're considered to be under
the effects of the levitate spell as if youd cast it so long as the
bubble stays in your mouth. While the effect doesn’t require
you to concentrate on a spell, it does end early and cause

you to fall if the bubble takes any damage. The effect ends

on its own after 10 minutes, allowing you and the bubble to
float gently down to the ground if you’re still afloat. The gum
becomes nonmagical, albeit still delicious, once this bubble’s
effect ends.

You can blow this bubble and remove it from your mouth
as an action and place it on another creature or object within
5 feet of you. When you do, that creature or object rises 20
feet, vertically, as if under the effects of the levitate spell. An
unwilling creature must succeed on a Dexterity (Acrobatics)
or Strength (Athletics) check contested by your Dexterity
(Acrobatics) or Strength (Athletics) check to resist having
the bubble stuck to them. Creatures and objects floating
in this way can’t change their altitude without popping
the bubble.

PAIR OF TINY VIOLIN RINGS
Ring, common

This pair of golden rings play a sad, sad melody when you
rub the two fingers wearing them together. Creatures that
know the vicious mockery cantrip can use this set of rings as a
somatic component instead of the normal verbal component
required by the spell.

PERMANENT
PARCHMENT

PEPPERMINCE
SUGARBOMB

PEARL OF WISDOM QUIVER
Wondrous item, rare (requires attunement)

This magical quiver is made from the shell of an enormous
oyster. Arrows you pull from it are considered magical and
are coated with a pearlescent, hydrophobic coating. Ranged
weapon attacks made with these arrows ignore the normal
penalties of underwater fighting. These arrows become non-
magical once they hit a target or are held by a creature other
than you. In addition, you can speak the quiver’s command
word to cause it to create a magical pearl. You can hold onto
this pearl or give it to another creature. When a creature with
the pearl makes a Wisdom ability check or saving throw, that
creature can choose to make the roll with advantage. When
it does, the pearl turns to dust. The pearl is visibly magical
and disintegrates on its own after 24 hours if left unused.
Once the quiver produces a pearl in this way, it can’t produce
another one until the following dawn.

PENDANT OF THE TEMPERED FURY
Wondrous item, very rare (requires attunement)

This magic silvered pendant glows with a simmering flame
of rage trapped inside of its clenched fist. Small sparks shoot
out from between the pendant’s metal fingers. The fiery
anger from the pendant tightens your focus and allows you
to shrug off some of the damage you take. If you are wearing
no armor and using no shield while you wear this pendant,
all bludgeoning, piercing, and slashing damage you take is
reduced by 3.

In addition, the pendant has 3 charges and regains 1d3
expended charges daily at dawn. You can use a bonus action
to expend 1 of its charges to ignite your hands in a magical
flame. While lit, your arms and hands cast bright light in a
10-foot radius and dim light for another 10 feet, and your
unarmed attacks deal an additional 1d4 fire damage to any
target they hit. Your hands remain lit for 1 minute or until
you use a bonus action to quench them.

Any flame created by the pendant, whether it be on your
hands or on the pendant itself, is harmless to you. While
your hands are wreathed in fire in this way, your unarmed
strikes are considered magical.

Pair ofF TiNy
ViouiN RiINGS
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PENDANT OF THIEVES SIGHT

PENDANT OF THE
Temprereo Fury

PeRrRIAPT OF REFLECTION

PENDANT OF THIEVES SIGHT
Wondrous item, uncommon

While wearing this pendant, you can read and understand
thieves’ cant. In addition, you can more easily recognize the
patterns used in written and spoken codes, granting you a +5
bonus to any Intelligence check you make to understand a
written or spoken cipher.

PEPPERMINCE SUGARBOMB
Wondrous item, uncommon

This hard, minty sugarbomb slowly dissolves in your mouth
over the course of 1 hour. At any point, you can use a bonus
action to crunch down and break the sugarbomb into tiny,
painful shards. You take 1d6 piercing damage from the
shards, but are temporarily enchanted by the candy. While
enchanted, your piercing and slashing weapon attacks deal
an extra 2 damage to any target hit by them. After 1 minute,
the enchantment fades.

Upset Stomach. You can only be under the effects of 1
sugarbomb that has this feature at a time. Eating a sugar-
bomb that has this feature while under the effects of another
one causes the effects of the first sugarbomb to immediately
end and be replaced by the new one’s. This rapid change is
difficult to stomach, forcing you to make a DC 13 Constitu-
tion saving throw. On a failed save, you gain the effects of
the new sugarbomb, but become poisoned for 1 minute. On
a success, you gain the effects of the new sugarbomb and are
not poisoned.

PearL oF Wisoom
Quiver

PERIAPT OF REFLECTION
Wondrous item, rare (requires attunement)

This perfectly reflective charm magically helps you meditate
and focus your mind. While wearing the necklace, you can
use your reaction to reroll any Intelligence, Wisdom, or
Charisma saving throw that you fail. You must use the

new result.

Curse. This curse is only revealed and extended to you
when you roll a1 on a saving throw after using the periapt
to reroll it. While you’re cursed, the mirrored surface of the
necklace dulls into an ugly, flat gray while you wear it. The
curse persists even if you are not wearing the necklace, and
you remain cursed until targeted by the remove curse spell or
similar magic.

While you're cursed, your reflection in any mirrored
surface within 10 feet of you turns into an ugly, horrifying
visage of your deepest insecurities. In addition, when you
fail an Intelligence, Wisdom, or Charisma saving throw
(including the roll that reveals this curse), you take 1d8
psychic damage.

PERMANENT PARCHMENT
Wondrous item, common

This violet piece of parchment is smooth and pleasant to
write on. You can speak either of the parchment’s command
words “lock” or “unlock” as a bonus action to lock or unlock
the parchment, respectively. While locked, the sheet cannot
be torn by hand, damaged by fire, or damaged by immersion
in water, and any ink already on the page can’t be removed,
smeared, or otherwise changed without the use of magic.
New ink added to a locked sheet of permanent parchment
runs off the page like water. While unlocked, the parchment
behaves like a nonmagical sheet of paper.

While unlocked, you can speak the paper’s other command
word, “clear”, to cause any ink on the sheet of parchment to
magically evaporate without leaving any marks behind.

The language the parchment’s command words must be
spoken in is determined by the creator of the parchment.
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PETAL DANCER WARD
Wondrous item, uncommon (requires attunement)

This cape is made of colorful and aromatic petals. While
wearing the cape, petals drift behind you as you walk and
disappear before touching the ground. You can use a bonus
action to change the color of these petals. While wearing the
cape, you can use an action to cast the druidcraft cantrip from
it, and creatures with the keen smell trait make attacks of
opportunity against you with disadvantage.

PHASE AXE
Weapon (battleaxe), rare (requires attunement)

This crystalline battleaxe seems to be almost transparent
when looking at the bladed head from different angles. You
gain a +1 bonus to attack and damage rolls made with this
magic weapon. This weapon has the thrown property with a
normal range of 20 feet and a long range of 60 feet. The first
time on your turn when you hit a target with a ranged attack
using the axe, you can force another creature within 10 feet
of the target to make a DC 15 Dexterity saving throw. On a
failed save, that creature takes 1d8 force damage.

If you can see the axe and are within 60 feet of it, you can
use a bonus action to return the axe back to your out-
stretched hand. When you do, the weapon phases through
any obstacle in its path that is no more than 5 feet thick or
made of lead.

PHOENIX ARROW
Weapon (a bolt or arrow), rare

This bolt or arrow is fletched with phoenix feathers and

is magically bound to a small quiver. You have a +1 bonus

to attack and damage rolls made with this piece of magic
ammunition. Once fired, the ammunition bursts into flames
upon impact and deals fire damage instead of piercing. At
the start of your next turn, the arrow leaves behind a small
pile of ash and reappears in its quiver.

You can speak the ammunition’s command word as a bo-
nus action before firing it to set it ablaze. If you fire it on that
same turn, the arrow or bolt deals an extra 1d6 fire damage to
any target it hits, but turns to ash before reaching its target
if fired at a target more than 30 feet away. The arrow reap-
pears in its quiver immediately after making this attack.

You can store up to 10 other arrows in the quiver but can
only have 1 Phoenix Arrow bound to it at a time. If the arrow
is ever destroyed, it reappears in the quiver after 24 hours.
Firing the arrow or bolt into an antimagic field renders it
nonmagical while within the field, allowing the ammunition
to be permanently destroyed.

PIKE OF THE FORGOTTEN LEGION
Weapon (pike), legendary (requires attunement)

You gain a +2 bonus to attack and damage rolls made with
this magic weapon. This weapon has 6 charges and regains
1d4 + 2 expended charges daily at dusk. While holding this
pike, you can expend 1 or more of its charges to cast one

of the following spells from it (save DC 16): mirror image (1
charge), phantom steed (1 charge), speak with dead (1 charge), or
spirit guardians (2 charges).



Spectral Warrior. Once on each of your turns when you
hit a creature with this pike, you can choose to summon a
spectral warrior from the weapon. Until the start of your next
turn, that creature is haunted by the warrior. While haunted,
a creature has disadvantage on weapon attacks against you.
This property has no effect against undead creatures.

Haunting Phalanx. You can use an action while holding
this pike to expend 3 of its charges and point it forward com-
mandingly. five spectral, pike-wielding warriors appear be-
fore you and march in a 25-foot-by-50-foot line in a direction
you choose. Any creature within that line’s area must make a
DC 16 Intelligence saving throw. On a failed save, a creature
takes 3d10 necrotic damage and 3d1e psychic damage and
is affected by the weapon’s spectral warrior property. On a
success, the creature takes half as much damage and isn’t
affected by the spectral warriors. Undead creatures automati-
cally succeed on the saving throw.

PLAGUEBANE MASK

Wondrous item, rare

This bird-like mask’s blend of magic and science is as unique
as it is helpful. It can be easily lifted over your face to eat or
speak more clearly. The mask’s beak is lined with magical

flowers that react to and purify airborne toxins before they
pass through it. While wearing the mask, you have advantage

PIKE OF THE
FORGOTTEN LEGION

against being poisoned or diseased from airborne sources,
as well as resistance to the poison damage that they might
cause.

In addition, the flowers have 3 charges and regain 1d3
expended charges each day at dawn as new flowers bloom. As
an action, you can hold the beak’s nostrils closed with a free
hand and expend 1 of its charges to exhale a 15-foot cone of
thick pollen in front of you. Creatures caught in the pollen
must make a DC 15 Constitution saving throw. On a failed
save, a creature’s speed is halved until the end of its next
turn and takes 2d8 poison damage. On a success, its speed is
unaffected and the poison damage is halved.

PLANAR RAPIER
Weapon (rapier), very rare (requires attunement)

This thin blade seems to toe the line between planes of
existence, occasionally allowing it to bend them to extend
beyond its normal reach. You gain a +2 bonus to attack and
damage rolls made with this magic weapon.

The rapier has 5 charges and regains 1d4+1 expended
charges each day at dawn. You can expend 1 charge to extend
the reach of a melee attack you make with the rapier to 10
feet instead of 5. You can expend this charge either before
or after you make the attack. If you expend the charge after
making a melee attack with the rapier against a target within
5 feet of you, you can extend the rapier to immediately pierce
through the original target and make a bonus melee attack
against a different target 5 feet behind the original one, pro-
vided that the second target is still within 10 feet of you. This
bonus attack is considered to be part of the initial attack. The
second target does not benefit from using the original one
as cover. Whenever you expend a charge with this weapon,
the planes around the blade begin to tear, causing any target
hit by an attack with the extended blade to take an extra 2d8
force damage.

After the attack, the blade returns to its normal size.

PLANAR RAPIER



POMADE OF TEN THOUSAND STYLES
Wondrous item, common

This canister of waxy pomade has magical properties, al-
lowing you to change your hair’s color, style, thickness, and
length (up to 1 foot longer or shorter per use). The canister
steadily replenishes its pomade over time. It can hold up to
4 uses at a time and regains 1d4 expended uses each day at
dawn. Using 1 use of the pomade takes 1 minute.

Once you've used this product in your hair, it returns to its
normal appearance after you finish a long rest. Hair pro-
duced by the pomade that’s been cut off turns to dust after 24
hours. If you use the pomade every day for 7 days to make the
same changes, the changes become permanent.

POTION OF DRAGON’S BREATH
Potion, uncommon (3d6), rare (4d6), or very rare (5d6)

This potion is crafted using the harvested stomach and
gizzard of a fallen dragon. Drinking the potion as an action
allows you to use an action on your subsequent turns to spew
dragon-like projectiles. These projectiles are the same as a
dragonborn’s breath weapon, whose element and areas of
effect are determined by the dragon it was sourced from. The
effect lasts for 1 minute. Materials gathered from young drag-
ons produce uncommon potions (dealing 3d6 damage with
the breath weapon, save DC 13), whereas adult and ancient
dragons produce rare (4d6, DC 15) and very rare (5d6, DC 16)
results, respectively.

It takes 7 days and proficiency with alchemist’s supplies to
create the potion, requiring 2 hours of work each day in order
to prepare it. Failing to tend to the potion causes it to reset,
requiring another 7 days to craft. When the potion resets in
this way, roll a d2e. On a 1, the potion spoils and is lost.

POTION OF SPELL RECOVERY
Potion, rare

When you drink this potion, you recover expended spells
slots with a combined level that is equal to or less than 1d3 +
3, and none of the slots can be 6th level or higher.

Pomaoe oF TeN
THOUSAND STYLES

PoTioN oF

DRAGON's BREATH

PRISMATIC JAVELIN
Weapon (javelin), uncommon (requires attunement)

This dark crystal javelin has a prismatic head that can refract
light into beautiful displays of color. Immediately after you
throw this javelin and it hits a target within 120 feet of you,
the javelin disappears in a small burst of light before reap-
pearing in your open hand.

As an action, you can throw the javelin at a point you can
see within 120 feet of you and speak its command word.
When the javelin lands, it erupts in a dazzling display of col-
or and light, casting painful bright light in a 20-foot radius
and dim light for another 20 feet. Creatures of your choice
within the bright light must make a DC 13 Dexterity saving
throw. For each creature hit by the light, roll a d6 to deter-
mine the color of light that hits it and type of damage that it
takes using the table below. A creature that fails the saving
throw takes 2d1e damage for each beam of light that hits it
of the type determined by the table. A creature behind total
cover from the javelin is not affected. Once this property has
been used, it can’t be used again until the next dawn.

dé6 Color Damage type

1 Red Fire

2 Orange Acid

3 Yellow Lightning

4 Green Poison

5 Blue Cold

6  Special The creature is struck by two beams of

light. Roll twice more, rerolling any 6.

PRroFANE MAsk

\ PoTioN oF SPEeLL
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PROFANE MASK
Wondrous item, common

This cloth mask converts the words that pass through it into
vile obscenities. While wearing the mask over your mouth,
your words are heard as angry insults and swears instead of
the ones you intend. You do not hear these words. A creature
can make a DC 10 Intelligence (Investigation) or Wisdom (In-
sight) check to determine that the words it hears are not your
own. Verbal spell components, command words, and actual
obscenities you say are unaffected by the mask’s magic and
are heard normally by creatures within earshot.

PURGING DAGGER
Weapon (dagger), very rare (requires attunement)

This chiseled wooden dagger is a relic crafted from the bough
of a holy tree and is always miraculously sharp. You gain a
+1bonus to attack and damage rolls made with this magic
weapon. The dagger deals an extra 1d4 radiant damage to any
target it hits. The extra damage increases to 2d4 when you
use the dagger to attack an undead creature, causing blue
tongues of holy flame to flash along the weapon’s edge.
When you roll a 20 on an attack roll made with this weap-
on against an undead creature, you can choose to plunge the
blade into the creature’s body and leave it there. When you
do, the dagger emits bright light in a 15-foot radius and dim
light for another 15 feet. The light is sunlight. While the blade
islodged in a target in this way, that target takes 3d4 radiant
damage at the start of each of its turns, and the dagger con-
tinues to emit sunlight. A creature can use an action to make
a DC 16 Strength check, freeing the dagger from the target on
a success. Once freed, the blade vanishes and reappears on
the ground at your feet or in your hand if you have one free.

PURITY SPEAR

Weapon (spear), legendary (requires attunement by a
good-aligned creature)

This beautiful spear has a long handle carved of ivory
and is tipped with the spiraling horn of a unicorn. You
gain a +2 bonus to attack and damage rolls made with
this magic weapon.

While attuned to the spear, you are immune to the
poisoned condition and have immunity to poison damage. In
addition, you have advantage on Constitution and Wisdom
saving throws to resist spells and other magical effects.

The spear has 10 charges and regains 1d6 + 4 expended
charges daily at dawn. While holding the spear, you can
expend 1 or more of its charges to cast the following spells
from it (save DC 17): calm emotions (2 charges), detect evil
and good (1 charge), dispel evil and good (5 charges), greater
restoration (5 charges), misty step (2 charges), or purify food and
drink (1 charge). In addition, you can use an action to expend
1 of its charges to touch a creature with the spear. That
creature regains 2d8 + 2 hit points and is cured of one poison
or disease afflicting it.

Charge. If you move at least 20 feet straight toward a
target and hit it with the spear on the same turn, the target
takes an extra 2d8 piercing damage.

Curse Breaker. While attuned to the spear, you are
immune to being cursed by spells and other abilities.

PuriTY SPEAR

PurcING DAGGER
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For the purposes of this property, a curse refers to any

spell or ability that has “curse” in its name or description.

If you are already afflicted with a curse when you attune to
the spear or are attuned to a cursed item, you suppress the
effects of the curse for as long as you remain attuned to the
spear. If you break your attunement with the spear, the curse
is no longer suppressed.

PURSE PIGLET
Wondrous item, rare

This ceramic piglet figurine is glazed with a friendly pink
coating that’s soft to the touch and has a hole in the top
that’s stoppered with a cork. When you drop a coin in the
piglet and stopper it, the figurine springs to life. When it
does, it imprints on you and considers you its owner. The
owner can hold and gently shake the piglet, causing it to
oink happily, and magically know how much money is
inside of it.

Once alive, the piglet happily eats any coin handed to it:
storing it inside. The piglet will spit out exact change when
you or an ally asks for it, even converting them into larger
or smaller denominations. The figurine can only hold coins
and will spit or sneeze out anything else you place inside of
it. The piglet squeals with glee and prances about excitedly
when you deposit or feed it coins. The pig can eat up to 1000

coins of any denomination every hour it spends eating them.

It will eat electrum pieces with less enthusiasm. It remains
the same size regardless of how many coins are inside of it.
The piglet is exceptionally loyal and will listen to com-
mands given by its owner and other allied creatures of the
owner’s choosing. It walks beside you or its nearest ally as

QuAGMIRE MAuL

PuziLe RING OF
ViTaLiTy, LIFE, AND POWER

best it can, but vanishes into a pocket dimension if it is ever
more than 30 feet away from one of you. The figurine can
be summoned to you or another allied creature’s location

as a bonus by saying the command phrase “Come home,
little piggy”. You can tell the figurine to return to its pocket
dimension using another bonus action to say the command
phrase “Go to market, little piggy.”

When asking for 10% or more of its total stockpile, the
piglet looks disappointed before carrying out the request.
The piglet can eject its own stopper and roll over on its back
to empty itself of coins when it’s asked for a large amount,
but will always retain at least one copper coin unless you
physically remove it. The figurine returns to its inanimate
form when there are no more coins inside of it.

The piglet has 5 hit points, an AC of 10, and a walking
speed of 30 feet. It does not need air to breathe. If the piglet
is reduced to o hit points, it cries out and shatters into
hundreds of ceramic pieces. While your coins are not lost, it
takes the piglet 1d4 days to rematerialize again before you.

If the pig’s owner dies, the distraught pig empties itself of
all its coins: returning to its inanimate ceramic form atop of
whatever coins were inside of it.

Placing the piglet inside an extradimensional space creat-
ed by a bag of holding, portable hole, or similar item instantly
destroys both items and opens a gate to the Astral Plane.
When this happens, the piglet is permanently destroyed,
and its contents are lost. The gate originates where the one
item was placed inside the other. Any creature within 10 feet
of the gate is sucked through it to a random location on the
Astral Plane. The gate then closes. The gate is one-way and
cannot be reopened again.



PuzzLE RING OF VITALITY, LIFE,
AND POWER
Ring, legendary (requires attunement by a paladin)

The Inner Ring. This golden ring is blessed by a god of life
and healing. While wearing the ring, you can use your Lay
On Hands feature on an ally within 10 feet of you instead of
needing to touch them.

The Outer Ring. The inner ring is covered by a silver puz-
zle ring that grants various benefits. The puzzle ring is made
of three distinct bands that, when fit together in an elaborate
and ever-changing puzzle, cause you to emanate a 30-foot
aura that heals and supports your allies. As an action, you
can make an Intelligence check to solve a piece of the puzzle
in a fixed order:

e The first band slides into place following a successful
DC 5 Intelligence check. Once solved, you begin to emit
the ring’s aura. The aura lasts for 1 minute and is always
centered on you. While you emit this aura, you can use a
bonus action on your turn to cause a creature within the
aura (including you) to regain 2d6 hit points.

* The second band is solved following a successful DC 10
Intelligence check. When it slides into place, the aura’s
strength increases. Each living, nonhostile creature
regains 1 hit point when it starts its turn in the aura with
o hit points. In addition, creatures within the radius have
resistance against necrotic damage, and their hit point
maximum can’t be reduced.

e The third and final band is solved following a successful
DC 15 Intelligence check. When the band fits into place
to complete the puzzle, the aura’s power is maximized.
Friendly creatures within the aura have advantage on
saving throws against spells and magical effects, and if
succeeding on a saving throw in this way would normally
cause the creature to take half damage, it takes no dam-
age instead.

The aura ends early if you take the ring off or are reduced
to o hit points. Once the aura fades, you can’t activate the
outer ring again until 1 day has passed for each band that
you solved. If you solve all 3 bands, the number of days is
reduced by 1d3. On a 3, the outer ring can be activated
again immediately.

QUAGMIRE MAUL
Weapon (maul), very rare (requires attunement)

This old, withered hammer seemingly belongs in a swamp.
Regardless of the conditions the hammer is kept in, it is
always damp and smells of bog water. You gain a +2 bonus to
attack and damage rolls made with this magic weapon.
This hammer has 10 charges and regains 1d6 + 4 expend-
ed charges daily at dawn. As an action, you can expend 1 or
more of the hammer’s charges to slam it into the ground
and transform the area around you into sickly, swamp-like
terrain that lasts for 1 minute. When you do, choose a space

within 5 feet of you. You create a swamp that fills that space
and nearby spaces within 5 feet of it, turning the area into
thick muck. This area is considered difficult terrain. For each
additional charge expended after the first, the swamp’s radi-
us increases by 5 feet. While you're holding the hammer, you
can traverse the magical swamp as if it were normal terrain.

If you expend the last charge from the hammer, roll a d2e.
On a 1, the hammer turns into viscous muck in your hands
and is destroyed.




QUAKE HAMMER
Weapon (light hammer), rare (requires attunement)

You gain a +2 bonus to attack and damage rolls made with
this magic weapon.

As an action, you can smash this hammer into the ground
to send out intense tremors. Other creatures within 10 feet
of the point of impact must succeed on a Dexterity saving
throw or suffer 2d6 bludgeoning damage and fall prone.
Creatures who succeed on the throw take half as much dam-
age and do not fall prone. You can cause this effect while you
hold the hammer or when you throw it, creating the tremors
at the point on the ground that the hammer lands.

The save DC for this effect is equal to 8 + your proficiency
bonus + your Strength modifier. Once this property has been
used, it can’t be used again until the following dawn.

QuaAke HAMMER

QUICKDRAW
Weapon (crossbow, hand), rare

This curious contraption is in fact a small, surreptitious
hand crossbow that can be worn on a wrist or forearm
without requiring a free hand to use it. On the first turn of
combat, you can immediately use your reaction to fire the
weapon at a creature you can see within range. If you don’t
fire the crossbow in this way, you can use a bonus action
on a subsequent turn to make a single ranged attack with
it instead.

In order to use this crossbow, you must also wear two
rings on adjacent fingers. One ring carries a thin but flexible
string that connects to the firing mechanism of the cross-
bow. The second ring is equipped with a very small but
functional blade that’s used to sever the first’s string. When
the string is severed, the crossbow fires. It takes 1 minute to
reset the crossbow and rings.

RAoIANT DEFENDER

QUICKSILVER CLAY
Q Wondrous item, common

This small orb of silver, watery liquid is strangely dry to the
touch. While holding the 1-inch-diameter metallic sphere in
the palm of your hand, you can mentally control the form
that it takes using an action. The form stretches and turns
into the imagined shape and remains centered in your hand.
Regardless of the form, it can be no larger than the palm
of your hand and is always a liquid. The form returns to its
natural orb state when you end your focus on the quicksilver
clay (no action required) or it leaves your hand.

Eating or drinking the liquid is harmless, but takes 1d4
days to exit the body.

=

RADIANT DEFENDER
Weapon (maul), rare (requires attunement)

This maul has a narrow shield covering its handle that can be
rotated to protect the wielder’s grip. You gain a +1 bonus to
attack and damage rolls made with this magic weapon. While
wielding this guarded maul, taking the Dodge action also
gives you a +2 bonus to your AC until the start of your next
turn. In addition, when you take the Dodge action and a crea-
ture within 5 feet of you misses you with an attack, you can

QuickorAW
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Rear AND SEw

use your reaction to make an attack with the maul against
that creature. If you hit, the attack deals an extra 1d8 radiant
damage. Once you use your reaction to make an attack in this
way, you lose the maul’s bonus to your AC until you take the
Dodge action again.

REAP AND SEW
Weapon (light crossbow), rare (requires attunement)

You gain a +2 bonus to attack and damage rolls made with
this magic weapon. While attuned to the weapon, you can
cast the mending cantrip at will. A special, needle-like bolt is
magically bound to the crossbow. When fired, the bolt leaves
a faint thread of arcane energy behind it and deals force dam-
age instead of piercing. The bolt returns to the crossbow and
loads itself after each attack, ignoring the crossbow’s normal
loading property.

The crossbow has 4 charges and regains 1d4 expended
charges each day at dawn. When you fire the special bolt
from this crossbow and hit a Large or smaller creature, you
can expend 1 charge to tether that creature to a point on the
ground adjacent to it. If the creature attempts to move more
than 10 feet away from that point before the end of its next
turn, it must succeed on a DC 15 Strength saving throw or
have its movement speed reduced to o until the start of its
next turn.

If the special bolt is somehow destroyed or lost, the bolt
reappears loaded in the crossbow after 24 hours. The weapon
is considered to be a mundane, nonmagical crossbow while
separated from the bolt for longer than 1 minute.

Curse. Once attuned to this weapon, you must make a
DC 12 Wisdom saving throw whenever you attempt to take
a short or long rest. On a failure, you are overcome with the
urge to craft and are forced to sew, knit, crochet, or cross-
stitch feverishly for at least 1 hour before being able to rest.
The curse remains even if the attunement ends, but can be
undone by any effect that removes a curse such as a greater
restoration or remove curse spell.

RED CLAW’S REGALIA
Wondrous item, legendary (requires attunement)

This dragon scale robe is miraculously insulated and
comfortable. While wearing the robe, you gain the
following benefits:

* You can withstand temperatures as low as -5o degrees
Fahrenheit without any additional protection.

* Your Constitution score increases by 2, to a maximum
of 22.

* You have advantage on Constitution saving throws.

* You have resistance to fire damage.

* You can stand on and walk across molten rock, un-
harmed, as if it were solid ground.

The hem of this robe glimmers with slowly shifting
embers. While wearing the robe, your steps leave behind
small motes of harmless fire and scorched earth that
disappear after 1 second.

Reo CLaw's RecaLia







ReTALIATING
BLoom SHiELD

REeLENTLESS BuLwARK

RELENTLESS BULWARK

Armor (shield), uncommon (requires attunement by a
cleric or paladin)

This hefty metal shield is virtually impenetrable. The shield
has 6 charges and regains 1d4 + 2 expended charges daily at
dawn. While holding the shield, you can use an action to
expend 1 of its charges to cast the shield of faith spell from

it. Whenever you would fail a Constitution saving throw

to maintain concentration on this spell, you can use your
reaction to expend another charge from the shield to succeed
on the saving throw instead. You can only use your reaction
in this way if you’re holding the shield.

RETALIATING BLOOM SHIELD
Armor (shield), rare

This steel shield hides a slim chamber in its center where
magical flora grow and release toxic pollen. The chamber is
covered with an intricate, interlocking series of metal plates
and flaps that, once released, resembles a flower.

While holding the shield, you can use your reaction when
a Large or smaller creature you can see within 5 feet of you
misses you with an attack to release the chamber’s mecha-
nism and fire the toxic pollen into the face of the attacker.
When you do, that creature must succeed on a DC 15 Con-
stitution saving throw or take 3d1e poison damage and be
poisoned for 1 minute. On a success, the creature takes half
as much damage and isn’t poisoned. Once this property has
been used, it can’t be used again until the next dusk, when
the flowers release another wave of pollen.

ReTaLIATING
SHIELD OF INK

Curious, whirring mechanisms inside the shield automat-
ically retract the chamber’s unfurled metallic plates at dusk.
Alternatively, you can manually collapse the shield’s plates
over the course of 1 minute.

RETALIATING SHIELD OF INK
Armor (shield), uncommon

This shield has a hidden compartment inside that can spray
thick squid ink at attacking creatures. When a Large or
smaller creature within 5 feet of you misses you with a melee
attack, you can use your reaction to press a button on the
shield’s handle. When you do, ink sprays from the front of
the shield at the face of the attacking creature. That creature
must succeed on a DC 13 Dexterity saving throw or be blind-
ed until the beginning of its next turn.

The shield can hold up to 3 uses of the ink before needing
to be refilled. It takes 1 minute to refill the shield using a vial
of squid ink worth at least 20gp. Alternatively, you can use a
vial of thinner writing ink worth sgp. If you do. the save DC
becomes 10 instead.

This is a mechanical item whose purpose and functionality
can be understood following a successful Intelligence check
(DC 12). On a success, you can interpret what the shield does,
how to use it, and how to take care of it. You also understand
that filling the shield with other volatile or sticky liquids
such as acid, poison, grog, oil, or any other solid material
such as sand, will damage the machinery inside and take 8
hours of work to repair.




RING OF ANCHORING your arm, albeit sluggishly, for 1 minute. While you can
move your arm, your movement speed is halved, any attack

Ring, rare (requlres attunement) roll you make with the arm is made with disadvantage, and

While attuned to this ring, you can breathe normally under- any Strength or Dexterity check you make is made with
water, and whenever you're pushed against your will, the disadvantage. If you're still underwater at the end of this
distance you’re moved is reduced by 10 feet. minute, you're forced to reattempt the saving throw. You

Curse. Once you attune to and wear this hammered lead can’t remove this ring once you’re cursed by it, and you re-
ring, the arm that’s wearing it becomes unbearably heavy main cursed until you're targeted by the remove curse spell or
when it’s submerged underwater. When underwater, make similar magic. You can remove the ring and the curse with-
aDC 20 Strength (Athletics) check. On a failure, you're out magic by physically removing the finger that’s wearing
dragged downward 30 feet at the start of each of your turns, it. Once removed from the water, your arm’s weight and your
and your movement speed becomes . You can reattempt movement speed return to normal.

this saving throw every minute. On a success, you can move
RING OF ELDRITCH IRE
RING OF ANCHORING Ring, rare (requires attunement by a warlock)

This cold, warped ring has three yellow gemstones adorning
its surface that swivel and move like strange eyes. This ring
has 3 charges and regains all expended charges daily at dusk.
While wearing the ring, you can expend 1 of its charges as a
bonus action to mark an unmarked creature that you can see
within 6o feet of you for 1 hour. The mark is lost if you fall
unconscious or end it early using a bonus action. A marked
creature appears to be shrouded in a strange, sharpening
mist that magically helps you focus. You gain a +1 bonus

to attack and damage rolls against marked creatures, and
marked creatures have a -1 penalty to saving throws against
spells you cast.

You know a marked creature’s general distance and di-
rection from you at all times while it’s on the same plane of
existence as you. In addition, you perceive a marked creature
within 6o feet of you as though you had truesight, and can
see through any illusion that stands between you and the
marked creature.

RING OF GESTURES
RING OF Ring, common

ELoriTcH Ire This gaudy ring has a delicately carved pink gem in the shape
of a hand at its center. While wearing this ring, you can cast
the minor illusions cantrip at will to enlarge, reduce, and
change the color of the hand wearing the ring or any of its
fingers. In addition, whenever you make a gesture with the
hand wearing this ring, the pink gemstone moves to mimic
the gesture and remains that way until you make a new one.

RinG oF RING OF ROSES
GESTURES Ring, common

As an action, you can cause a single rose to grow and appear
in your hand. The stem is 1 foot long and has small, dull
thorns. The flower is odorless and blooms in a color of your
choice, but withers and turns to dust after 24 hours.

RING OF SEETHING
Ring, uncommon (requires attunement)

This dark band is cool to the touch and has several cracks
throughout its otherwise smooth body. When you attune
to the ring, choose a creature type: aberration, celestial,

R R
e dragon, elemental, fey, fiend, or undead. While wearing the




ring, its normally cool band glows red hot when a creature

of the chosen type is within 6e feet of you. In addition, you
have advantage on any saving throw you make to resist being
charmed or frightened by a creature of that type. While
seemingly radiating heat, the ring feels only faintly warm to
you. Small pieces of the metal band hover above the surface
of the ring when glowing in this way.

Curse. Once you attune to the ring and place it on your
finger, you can’t remove it unless targeted by a remove curse
spell. While cursed, you have disadvantage on any Charisma
check or Wisdom (Insight) check you make that involves
a creature of the chosen type. In addition, while you're
within 6o feet of one or more creatures of that type, you
have disadvantage on attack rolls that target a creature of a
different type.

RING OF THE FOWL SENTINEL
Ring, common

This plain bronze ring is embossed with a rooster’s head at
its center. You can use an action to enchant a friendly chick-
en or rooster by tapping the ring to its beak. While enchant-
ed, its speed becomes o and remains quiet for up to 8 hours.
The chicken or rooster lets out a cry after 8 hours or if it sees
another Small or larger creature it hasn’t seen before. The
chicken or rooster has a passive perception of 13 and a +3 bo-
nus to Wisdom (Perception) checks it makes while enchant-
ed. It has 1 hit point, an AC of 10, and can be heard out to 150
feet when it lets out a cry. Only 1 creature can be enchanted
by the ring at any time. Tapping the ring to the enchanted
chicken or rooster’s beak again before the effect ends breaks
the enchantment early.

RING OF THE SANDSKIMMER
Ring, uncommon

This ring is made entirely of sand that ebbs and flows
around your finger. The sand is magically held together by
a single, perfectly smooth tiger’s eye stone that spins in
place as the sand brushes past it. While wearing this ring,
you leave no footprints behind when you walk in sand, and
you treat all nonmagical difficult terrain in sand as if it were
normal terrain.

RINGS OF FIRE, ICE, STONE, AND WIND
Ring, rarity varies
These rings are made of various elements — either magical
fire (rare), ice (very rare), stone (rare), or wind (uncommon).
While wearing one of these rings, you can use it to cast an
elemental wall spell associated its material as an action: wall
of fire, wall of ice, wall of stone, or wind wall. Once used, this
property of the ring can’t be used again until the next dawn.
When cast from the ring, the wall must be in a circle
centered on you. The height and thickness of the walls vary
by type: wall of fire is 20 feet tall and 1 foot thick, wall of ice is
10 feet tall and 1 foot thick, wall of stone is 10 feet high and 6
inches thick, and wind wall is 15 feet high and 1 foot thick.
The walls have a spell save DC of 13 (uncommon), 15 (rare),
or 16 (very rare).

RING OF THE
SANDSKIMMER

RinGs oF FIRE, IcE,
STONE, AND WIND

RING OF SEETHING

RING OF THE
FowL SENTINEL
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RocBORNE
Rose

RocBorNE HAND
BaLusta

ROCBORNE HAND BALLISTA

Weapon (crossbow, heavy), very rare (requires
attunement)

This massive, beast-hunting crossbow is carried with its two
handles from above instead of by being held from below. You
gain a +1 bonus to attack and damage rolls made with this
magic weapon. This crossbow uses twice the normal amount
of ammunition each time you fire it and deals an extra 1d1o
piercing damage to any target it hits. The weapon emits a
roc-like screech that’s audible out to 100 feet each time

it’s fired.

This crossbow is blessed with the spirits of great ances-
tral hunters. The weapon has 5 charges and regains 1d4 + 1
expended charges daily at dawn. When you attack a Huge or
smaller creature with this weapon, you can expend 1 of its
charges as part of the attack. If the attack hits, the creature
must make a DC 16 Constitution saving throw. On a failed
save, its speed is reduced to o and it can’t take reactions until
the start of its next turn.

ROCBORNE ROBE
Wondrous item, uncommon (requires attunement)

This warm canvas robe is lined with roc down. While wearing
it, you can withstand temperatures up to -50 degrees
Fahrenheit. In addition, the cloak has 5 charges and regains
1d4 + 1 expended charges daily at dawn. While wearing the
cloak, you can use an action to expend 1 of its charges and
unfurl the robe. The robe opens into two large, stylized
wings before flapping back down, buffeting the area in front

RocBorNE RoD

of you and refolding into the robe. The wings create a line
of wind 15 feet wide and 10 feet long in front of you, forcing
any affected Medium or smaller creature within the area to
make a DC 13 Strength saving throw. On a failure, a creature
is pushed 10 feet away from you. At the same time, you are
flung away, flying 10 feet backwards without provoking
opportunity attacks.

ROCBORNE ROD
Rod, rare (requires attunement)

This wooden rod is carved in the representation of five
ancient rocs. Motes of their spirits flow through it and allow
you to channel some of their lingering power.

This rod has 5 charges and regains 1d4 + 1 expended
charges daily at dawn. While holding the rod, you can use a
reaction while falling, or an action otherwise, to expend 1 of
its charge to cause two handles to extend from its top and
bottom. While holding the handles, a pair of magical wings
appear above the rod that reduce your falling speed to 10 feet
per round, or 20 feet if you weigh more than 200 pounds.
While falling in this way, you gain a flying speed of 40 feet
but cannot fly upwards without a significant updraft. If you
land on the ground while falling in this way, you take no
damage from falling.

In addition, you can use the rod to summon a buffeting
gust of wind around you. While holding the rod aloft, you
can use an action to expend 1 of its charges. When you do,
powerful winds whip around you and blow everything with-
in 20 feet of you skyward in a column of wind 6o feet high.
Large and smaller creatures within range must succeed on a
DC 15 Strength saving throw or be launched 30 feet upward
before crashing back to the ground. Affected objects weigh-
ing less than 200 pounds are also launched by the wind. You
automatically succeed on the saving throw unless you decide
to fail. If you choose to fail the saving throw and use your re-
action to summon the magical wings (if they weren’t already
summoned), you’re carried upward 6o feet instead.



RuNIC AMMUNITION
Weapon (a bolt, arrow, or sling bullet), rare

Runic ammunition resembles normal bolts, arrows, or stones
that are etched with runes and are magically discordant
to spellcasters. When a creature concentrating on a spell
or magical effect is hit by a piece of runic ammunition, that
creature makes the resulting Constitution saving throw to
maintain its concentration with disadvantage.

You have a +1 bonus to attack and damage rolls made with
this piece of magic ammunition. Once it hits a target, the
ammunition is no longer magical.

SANDSTORM DANCER
Wondrous item, rare (requires attunement)

This golden cloak billows illusory sand around you when you
walk or cast a spell. The cloak has 8 charges and regains 1d6 +
2 expended charges daily at dawn. While wearing the cloak,
you can expend 1 or more of its charges to cast the following
spells from it (save DC 15): blur (2 charges), call lightning (3
charges), create or destroy water (1 charge), or hallucinatory
terrain (4 charges).

SCHOLAR’S CAP
Wondrous item, rarity varies (requires attunement)

This hat carries with it the cleverness and knowledge of many
previous scholars. While wearing the hat, you gain either a +1
(uncommon), +2 (rare), or +3 (very rare) bonus to Intelligence
checks and saving throws.

In addition, when it would normally take you at least 1
week in order to research a subject, you instead finish that
research 1 (uncommon), 2 (rare), or 3 (very rare) days faster
for each week you would have spent.

SCORCHING CLEAVER
Weapon (battleaxe), very rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. This battleaxe has 8 charges and regains
1d6 + 2 expended charges each day at dawn. As long as the
weapon has at least 1 charge, attacks you make with it deal
an extra 1d6 fire damage to any target it hits. When you roll
a20 on an attack roll made with this weapon, it regains 3
expended charges.

Erupting Slash. As an action, you can expend 3 or more
of the battleaxe’s charges to slash the air in front you. When
you do, a line of fire 30 feet long and 5 feet wide erupts
from the blade. Creatures within the line must succeed on
a Dexterity saving throw or take 1d6 fire damage for each
expended charge. If you expend 4 or more charges in this
way and leave the battleaxe with o remaining charges, the
weapon overheats. When it overheats, targets within the line
take an extra 3d6 fire damage, and creatures that succeed
on the Dexterity saving throw take half damage instead of
avoiding the effect. The DC for this property’s saving throw
is equal to 8 + your proficiency bonus + the number of
charges you expend.

RuNic AMMUNITION

ScHoLAR's CaP
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SCREAMING LoNGBOW

Seat Bewt

SCREAMING LONGBOW
Weapon (longbow), rare (requires attunement)

Arrows fired from this sickly longbow let out a screeching
howl audible up to 100 feet away as they fly by. Creatures
struck by these arrows take an extra 2d4 thunder damage.
When you roll a 20 on an attack roll made with this weapon,
all creatures within 5 feet of the target must succeed on a DC
15 Constitution saving throw or be deafened for 1 minute.

SEA SERPENT HAIRPIN
Wondrous item, uncommon

This golden, twisting hair pin wraps around a tiny silver
sword and gives your fingers and skin a slight grip while
underwater. While wearing this pin, you have advantage

on Strength (Athletics) checks you make in order to grapple
another creature while you are either submerged

or swimming in water.

SEAFARER’S JACKET
Wondrous item, uncommon (requires attunement)

This long captain’s jacket carries with it an air of authority.
Water slides off of it with ease and magically enhances your
comfort in the ocean. You gain a swimming speed equal

to your walking speed while wearing the jacket as well as
proficiency with water vehicles and navigator’s tools. If you
already have proficiency with water vehicles and navigator’s
tools, your proficiency bonus is doubled when using them. In
addition, you can use the jacket to cast the fog cloud spell at
2nd level. Once the jacket has been used to cast this spell, it
can’t be used to cast the spell again until the following dawn.
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SEAFARER'S JACKET

SEAT BELT
Wondrous item, common

While standing on a solid surface, you can begin to sit down
in an open space as if there were a chair beneath you. When
you would normally crouch or fall to the ground when doing
this, you can mentally command the belt to summon an
invisible, incorporeal chair as a bonus action instead. The
chair can be of any style you choose, such as a stool, recliner,
throne, or rocking chair, and can support up to 500 pounds.
While it is comfortable, it is nevertheless invisible, and can-
not be interacted with beyond simply sitting on. The chair
disappears if it is no longer on a solid surface, you stand up,
or if you’re pushed or moved while sitting on it.

SEED OF REBIRTH
Wondrous item, legendary (requires attunement)

This fist-sized, magic seed can be attuned to by up to 4
creatures over the course of a long rest. Each creature attuned
to the seed must participate in gently planting it in fertile
soil. The seed immediately begins to flourish, growing into a
majestic, flowering tree over the course of 7 days. The tree is
60 feet tall and 5 feet in diameter at its base, and its canopy
extends out in a 30-foot radius from the center of the tree.
The tree has a number of large limbs equal to the number

of creatures attuned to the seed. Once planted in this way,

no other creatures can attune to the seed. Your attunement
to the seed is broken early if you commit a malicious affront
to nature.

When a creature attuned to the seed dies and remains
dead for 1 minute, its soul returns to the tree and its body
crumbles into a rich soil that recreates the plant growth spell,
centered on the body. The soul returns to the tree regardless



of the circumstance, distance, or plane of existence of the
creature’s death. The returned soul is stored in a shelled nut
that the tree grows at the time of the creature’s death. After
1d6 + 1 days, the nut falls from the tree and breaks apart,
revealing the reborn creature inside. The creature is reborn
as if by the reincarnate spell. Once a creature is reborn in this
way, its attunement to the seed is broken.

When a creature’s attunement to the seed is broken, the
branch associated with that creature withers and dies. The
tree is magical and can’t be destroyed by nonmagical means.
If the tree is destroyed, all creatures attuned to the seed are
no longer attuned to it. Any creature attuned to the seed is
magically alerted if the tree is being attacked or destroyed, or
if one of the branches begins to wither. Once all of the tree’s
branches wither in this way or are destroyed, the tree splits
apart and disintegrates, releasing another seed of rebirth to
the astral winds that carry it to a new location on a different
plane of existence.

SEPTUM RING OF THE GREAT
MINOTAUR
Wondrous item, very rare (requires attunement)

This septum barbell is made from tempered gold and stud-
ded with rubies. While wearing this ring as a nose piercing,
your Strength score increases by 2, to a maximum of 22, and
you have advantage on Strength checks. In addition, your
carrying capacity doubles, and you can perfectly recall any
path you've traveled within the last 24 hours.

GREAT MINOTAUR

SePTUM RING OF THE
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SeRVITUDE CHOKER

SeRPENT DART

SERPENT DART
Weapon (dart), uncommon

You can use an action to cause thick, emerald green poison
to coat this magic dart. The poison remains for 1 minute or
until an attack using this weapon hits a creature. That crea-
ture must succeed on a DC 13 Constitution saving throw or
take an extra 2d8 poison damage from the attack and become
poisoned for 1 minute. Once this property has been used, it
can’t be used again until the next dawn.

SERVITUDE CHOKER
Wondrous item, uncommon (requires attunement)

This necklace can animate small nonliving objects and have
them fulfill simple tasks for you. As an action, you can drape
or wrap the necklace around a Small or smaller nonmagical
object that weighs less than 5e pounds and isn’t attached to
or carried by anything else. The adorned object springs to
life, sprouting little arms and legs, and becomes a mindless
creature under your control until you remove the necklace or
it takes damage. The servant has an AC of 10 and a movement
speed of 20 feet.

As a bonus action, you can mentally command the servant
if it’s within 6o feet of you. The servant can perform simple
tasks that a human servant could do, such as fetching things,
cleaning, mending, folding clothes, lighting fires, serving
food, and pouring wine. The servant can’t attack, activate
magic items, or carry more than 10 pounds. Once you give
it a command, the servant performs the task to the best of
its ability until it completes the task, then waits for your
next command. If you command the servant to performa
task that would put it in danger or move it more than 6o feet
away from you, the servant does nothing.

The necklace can animate an object for up to 8 hours or un-
til it takes damage. When the effect ends, the necklace can’t
be used again for another 1d8 hours.




SET OF NUMAT'S TRICK TUBES
WOTldTOMS item, uncommon

This drab pair of empty ceramic cylinders are magically
linked. Each vessel is 3 inches in diameter and 1 foot tall.
Placing an item inside one of the vessels and closing the lid
will magically teleport it to the second tube, making a quiet
whoosh sound when it does. A similarly quiet thud can be
heard when receiving an item. A tube can’t send more than

2 pounds of material at a time and can’t be used to send a
creature. Both vessels must be on the same plane of existence
and have their lids closed in order for an item to be teleport-
ed between them.

SET OF SECRET SCRIBE CANDLES
Wondrous item, rare

This pair of candles are magically linked and never seems to
run out of wick.

You can light one of the candles to cause it to burn with
a blue flame. By holding parchment over the flame, any ink
on the page is burnt off, leaving the paper unmarked. When
you finish using the candle in this way, you can extinguish
the flame as you normally would. Once you do, the linked
candle suddenly comes alight with a normal, orange fire, that
cannot be extinguished by nonmagical means. The newly
lit candle gives off a faint lavender scent. By holding a plain
piece of parchment over the orange flame, the ink from the
first piece of parchment is magically burnt onto the new one
as the candle heats it. Once all the ink has been transcribed
onto new parchment in this way, the orange flame winks out.

SHabow INK

SHADOWSMOKE DrAGON Pire

SeT oF Numat's Trick TuBES

SHADOW DRINKER
Weapon (dagger), very rare (requires attunement)

This wicked dagger can absorb the shadows cast by your en-
emies. You gain a +1 bonus to attack and damage rolls made
with this magic weapon.

When you hit a Small or larger hostile creature with a
melee attack using this dagger, you can choose to absorb
that creature’s shadow as part of the attack. When you do,
that creature no longer casts and shadow, and the dagger be-
comes shrouded in a dark haze that extends to you while you
hold the dagger. While this haze is also surrounding you,
you are invisible in areas of dim light and darkness.

The dark haze surrounds the dagger for 10 minutes or until
you end it as a bonus action. The haze ends early after you
attack or cast a spell. If a creature is hit by the dagger while
it’s shrouded in this haze, the creature takes an extra 1d6 psy-
chic damage from the attack. This bonus damage increases
to 2d6 if the creature hit by the dagger is missing its shadow.
Once the haze ends, the shadow immediately returns to the
creature from whom it was taken.

You can only have 1 shadow absorbed in this way at a time.
Once you steal a creature’s shadow, you can’t steal that same
creature’s shadow again until the following dusk.

Curse. You have vulnerability to radiant damage while
you're attuned to this weapon.

SET OF SECRET
ScriBe CANDLES
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SHADOW INK
Wondrous item, uncommon

Once penned, this special ink can only be seen and read in
total darkness. When in darkness, any written or tattooed
words, illustrations, or other marks made with this ink
glow with a soft, colored light. One bottle of shadow ink has
enough ink to fill 10 pages with writing, illustrations, or
other such markings.

A detect magic spell reveals only that there is something
faintly magical about the area where this ink has been
used, but does not reveal the kind of magic or how to
interact with it.

SHADOW WARD
Wondrous item, very rare (requires attunement)

This eerily still cloak seems to absorb some of the light that
touches it. While wearing this cloak, you have advantage

on Dexterity (Stealth) checks. In addition, the cloak has 3
charges and regains 1d3 expended charges daily at dusk.
When you're hit by an attack, you can use a reaction to
expend 1 of the cloak’s charges to halve the damage you take
from the attack and teleport in a plume of black smoke to an
unoccupied space you can see within 3o feet of you.

SHAEDENSTAFF

SHADOW WARD

SHADOWSHAWL
Wondrous item, rare

This light gray shawl is made of thick fabric that looks like
woven spider webs. While wearing this shawl with its hood
up, your face is hidden within a small pocket of magical
darkness. You can see through this darkness from beneath
the hood as if it were nonmagical. If you have the Sunlight
Sensitivity trait, you are unaffected by the trait while the
hood is up. Pulling the hood up or down requires an action.

SHADOWSMOKE DRAGON PIPE
Wondrous item, rare

This magic pipe leaves behind odorless smoke that dissipates
quickly. Its head easily detaches, allowing you to refill it. The
pipe has 4 charges and regains 1d3 + 1 expended charges daily
at dawn. As an action, you can expend 1 charge to blow a
small, condensed smoke ring at a friendly creature (includ-
ing yourself) that you can see within 30 feet of you.

A creature can immediately turn invisible when it’s
affected by the smoke (no action required) or choose to wear
the smoke as if it were a physical ring. This ring lasts for 1
minute or until the creature uses a bonus action on one of
its turns to turn invisible. A creature turned invisible by the
smoke ring reappears at the start of its next turn or when it
attacks or cast a spell. A creature can only have 1 smoke ring
at any time.

SHAEDENSTAFF

Staff, very rare (requires attunement by a sorcerer, war-
lock, or wizard)

This staff is made from the reclaimed horn of a huge undead
creature. While you’re attuned to the staff, you have ad-
vantage on saving throws to retain your sanity against the
influence of environment effects. The staff can also be used as
amagic quarterstaff.

The staff has 15 charges for the following properties and
regains 2d6 + 3 expended charges daily at dusk. If you expend
the last charge, roll a d2e. On a 1, the staff disintegratesina
plume of pitch black smoke and emits a terrifying scream
audible out to 300 feet.

Annihilating Strike. When you hit with a melee attack
using the staff, you can expend 1 charge to deal an extra 1dio
necrotic damage to the target.

Spells. While holding the staff, you can use an action to
expend 1 or more of its charges to cast one of the following
spells from it, using your spell save DC: calm emotions
(1 charge), darkness (2 charges), dispel evil and good (5 charges),
inflict wounds (3rd-level version, 3 charges), or circle of death
(6 charges).

SHADoOwW DRINKER

SHADOWSHAWL




SHAPESHIFTER’S CIRCLET
Wondrous item, common

SHAPESHIFTER'S CIRCLET

This ivory circlet allows you to recreate some of the natural
features of other creatures. While wearing the circlet, you
can spend 1 minute to gently massage your ears, forehead, or
temples. When you do, you can choose to create one of the
following features or effects:

* You can cover or replace your own ears with the form of
another creature’s.

* You can summon one or more horns or antlers atop
your head.

* You can change the appearance of your eyes, including
their color and pupil shape.

You can only have 1 of these effects active at a time. The
effect lasts until you dismiss it as a bonus action, remove the
circlet, or fall unconscious. You don’t gain any of the senses
or abilities of another creature by recreating its physical
features in this way.

SHeer CoLo

SHARED BURDEN
Wondrous item, rare (requires attunement by a warlock)

This set of chained rings and bracers is a sign of the pact you
forged with your patron. When you attune to the item, the
small spikes that line the inside of the bands become harm-
less and feel like a warm, gentle caress against your skin.
Once attuned, you can also use it as a spellcasting focus.

Whenever you would deal damage to a creature with a war-
lock spell or cantrip, you can choose to add your Charisma
modifier (minimum 1) to the spell’s damage. When you do,
you take psychic damage equal to half your Charisma modi-
fier (minimum 1), rounded up. This psychic damage ignores
resistances and immunities.

SHARKRAZOR
MANTLE

SHARKRAZOR MANTLE
Wondrous item, rare (requires attunement)

While wearing this magic shark-skinned cloak, you have
a swimming speed of 6o feet and can breathe underwater.

S When a creature successfully grapples or restrains you by
touching you, that creature takes 1d6 piercing damage. A
creature takes this damage again at the start of each of its
turns while it maintains this grapple or restraint.

In addition, while wearing the cloak, you have advantage
on Wisdom (Perception) and Wisdom (Survival) checks made
to find or track a creature that’s missing any of its hit points,
and when you attack a creature you can’t see that’s below its
hit point maximum, you make the attack as if you can see it.

SHEER COLD
Weapon (battleaxe), rare

The blade of this battleaxe is made from a shard of the
Everglacier and never melts. Attacks with the axe deal cold
damage instead of slashing, and you gain a +1 bonus to attack
and damage rolls made with this magic weapon.

When you roll a 20 on an attack roll with this weapon, the
ground in the direction of the target in either a 15-foot cone
or 30-foot-long, 5-foot-wide line (your choice) is covered in
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SHIELDING TURTLE

SUGARBOMBS

SHIELD OF
YGGDRASIL

alayer of slick ice for 1 minute, making it difficult terrain.
When a creature enters this area for the first time on a turn
or starts its turn there, it must succeed on a DC 10 Dexterity
saving throw or fall prone. In addition, the original target of
the attack must succeed on a DC 15 Dexterity saving throw
or be restrained by ice until the start of your next turn. The
restrained target can use an action to make a DC 15 Strength
check. On a success, the target is freed.

SHIELD OF YGGDRASIL
Armor (shield), very rare (requires attunement)

You must have a Strength of 17 or higher in order to wield
this massive, magical tower shield. The shield is of dwarven
make and functions as a small battlement, granting you an
additional +1 bonus to your AC while you wield it. This bonus
is in addition to the shield’s normal bonus to AC.

Shield plant. As a bonus action, you can plant this shield
on the ground to barricade yourself behind it, granting you
half cover against ranged attacks from the direction you're
facing. While you wield the planted shield, bludgeoning,
piercing, and slashing damage you take from nonmagical
weapons is reduced by 3, but your movement speed
becomes s feet. You can uproot the shield to end this
effect as an action.

You can doff the shield when planting it by using an action
to do so instead of a bonus action. The shield magically
remains upright and in place and can be used as half cover to
any creature standing immediately behind it in the space it
was left in. The shield falls down when you fall unconscious
or when knocked over following a successful DC 20 Strength
(Athletics) check. You can move the shield while it’s planted
by donning the shield again.

This shield has 3 charges and regains all expended charges
each day at dawn. You can expend 1 charge when you plant
this shield or later on a subsequent turn as a bonus action
to send out metal roots along the ground in a 10-foot radius,
centered on the shield. Enemy creatures treat this area as
difficult terrain. Moving the shield also moves the roots. The
roots remain until you uproot the shield or it falls over.

SHIELDING TURTLE SUGARBOMBS
Wondrous item, uncommon

These sticky chocolate candies are filled with an enchanted
molasses and caramel center and come in packs of 2. You can
eat one of these sugarbombs as an action. When you do, your
movement speed is reduced by 10 feet for 1 minute. If you are
proficient with shields and are wearing one on your back,
you gain a +1 bonus to your AC while your speed is reduced
in this way. If you're wielding a shield, you don’t gain this
bonus to your AC.

Upset stomach. You can only be under the effects
of 1 sugarbomb that has this feature at a time. Eating a
sugarbomb that has this feature while under the effects
of another one causes the effects of the first sugarbomb to
immediately end and be replaced by the new one’s. This
rapid change is difficult to stomach, forcing you to make a
DC 13 Constitution saving throw. On a failed save, you gain
the effects of the new sugarbomb, but become poisoned
for 1 minute. On a success, you gain the effects of the new
sugarbomb and are not poisoned.




SIGNET RINGS OF BLINDNESS,
DEAFNESS, AND SILENCE
Ring, rare

Each of these three signets is decorated with the carving of

a skull and a pair of skeletal hands that cover either its eyes
(blindness), ears (deafness), or mouth (in an area of silence).
Each ring has 1 charge, which it regains each day at dawn.

If you are wearing the corresponding signet when you are
blinded, deafened, or in an area of magical silence, you can
expend the ring’s charge (no action required) to be cured of
the condition or speak a word or phrase (such as a verbal ar-
cane components) that can be heard through magical silence.
Wearing the rings together as a set combines their collective
charges: potentially allowing you to use one ring’s properties
multiple times.

SIGNET RINGS OF THE FEY COURT

Ring, very rare (requires attunement by an elf, half-elf,
or other fey creature)

This set of wooden rings once belonged to a powerful fey
creature who ruled over a domain on their native plane of ex-
istence. You must be wearing all four rings in order to attune
to and use their magic. While wearing the rings, you know
the druidcraft cantrip. In addition, you gain the elf’s Trance
racial trait if you don’t already have it.

Season’s Resistance. Each of the four rings has a corre-
sponding season: autumn, spring, summer, or winter. Each
ring contains 2 charges and regains all expended charges
when you finish a long rest. You can expend 1 of a particular
ring’s charges as a reaction when you take damage of a type
corresponding to that ring in order to gain resistance to
that damage type until the start of your next turn, includ-
ing against the triggering effect: autumn (necrotic damage
resistance), spring (radiant damage resistance), summer (fire
damage resistance), or winter (cold damage resistance).

Magic Resistance. Alternatively, you can expend any 2

charges from the rings as a reaction when you’re affected by a

hostile spell or other magical effect in order to gain advan-
tage on saving throws against spells and magical effects until
the start of your next turn. The 2 charges do not need to be
from the same ring.

Once a ring has no remaining charges, the small landscape
adorning the top of it withers until it regains its charges.

SIGNET RINGS OF
THE Fey Court

SMASH
PotaToEes

SILKEN SOCKS OF SLICKENING
Wondrous item, uncommon

This pair of magic, smooth socks are iridescent and oily to
the touch. While wearing both socks on your feet, you can
use them to cast the grease spell as an action (save DC 13).
When you do, the spell targets a 10-foot square area
adjacent to you. The magical oil runs off the socks to the
ground at your feet, causing the ground to become slick.
Once used, this property of the socks can’t be used again
until the next dawn.

SILVER EAGLE WEAPONS

Weapon (greataxe, greatsword, lance, or maul),
uncommon

You gain a +1 bonus to attack and damage rolls made with
these silvered, magic weapons of elven make. These weapons
deal 2d6 damage instead of their normal damage dice, and
landing a critical hit with the weapon doesn’t double the
weapon’s damage dice. Whenever you land an attack with the
weapon and roll the same number on both of the weapon’s
damage dice, you can immediately roll another d6 and add it
to the weapon’s damage dice. You can continue rolling extra
damage dice until you roll a number that does not match the
previous rolls.

SiLVER EAGLE WEAPONS

SIGNET RINGS OF BLINDNESS,
DeAFNESS, AND SILENCE




SILVER LYCAN CHIME
Wondrous item, uncommon

This small silver bell exudes divination magic, especially
while under a full moon. When hung, the bell rings a unique,
magical melody if a shapechanger passes no more than 15
feet underneath it. Different kinds of shapechangers cause
the bell to emit a different sound. The melody is quiet but is
nevertheless audible out to 100 feet.

Under a full moon, the range of the bell’s magic changes.
During a full moon, any shapechanger within 6o feet of the
bell causes it to play its melody.

SINGING STEIN
Wondrous item, common

While this pewter stein holds at least a sip’s worth of potable
alcohol, the face adorning it comes alive to sing songs based
on the kind of drink. The stein is not sentient, but does have
a pleasant singing voice. If there are multiple steins in the
same room, they can sing together in harmony if they have
the same drinks within them.

The stein sings songs slightly out of key if the drink inside
is poisoned, which can be heard following a successful
Wisdom (Perception) check as determined by the GM. If
there are multiple kinds of alcohol within it, the stein either
alternates between song types or does its best to combine
their various lyrics.

Example drink Type of song
Wine Ballad

Rum Sea Shanty
Ale Drinking song

SILKEN Socks
OF SLICKENING
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SINGING STEIN

SLING OF THE

SIRENSONG SILENCER
Wondrous item, uncommon

You can place this golden ear cuff over your ear as an action.
While wearing the cuff, you have advantage on saving throws
against being charmed. In addition, tapping the ear cuff
twice deafens you, although you can still faintly hear the
sound of the ocean (no action required). Tapping the cuff
twice again allows you to hear normally once more.

SLING OF THE TINY GIANT
Weapon (sling), rare (requires attunement)

This wicked sling is devastating against foes larger than
yourself. You gain a +1 bonus to attack and damage rolls
made with this magic weapon, and when you hit a creature
with a ranged attack using this sling, the creature takes an
extra 1d4 force damage for each size larger than you it is (up
to an extra 3d4 damage).

In addition, when you roll a 20 on an attack roll made with
the sling, the target must succeed on a DC 15 Strength saving
throw or be pushed up to 10 feet away from you and knocked
prone. If the affected creature is Large or larger, it has disad-
vantage on the saving throw.

SMASH POTATOES
Wondrous item, common

This hearty root vegetable is grown by the clerics and cham-
pions of a god of war and combat, whose strength is said to
make its way onto the Material Plane through their gardens.
Eating one of these vaguely fist- shaped potatoes will cause
your hands to itch for the thrill of combat. Eating a pota-

to increases your unarmed damage to 1d4 for 1 hour. Each
additional eaten potato increases the duration by 1 hour. You
can eat up to 3 potatoes before needing to finish a long rest
to benefit from them again. If you already have an unarmed
combat die that is 1d4 or higher, this vegetable has no effect
but is nevertheless delicious.
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SOCKS OF THE
WEeLL-ResTED

SPELLWOVEN
RosEes

SNUFF
Weapon (sickle), very rare (requires attunement)

This dark metal sickle was forged with an unusually harsh
angle and has a unique power over light and shadow. You
gain a +1 bonus to attack and damage rolls made with this
magic weapon. You can speak the sickle’s command word as
an action to dispel magical lights and extinguish nonmagical
flames within 6o feet of you. Magical lights dispelled in this
way are affected as if they were targeted by the dispel magic
spell. Once this property of the sickle has been used, it can’t
be used again until the next dusk.

As an action, you can draw your hand over the sickle’s
handle to magically extend it downward: turning the sickle
into the form of a scythe wreathed in shadow. While in this
form, the sickle has the two-handed and reach properties.
While holding the weapon, you can return the sickle to its
one-handed form using a bonus action.

This weapon is particularly lethal to creatures. Creatures
hit by this weapon take an extra 1d6 psychic damage. This
bonus increases to 2d6 if the weapon is transformed into
the scythe.

SNUGGLEBEAST

Wondrous item, common (1d6), uncommon (2d6), rare
(3d6), very rare (4d6)

When a creature regains hit points at the end of a short rest
by spending one or more of its Hit Dice, that creature can
regain extra hit points if it spends that short rest snuggling
with one of these enchanted toys. The kind of snugglebeast
and the hit points it restores are determined by its rarity: 1d6
hit points (common, owlbear), 2d6 (uncommon, unicorn),
3d6 (rare, dragon), or 4d6 (very rare, tarrasque). Once this
property of the snugglebeast has been used by a creature, that
creature can’t benefit from the same snugglebeast again in this
way until it finishes a long rest.

SOCKS OF THE WELL-RESTED
Wondrous item, uncommon

Wearing these comfortable enchanted socks allows you to
recover an additional Hit Die (up to your maximum) upon
finishing a long rest. You must be wearing both socks on
your feet in order to gain this benefit. You can only benefit
from wearing one pair of these socks at a time

SPELLWOVEN ROBES
Wondrous item, uncommon

These robes are spun from special, magic-sensitive threads,
causing arcane glyphs to appear on the robe while you wear
it whenever you cast a spell. While wearing these robes and
no other armor, your AC is equal to 1@ + your spellcasting
ability modifier. In addition, whenever you cast a spell of 1st
level or higher, you can change the apparent style, color, and
apparent material of the robe. Regardless of its appearance,
it is always a robe and its weight remains the same.




SPIDERBITE DAGGERS
Weapon (dagger), rare

This pair of daggers is made using the harvested fangs of a
large, venomous spider. When you hit the same creature on
your turn with both daggers, that creature must succeed ona
DC 13 Constitution saving throw or take an extra 2d4 poison
damage and become poisoned until the end of its next turn.

SPIRE SEED
Wondrous item, legendary (requires attunement)

This large tree seed is 1 foot long and surrounded by a pro-
tective cone. If you're attuned to the seed and plant it and its
cone in soil, it immediately takes root and begins to grow
rapidly. It takes 1 month for the seed to fully grow. If you are
dead for longer than 1 minute or are on a different plane of
existence than the seed for more than 1 day while it grows,
the tree dies and the seed is destroyed.

The stem of the seed’s cone is vaguely key-shaped. When
planted, the stem breaks off in your hand. While you’re
attuned to the seed, the stem magically remains on your
person at all times.

Once fully grown, the spire tree is 300 feet tall with a 20-
foot radius. It tapers gently inward towards the top of the
tree. At the base of this magic tree is a door large enough for
Medium creatures to enter. The door is guarded by a dryad
who is loyal to you and any creature you choose. The dryad
accepts the seed’s stem as proof of ownership and uses it as
a key to open the door. Once opened, your attunement to the
seed ends, the tree belongs to you, and both you and other
allies you designate to the dryad can enter and leave the tree
at will. Your attunement to the seed does not end if you are
more than 100 feet away from it, and can only be ended early
by a wish spell. If it does, the key disintegrates and the door
cannot be opened.

Inside the tree are 10 floors. You choose how to distribute
the floors throughout the tree. A wooden spiral staircase
climbs upward through the center of the tree and floors.
Each floor has 10 small windows that can’t be seen from
outside the tree. In addition, the interior of the tree can’t be
the target of divination magic or entered by teleportation or
by extradimensional or interplanar means.

The canopy of the tree extends 30 feet beyond the base of
the tree. Soil beneath the tree’s canopy is exceptionally rich
and fertile.

SPIDERBITE DAGGERS

SPIRE SEED
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The tree has 500 hit points, immunity to damage from
nonmagical weapons that aren’t siege weapons, and resis-
tance to siege weapons and all other damage. The door has
100 hit points. The tree regains 1d6 lost hit points every day
after taking damage. If a part of the tree, such as the door, is
destroyed, a new one regrows after 7 days.

If the tree is attacked, it immediately creates a treant at its
base to defend it. Roll initiative for the treant, which has its
own turns and does its best to defend the tree. Once a treant
is created in this way, a new one can’t be created until the
next dawn. A treant disappears after 24 hours, and there can
only be one summoned treant at a time. Neither the treant
nor the dryad can move farther than 1 mile from the tree. If
the dryad is slain, it reappears the following dawn at the base
of the tree. If you kill the dryad, the tree becomes a non-
magical tree that is still hollow inside with the floors you’d
chosen, but its windows are lost.

The tree creates another spire seed once every 100 years.

SPIRIT PIKE
Weapon (pike), rare (requires attunement by a cleric)

If you’re not proficient with pikes, you are nevertheless
proficient with the spirit pike while you’re attuned to it.
When you cast the spiritual weapon spell, you can dissolve
this weapon into the air and command the spell’s spectral
weapon to take the form of the spirit pike. Your spell attacks
with this spectral weapon deal force damage equal to 1d10 +
your spellcasting modifier instead of its normal damage. The
spell’s damage still increases by 1d8 for every two slot levels
you use to cast the spell above 2nd.

Your hands are left free while the pike is dissolved in this
way. When the spell ends, the pike reappears in your hands
or appears on the ground at your feet if your hands are full.

In addition, the weapon has 4 charges and regains all of
them each day at dawn. When you hit a target with a weapon
or spell attack using the pike as either a physical or spectral
weapon, you can expend 1 charge to deal 1d8 radiant damage
to the target in addition to the attack’s damage.

SPLINTERSHOT
Weapon (shortbow), rare

This shortbow can cause an arrow to shatter and unleash

a devastating spray of magical shrapnel. You can say the
weapon’s command word as an action to destroy 1 nonmag-
ical arrow and send splintering shards of arcane energy out
in front of you. When you do, creatures within a 15-foot cone
must make a DC 15 Dexterity saving throw. On a failed save,
an affected creature takes 2d6 magical piercing damage, or
3d6 if the creature was within 5 feet of you.

SPLITTER
Weapon (halberd), very rare (requires attunement)

This halberd’s haft is made of rough, dark wood and is
miraculously easy to heft. The bladed end of the halberd
looks like a hatchet that’s been absorbed by the hewn wood.
While holding the halberd with two hands, you can speak
its command word as a bonus action to split the weapon
into its more basic components. When you do, the halberd
deconstructs in your hands, leaving you with a handaxe in

SPLINTERSHOT
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one hand and quarterstaff in the other. Both the handaxe and
quarterstaff have the light property. You can combine the .

two weapons to reform the halberd by speaking its command " STIEr oF
word again as a bonus action while you’re holding both the /

handaxe and quarterstaff.

You gain a +3 bonus to attack and damage rolls made with
this magic weapon. If the weapon is split into the handaxe
and quarterstaff, the bonus is +1 with each weapon instead.

Halberd. If you’re wielding the halberd and roll a 10 on the
damage die for an attack against a creature, that creature’s
energy is sapped. The creature’s speed is reduced by 10 feet
until the end of its next turn, and your speed is increased by
10 feet until the end of your turn.

Handaxe and Quarterstaff. If you're wielding the han-
daxe and quarterstaff in either hand, you gain a +1 bonus to
AC and can add your ability modifier to the damage of the
second attack when you engage in two-weapon fighting. The
quarterstaff deals necrotic damage, and its damage die is
maximized if it hits a nonmagical plant or plant creature. If
you make a ranged attack with the handaxe, it flies back to
your hand immediately after the attack.

FAvorABLE WINDS

STAFF OF
THE MAGPRIE

\

STAFF OF

HE MIRAGE
SQUASHER

Weapon (greatclub), uncommon P
This enormous squash is strangely durable and makes for a
functional magic weapon. Druids wielding squasher are pro-
ficient with the weapon and can use their Wisdom modifier

for the weapon’s attack and damage rolls instead of Strength.

-
- STAFF OF
THE MusTANG

STAFF OF FAVORABLE WINDS

Staff, very rare (requires attunement by a druid, sorcerer,
warlock, or wizard)

While you hold this staff, areas affected by strong winds do
not count as difficult terrain for you.

The staff has 10 charges. While holding it, you can expend 1
or more of its charges to cast one of the following spells from
it using the required casting time as well as your spell save
DC: cone of cold (5 charges), feather fall (1 charge), gust of wind
(2 charges), or wind wall (3 charges).

In addition, while holding the staff, you can create a

S harmless sensory effect using the air. Y 1 t
ry effect using the air. You can cause leaves to
rustle, slam shutters closed in a sudden gust, or cause your
clothing to billow dramatically.

The staff regains 1d6 + 4 expended charges daily at dawn. If
you expend the last charge, roll a d2e. On a 1, the staff turns
to dust and is blown away by a sudden flurry of wind.

STAFF OF THE FOUR SEASONS

Staff, very rare (requires attunement by a druid, warlock,
wizard, or sorcerer)

This magical staff changes with the seasons. You can spend
10 minutes concentrating on the staff to change it to a differ-
ent season. It remains in this new form for the next 8 hours
before reverting to the current season again.

This staff can be wielded as a magic quarterstaff that
grants a +2 bonus to attack and damage rolls made with it. In
addition, your melee attacks with the staff deal an extra 1d8
cold (Winter), radiant (Spring), fire (Summer), or necrotic

SQUASHER
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(Autumn) damage based on its season as long as there is at
least 1 charge remaining on the staff.

This staff has 10 charges. While holding the staff, you can
expend 1 or more of its charges to cast one of the following
spells from it (depending on its season) using your spell
attack modifier and spell save DC:

Winter. Color spray (1 charge), darkvision (2 charges), sleet
storm (3 charges)

Spring. Guiding bolt (1 charge), moonbeam (2 charges), plant
growth (3 charges)

Summer. Burning hands (1 charge), spike growth (2 charges),
fireball (3 charges)

Autumn. Inflict wounds (1 charge), pass without trace (2
charges), vampiric touch (3 charges)

The staff regains 1d6 +2 expended charges daily at dawn.

If you expend the last charge, roll a d2e. On a 1, the staff
loses all foliage and vitality, becoming a gnarled,
nonmagical quarterstaff.

STAFF OF THE FOUR SEASONS

STAFF OF THE MAGPIE
Staff, rare (requires attunement by a spellcaster)

This magic stone staff weighs 10 pounds and has the bust
of amagpie at its top. While holding the staff, you gain a +1
bonus to Intelligence (Investigation) checks made to search
for treasure or a specific item you're looking for.

The staff has 10 charges. While holding the staff, you can
use your action to cast one of the following spells from it: fly
(3 charges) or locate object (2 charges). The staff regains 1d6 +
4 expended charges daily at dawn. If you expend the staff’s
last charge, roll a d2e. On a1, the staff becomes a nonmagical
quarterstaff as the magpie springs to life and flies away.

STAFF OF THE MIRAGE
Staff, rare (requires attunement by a wizard)

This magical staff has 10 charge and regains 1d6 + 4 expended
charges daily at dawn. If you expend the last charge, roll a
d20. On a1, the staff vanishes and is lost.
Spells. You can use an action to expend 1 or more of the
staff’s charges to cast one of the following spells from it, us-
ing your spell save DC. You gain a +2 bonus to your spell save
DC when casting one of these spells from the staff: disguise S
self (1 charge), hallucinatory terrain (4 charges), invisibility (2
charges), mirror image (2 charges), mislead (5 charges), or silent
image (1 charge).

STAFF OF THE MUSTANG
Staff, rare (requires attunement)

This dark wooden staff is carved in the shape of a majestic
stallion. The staff has 10 charges. While holding the staff,
you can use an action to expend 1 of its charges to cast the
phantom steed spell from it. Alternatively, while holding the
staff, you can expend 1 of its charges and speak the staff’s
command word as a bonus action to take the Dash action.

The staff regains 1d6 + 4 expended charges daily at dawn. If
you expend the last charge, roll a d2e. On a 1, the staff breaks
in two as if bitten and is destroyed. When this happens, the
sound of hooves can be heard galloping away in an indis-
cernible direction.




STAFF OF THE
REVERANT WARRIOR

STALAGA SPEAR

STARBREAKER

STAFF OF THE REVERENT WARRIOR
Staff, rare (requires attunement by a spellcaster)

This staff was made as a means of worship rather than war by
aretired warrior using the weapons he’d once wielded. The
staff is adorned with blades and channels the inner focus of
awarrior. This staff can be wielded as a magic quarterstaff
that grants a +2 bonus to attack and damage rolls made with
it. In addition, attacks made with this weapon can deal either
bludgeoning, piercing, or slashing damage (your choice).

This staff has 10 charges. While attuned to the staff, you
know the true strike cantrip and can cast it at will. When you
cast this spell while holding the staff, you can expend 1 or
more of its charges to enhance the spell in one or more of the
following ways:

* You can expend 1 charge to reveal the target’s weaknesses
to your allies instead of merely yourself, causing the
next attack roll made against the target to have
advantage instead.

* You can expend 1 charge to cast the spell as a bonus ac-
tion, instead of as an action.

* You can expend 1 charge to cast the spell without it re-
quiring concentration.

* You can expend 1 charge to cause the target to take an
extra 2d6 damage from the next attack that hits it.

The staff regains 1d6 + 4 expended charges daily at dawn.

If you expend the last charge, roll a d2e. On a1, the staff be-
comes a nonmagical quarterstaff, but can still be used

to deal either bludgeoning, piercing, or slashing damage
with its attacks.

STALAGA SPEAR
Weapon (spear), very rare (requires attunement)

This magic spear is made of dark, polished granite and has
alarge ruby set in its head. While made of stone, it weighs
no more than a normal spear and is enchanted to prevent it
from shattering. You gain a +1 bonus to attack and damage
rolls made with this magic weapon.

The spear has 4 charges and regains 1d4 expended charges
daily at dawn. While holding this spear in a space on or next
to a surface made of unworked stone or earth, you can use
an action and expend 1 of its charges to plunge the spear
into that stone or earth surface. The spear vanishes into the
surface and emerges as a sharp stone spike that is 1 foot
wide and 10 feet long from another stone or earthen surface
that you can see within 6o feet of you, such as the ground
or a cave wall. The spike erupts from the surface and forces
any creature within a line that is 5 feet wide and 10 feet long
to make a DC 16 Dexterity saving throw. On a failed save, a
creature takes 4d6 piercing damage and is pushed up to 5
feet away from the spike. On a success, a creature takes half
as much damage and isn’t pushed.

While you're within 6o feet of the stone spike and in a
space on or next to a surface of unworked stone or earth, you
can use a bonus action to speak the spear’s command word
to recall it. The stone spike crumbles and the spear inside
vanishes back into the surface it came from before reemerg-
ing from the surface next to you into your open hand. If you
don’t have an open hand, it falls to the ground at your feet.



STARMETAL RING

STARMETAL SHIELD

STARBREAKER
Weapon (morningstar), rare (requires attunement)

This glowing morningstar casts bright light in a 20-foot
radius and dim light for an additional 20 feet while you hold
it. You gain a +2 bonus to attack and damage rolls made with
this magic weapon. Targets hit by the weapon take an extra
1d4 radiant damage. In addition, you can use an action to
cast the daylight spell using the weapon. Once the weapon
has been used to cast this spell, it can’t do so again until the
following dawn.

STARMETAL RING
Ring, rare

This roughly crafted metal ring seems to have an otherworld-
ly pull on other metallic items.

While wearing the ring, you can spend 1 hour holding onto
an object weighing no more than 25 pounds that is at least
50% metal. If the ring and metallic item are in contact for the
full hour, they form a powerful and magically controllable
magnetic bond. You can only have one item bound to the
ring in this way at a time.

While the bound item is within 4o feet from you and
unobstructed, you can use a bonus action on your turn to
magically pull it up to 20 feet toward you. The returning
item bounces harmlessly against creatures and objects
as it passes by.

STARMETAL SHIELD
Armor (shield), legendary (requires attunement)

This open metal shield and gauntlet offer a +1 bonus to your
armor class instead of a shield’s normal bonus. Whenever
you're the target of an attack made with a metal weapon or
projectile, the bonus becomes +3 instead. The shield hovers
above the gauntlet to protect you as if you were wielding it,
leaving your hands free.

Shooting star. As an action, you can throw the shield at
up to 3 clustered targets you can see before returning to your

STARMETAL SOLAR AXE

arm. Choose up to 3 targets or points. The first target or point
must be within 30 feet of you, and any additional targets or
points must be within 10 feet of the one before it. You can’t
select the same target more than once.

Make a ranged attack with the shield against each target.
You are proficient with these attacks and add either your
Dexterity or Strength modifier to its attack and damage rolls.
Targets hit by the attack take 2d8 magical slashing damage.
Once the shield reaches a target or point, it bounces towards
the next target or point. The shield flies back to the gauntlet
after reaching its final destination, bouncing harmlessly off
of anything obstructing its path.

STARMETAL SOLAR AXE
Weapon (greataxe), legendary (requires attunement)

This magic weapon is forged using iron from the stars. While
you're attuned to this weapon, you can call upon its latent
stellar energy to catalyze change within the metal and create
endothermic and exothermic reactions. The weapon can be
fused into a greataxe or fissioned into two separated battle-
axes. The weapon has the following properties based on its
current state:

Fused State. While wielding the fused greataxe, you gain
a +1bonus to attack and damage rolls made with this magic
weapon. While you hold this axe, flames erupt from its edges
and a small star burns in its center. These flames shed bright
light in a 20-foot radius and dim light for an additional 20
feet. The light is sunlight. The greataxe deals an extra 2d6 fire
damage to any target it hits.




Fissioned State. While wielding the two fissioned battle-
axes, you gain a +1 bonus to attack and damage rolls made
with them. The weapons are bitter cold to the touch and deal
an extra 1d6 cold damage to any target they hit. The axes
orbit you slowly while they aren’t being held or stowed. You
can retrieve a floating battleaxe as if it were sheathed. In ad-
dition, when you take the Attack action, you can use a bonus
action to make one melee weapon attack with an orbiting
battleaxe against a creature you can see within 20 feet of you.

State Change. This weapon can change between its two
states using the following properties:

Fission. While holding the fused greataxe, you can use a
bonus action to speak the weapon’s command word to split
it apart into its fissioned state. When you do, electrical
energy is released, forcing creatures within 3o feet of you to
make a DC 17 Dexterity saving throw. A creature takes 3d6
lightning damage on a failed save, or half as much lightning
damage on a successful one. This property can’t be used
again for 12 hours.

Fusion. While holding both battleaxes, you can use a
bonus action to speak the weapon’s other command word
to recombine the two battleaxes into its fused state. When
you do, the sudden generation of heat creates a wave of fire
around you, forcing creatures within 30 feet of you to make a
DC 17 Dexterity saving throw. A creature takes 3d6 fire dam-
age on a failed save, or half as much damage on a successful
one. This property can’t be used again for 12 hours.

STARMETAL STRIKER
Weapon (light hammer), rare (requires attunement)

This light hammer was forged using the remains of a comet
and is cold to the touch. You gain a +2 bonus to attack and
damage rolls made with this magic weapon, and when you
hit with an attack using it, the target takes an extra 1d4 cold
damage. The hammer leaves behind a crackling mist when
thrown and immediately flies back to your hand after making
aranged attack with it.

STEPS OF THE TRICKSTER
Wondrous item, common

These shoes allow you to freely change the sound of your
steps when you wear them. Changing the sound of your steps
doesn’t change their volume, but can make them sound as
though the shoes are made from a different material. For
example, your steps can sound like a beggar’s bare feet, a
dancer’s sharp heels, or an approaching guard’s metal boots.

STORM SICKLE
Weapon (sickle), rare

This sickle sparks with electricity as beads of water form and
drip from its blade. The weapon can make ranged attacks

by slashing through the air to send out blades of storming
wind. Ranged attacks with the sickle deal 1d4 slashing dam-
age, use Strength as your modifier for its attack and damage
rolls, and have a normal range of 20 feet and a long range of
60 feet. When you hit with an attack using this magic sickle,
the target takes an extra 1d4 lightning damage.

STEPS OF THE TRICKSTER
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STORMSTRUCK STAFF
Weapon (quarterstaff), rare

This wooden staff has been scarred by lightning and em-
bedded with an amplifying crystal at its head. You gain a
+1bonus to attack and damage rolls made with this magic
weapon. Small sparks of electricity arc from the crystal,
dealing an extra 1lightning damage to any target hit by the
weapon. The gem glows brilliantly and pulses with electrical
energy for 1 minute after either the quarterstaff takes light-
ning damage or you take lightning damage while holding

S it from any source (other than itself), or while the weapon
is under the effects of the shillelagh spell. While the gem is
glowing in this way, the extra lightning damage increases
to 1d6, and the gem emits bright light out to 10 feet and dim
light for an additional 10 feet.

STORM THROWER HARPOON
Weapon (trident), legendary (requires attunement)

This weapon has a +3 bonus to attack and damage rolls made
with this magical weapon.

The trident has a chain attached to its handle that can be
used to retrieve the weapon once it’s been thrown using a
bonus action. When you hit with a ranged attack using this
weapon, it deals an additional 1d8 lightning damage.

In addition, this trident acts as a conduit for the sky’s fe-
rocious power. Immediately after hitting a creature with the
trident, you can call down a bolt of lightning upon it, forcing
it and all creatures within 5 feet to make a DC16 Dexterity
saving throw. On a failed save, creatures take 6d1o lightning

N

SUNDERSLUDGE NET

SToRM THROWER HARPOON

damage, or half as much on a success. Creatures have disad-
vantage on the saving throw if they’re submerged in water
or wearing metal armor. You are immune to the lightning
damage caused by this effect. This ability fails if the creatures
are obstructed from the sky. Once you use this ability, you
cannot do so again until the next dawn.

Impale. You can use your action to try to impale and pull
a creature toward you. If your target is a creature that is no
more than one size larger than you, you can make a ranged
weapon attack against it using the trident. If you hit, you can
attempt to pull the impaled creature toward you by making a
Strength (Athletics) check contested by the target’s Strength
(Athletics) check. If you succeed, you can pull the creature up
to 20 feet toward you.

SUNDERSLUDGE NET
Weapon (net), uncommon (requires attunement)

This gelatinous net is made with the enchanted remains
of a gray ooze. A creature takes 1d6 acid damage when it’s
restrained by the net and again at the end of each of its turns
while it remains restrained by it. If the creature is wearing
nonmagical metal armor, its armor is partly corroded and
takes a permanent and cumulative -1 penalty to the AC it
offers whenever it takes acid damage at the end of one of its
turns. The armor is destroyed if the penalty reduces its AC to
10. A creature other than you who touches the net takes 1d6
acid damage.

The net’s sticky composition makes it more difficult to
escape than a mundane one. A creature can use its action
to make a DC 13 Strength check, freeing itself or another



creature within its reach on a success. The net has resistance

to all damage types. Dealing 10 slashing damage to the net
(AC 12) also frees the creature without harming it, ending the
effect and tearing the net apart.

The torn net is harmless. If more than half of the net can be
salvaged and stored within a container large enough to hold
1 gallon of liquid for 12 hours, the net is repaired and can be
used once more. Your attunement to the net ends if the net
remains destroyed for longer than 2 days.

You’re immune to damage from the net while you’re
attuned to it. Picking up the net after throwing it renders it
harmless until the next time you throw it. The net deals no
acid damage if no creature is attuned to it.

SWITCH
Rod, very rare (requires attunement by a druid)

This simple, springy rod is made of twisting vines and twigs.
While attuned to the rod, you can expend 1 use of your wild
shape feature as a bonus action to activate it. The rod stays
active for a number of hours equal to half your druid level
(rounded down).

When you activate the rod and again on subsequent turns
as a bonus action while the rod is active, you can transform
the rod into a bludgeoning or piercing weapon of your choice
that has neither the loading nor reach property. You're profi-
cient with this weapon and can use Wisdom as your mod-
ifier for its attack and damage rolls instead of Dexterity or
Strength. A weapon that uses ammunition magically creates
its own. Alternatively, you can transform switch back into
its rod form if you so choose. Regardless of the weapon you

SWORD OF RESONANCE

make, targets hit by it take an extra 1d8 damage of the weap-
on’s type. If the weapon you create has the light property,
you can make a weapon attack with it using a bonus action.

While the rod is activated, you can use an action to expend
a second use of your wild shape feature and extend the rod’s
barked exterior to your body. This tree-like armor can take
on any form that you choose. You gain temporary hit points
equal to 4 times your Druid level, and your armor class can’t
be lower than 16 while the rod is active. Using this property
of the activated rod does not extend its remaining duration.

Switch becomes inactive at the end of its duration, you fall
to o hit points, or end it early as a bonus action. When it’s
inactive, it reverts to its normal rod form.

SWORD OF RESONANCE
Weapon (longsword), rare (requires attunement by a bard)

This peculiar brass longsword is hollow and has lute

strings that run along its blade, allowing you to use this
sword as both a lute and spellcasting focus. You're profi-
cient with this lute while you're attuned to the sword. This
sword also has the finesse property due to the hollow blade’s
reduced weight.

You gain a +2 bonus to attack and damage rolls made with
this magic weapon. In addition, the sword’s hollow metal
blade magically amplifies the music made when using it to
inspire allies. Whenever you expend a use of your Bardic
Inspiration, the sword begins to reverberate with thunderous
energy. The next time you hit a target before the end of your
next turn with an attack using the sword, that target takes an
extra 1d6 thunder damage from the attack.




TALYARD THE GREAT'S
WAaND oF PoweRr

SWORD OF THE
SPELLDRINKER

SWORD OF THE SPELLDRINKER
Weapon (longsword), legendary (requires attunement)

This sword seems to absorb any light that touches it, making
it appear darker than the deepest midnight. You gaina +3
bonus to attack and damage rolls made with this magic
weapon. While you hold this sword, you treat any magical
light, darkness, or atmospheric effect within 30 feet of you as
if it were nonmagical and breathable.

In addition, this sword has 2 charges and regains 1d2
expended charges daily at dusk. While holding the sword,
you can expend 1 of its charges to cast the counterspell spell
(sth-level version) from it. If you successfully interrupt a
spell in this way, you can choose to absorb it into the sword
instead of countering it. If the triggering spell was cast at 6th
level or higher, your counterspell automatically fails. The ab-
sorbed spell must have a casting time of one action or bonus
action. The sword can have only one absorbed spell at a time.

You can use an action while holding the sword to release
an absorbed spell. When you do, the spell uses the slot level,
spell save DC, spell attack bonus, and spellcasting ability
of the original caster, but is otherwise treated as if you
cast the spell.

The interrupted spell remains absorbed by the sword for
up to 8 hours or until released. Absorbing a new spell replac-
es the one stored within the sword.

TALYARD THE GREAT'S WAND OF POWER
Wand, uncommon

This normal-looking spruce stick is actually the wand of a
famous drunkard. A drunken creature that sees the stick per-
ceives it as a magnificent, colorful wand that radiates with an
awesome power.



This wand has 3 charges and regains 1d3 expended charges
daily at dusk. While you’re drunk and are holding the wand,
you can use an action to cast one of the following spells from
the wand, even if you are incapable of casting spells: heroism
(1 charge), lesser restoration (2 charges), or thaumaturgy (no
charges). If you don’t have a spellcasting ability modifier,
Charisma is your spellcasting ability when casting these
spells (minimum +1 modifier).

TeLESCOPING BLADELANCE

TeTHER TEARER

TEAR OF GAIA
Wondrous item, common

As an action, you can crush this small, green gem underfoot
to activate its magic. Plants within a 10-foot radius of you
immediately become healthy and full. Fruit and vegeta-
ble-bearing plants begin to grow their produce, which grow
ripe over the course of 1 hour. If there are no plants within
range or you crush the gem against an inorganic material,
fertile topsoil 1 inch deep spreads across the area. Healthy
green grass immediately grows from the new soil.

TELESCOPING BLADELANCE
Weapon (lance), uncommon

This mechanical lance has bladed edges and has the heavy
property. You can use a bonus action on your turn to extend
or retract the weapon by twisting its handle. The weaponis a
normal lance while it’s extended. If the lance is retracted, the
end of the weapon rests inside the wider, bladed base and is
considered to be a greatsword instead. This greatsword deals TEMPEST GRIFFON
1d12 slashing damage instead of 2d6. FEATHER CAPE

While the weapon is retracted, you can choose to extend it
as a bonus action immediately after hitting a target with an
attack. If the target is a Large or smaller creature, it’s pushed
5 feet away from you.

TEMPEST GRIFFON FEATHER CAPE
Wondrous item, very rare (requires attunement)

You have resistance to lightning damage and make Dexterity
saving throws to resist or avoid lightning spells and effects
with advantage while wearing this cape.

While wearing the cape, you can use an action to speak its
command word to transform into a bolt of lightning. When
you do, choose an unoccupied space that you can see within
120 feet of you. You disappear from your current location and
travel in a line that is 5 feet wide and up to 120 feet long to
the chosen space. Any creature in the line or within 5 feet of
either your old or new location must make a DC 16 Dexterity
saving throw. A creature takes 3d1e lightning damage on a
failed save, or half as much damage on a successful one. Once
this property of the cape has been used, it can’t be used again
until the next dawn.

TETHER TEARER
Weapon (any axe), uncommon

This silver axe can temporarily bind a creature to its corpore-
al form. This axe deals an extra 1d6 force damage to any crea-
ture it hits that has the incorporeal movement trait. When it
does, that creature can’t benefit from its incorporeal movement
trait again until the end of its next turn.
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TETHERVINE QUIVER

TETHERVINE QUIVER
Wondrous item, uncommon

This seemingly overgrown quiver keeps a large plant magi-
cally concealed inside it. The quiver can store up to 20 arrows
or bolts. When you draw a piece of ammunition from the
quiver, you can speak the quiver’s command word as a bonus
action to magically connect the end of the ammunition to
the plant inside the quiver. The plant is a rope-like vine that
flies effortlessly behind a fired piece of ammunition. While
wearing the quiver, you can use a bonus action to magically
retract the vine up to 6o feet back into the quiver. Any object
weighing less than 25 pounds hit by a connected piece of am-
munition is pulled back toward the quiver when its retracted
in this way. Despite the quiver’s limitations, the rope-like
vine can hold up to 250 pounds on its own.

If you hit a creature with an arrow or bolt that was
connected to the vine, the vine magically disconnects itself
and falls from the ammunition. You can disconnect the vine
from the ammunition by speaking its command word again
or by severing the vine from the quiver as a bonus action.
Once severed, the vine is considered to be a mundane length
of hemp rope.

You can only fire a connected piece of ammunition as far
as you have the vine to. The plant grows up to 120 feet long
and regrows up to 30 feet of vine daily at dawn.

THE ROSE BASKET
Weapon (rapier), very rare (requires attunement)

This silver rapier has a rose adorning its crossguard and
pommel and has thorns lining its hilt. You gain a +2 bonus

THe Rose Basker

THORNPIERCER

to attack and damage rolls made with this magic weapon. In
addition, the weapon deals an extra 1d8 radiant damage to
any shapechanger or fey creature it hits.

Field of Roses. As an action, you can speak the rapier’s
command word and touch its point to the ground at your
feet. When you do, silver rosebushes sprout from the ground
in a 25-foot square, centered on your location. The area
becomes difficult terrain, and when a creature moves into
or within the area, it takes 2d4 piercing damage for every
5 feet it travels. While holding this rapier, you can pass
through this area as if it were normal terrain, and you don’t
take damage from moving within it. The rosebushes remain
for 1 minute or until you dismiss them as a bonus action.
Once this property has been used, it can’t be used again until
the next dawn.

THORNPIERCER

Weapon (dagger, shortsword, rapier, or whip), Legendary
(requires attunement)

This rose has a stem large enough to hold like the hilt of a
weapon. You can focus on the rose as a bonus action to cause
it to grow one of the following weapons from its center: a
dagger, shortsword, rapier, or whip. If the hilt already has

a weapon growing from its center, the existing weapon
withers away and disintegrates, allowing the new one to
take its place.

You gain a +2 bonus to attack and damage rolls made with
this magic weapon. In addition, targets hit by the weapon
take an extra 1d4 piercing damage. If you are a druid or are
proficient with either simple or martial weapons, you are
proficient with the weapons that thornpiercer grows.
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THWACKSTAFF

Each weapon option has a unique property:

Dagger. When you throw this weapon, only the blade
is thrown from the rose hilt. Hit or miss, when the blade
reaches its target, it erupts into a burst of thorns. The target
and up to 3 other creatures of your choice within 10 feet of it
must succeed on a DC 17 Dexterity saving throw or take 1d4 +
2 piercing damage.

Rapier. When you roll a 20 on an attack roll with this
weapon, the blade’s thorns eviscerate the inside of the
target and deal an extra 3d4 piercing damage. If the target
was a Large or smaller creature, it must also make a DC
17 Constitution saving throw. On a failure, its hit point
maximum is reduced by the amount of damage dealt by the
attack. On a success, it’s reduced by half the amount instead.
Once the creature completes a short or long rest, its hit point
maximum is restored.

Shortsword. The first creature hit by this weapon on each
of your turns must make a DC 17 Constitution saving throw.
On a failed save, a creature takes an extra 1d6 poison damage
and is poisoned until the end of its next turn.

Whip. When you hit a Medium or smaller target with this
weapon, you can attempt to grapple it with the whip. When
you do, the target must succeed on a DC 17 Strength saving
throw or be grappled by viny whip. A grappled target takes
1d4 piercing damage from the whip’s thorns at the start of
each of its turns until it’s freed. A creature can use its
action to make a DC 17 Strength check, freeing itself or
another creature within its reach on a success. The whip
breaks off from the hilt when you successfully grapple a
target in this way, allowing you to move freely while the
target remains grappled.

THuNDEROUS FLAIL

THUNDEROUS FLAIL
Weapon (flail), rare (requires attunement)

This flail has 3 charges and regains 1d3 expended charges
each day at dawn. You can expend 1 charge to cast the thun-
derwave spell (save DC 15). The ball of the flail is the origin of
the spell. As long as the flail has at least 1 charge, you deal an
extra 1d6 lightning damage to the first target you hit with it
on each of your turns.

If you make a melee attack using the flail, you can immedi-
ately expend 1 charge to cast thunderwave as a bonus action in
the direction of your last attacked target.

The ball of the flail is attached to the chain with a powerful
magnetic connection that can be released at will. You can
make a ranged attack using the flail by releasing the ball
mid-swing. This attack has a normal range of 20 feet and long
range of 60. Strength is your ability modifier for this attack.
While the ball is within 6e feet of you, you can magnetically
pull it back up to 20 feet towards you as a bonus action. It
magically reattaches itself to the chain when it enters the
same space as you.

While the ball is detached, you can still use the flail to cast
thunderwave. When you do, the spell’s area of effect becomes
a1o-foot radius sphere centered on the ball.

THWACKSTAFF
Weapon (quarterstaff), uncommon (requires attunement)

This festive quarterstaff is decorated with ribbons and other
glittering elements. It is perfectly balanced and seems to be
made to perform with. This magic quarterstaff has the finesse
property and grants you a +1 bonus to Charisma (Perfor-




mance) checks you make in order to put on an entertaining
performance using the quarterstaff.

Punishing Parry. This quarterstaff has 3 charges and
regains all expended charges daily at dawn. While holding
this quarterstaff, you can expend 1 of its charges as a reaction
when a creature that you can see hits you with a melee attack.
When you do, roll a d6. You gain a bonus to AC equal to the
number rolled against that attack, potentially causing it to
miss you. If the attack misses you as a result of this bonus to
AC, you can immediately make one attack with the quarter-
staff against the attacking creature as part of your reaction.
If you hit, the attack does extra damage equal to the number
rolled on the dé.

TIMBER
Weapon (handaxe), very rare (requires attunement)

This magical axe is imbued with a destructive force that
builds with each consecutive strike. You have a bonus to
attack and damage rolls made with this magic weapon equal
to the number of charges it currently has. The handaxe gains
1 charge each time you make a successful attack with it: up to
amaximum of 3 charges. When timber gains its third charge,
the built-up force explodes; it loses all charges, and the
target takes an extra 3d6 force damage, or 6d6 if it’s made of
wood. When this happens, if the target is no more than one
size larger than you, you can choose to push it up to 10 feet
away from you.

Timber’s charges last for up to 1 minute. It loses all charges
if you make an attack against a new target, make an attack
with a different weapon, or miss with an attack using timber.

TIMEPRIERCER

TimBER

TIMEPIERCER
Weapon (rapier), very rare (requires attunement)

This item appears to be a sword hilt that has a small hole on
either end of it. The hilt is made of clear quartz and contains
an hourglass with sand inside it. Despite the holes on the
hilt, the sand never seems to flow out of the hourglass. You
can speak the hilt’s command word as a bonus action to
cause it to form a thin blade of sand. The hourglass spills
sand from the bottom of the hilt that circulates up and
around to form the blade and guard of the rapier before
returning to the hourglass again through the hole at the top.
You can speak the hilt’s command word again as a bonus
action to cause all the sand to return to the hourglass. While
the blade is formed, you gain a +2 bonus to attack and dam-
age rolls made with this magic weapon.

While holding the hilt, you can use an action to cast
either the haste or slow spell (save DC 16) from it. You have
advantage on Constitution saving throws you make in order
to maintain concentration on a spell cast in this way. Once
a spell has been cast using the hilt, it can’t be used to cast
that spell again until the next dawn. The sands in the
hourglass move quickly while you concentrate on a haste
spell cast in this way, or more slowly when you concentrate
on a slow spell.

TIMESHIFTER'S MANTLE
Wondrous item, rare

If a Large or smaller creature hits you with a melee attack
while you're wearing this cloak, you can use your reaction
to cause time to briefly warp around you. After taking the
damage from the attack, you can immediately move up to
half your speed without provoking opportunity attacks, and
the attacker’s speed is reduced to o until the start of its next
turn. Once this property of the cloak has been used, it can’t
be used again until the next dawn.

TIMESHIFTER'S
MANTLE



TOADSTONE
Wondrous item, uncommon (requires attunement)

This small jade carving of a frog dangles from a simple cord
of leather to be worn as a necklace. While you wear it, you
gain a swimming speed equal to your walking speed and can
hold your breath for up to 1 hour. In addition, you can cast
the jump spell using the necklace, targeting only yourself.
Once the necklace has been used to cast this spell, it can’t do
so again until the next dusk.

Curse. This necklace is cursed. Attuning to it curses you
until you’re targeted by the remove curse spell or similar
magic. Removing the necklace fails to end the curse on you. ToADSTONE
While you're cursed, your skin is perpetually slightly wet
and clammy, and you have only an appetite for insects and
other grubs instead of the foods you would normally
enjoy eating.

ToMme oF Dreams
TOME OF DREAMS

Wondrous item , uncommon

This beautifully embossed book is full of gripping short
stories. You can read a story from the book in 10 minutes.
The underlying nature of each story is unclear, leaving your
subconscious mind to slowly process and unpack its deeper
meanings over the course of your next long rest. The next
time you finish a long rest after reading a story from the
book, roll a d2e. On a roll of 10 or lower, you take 2d4 psychic
damage as your mind is plagued with intense terrors from
the story you read. On a roll of 11 or higher, you gain 2d4
temporary hit points as your mind is filled with joy and
courage instead. If you start a story but don’t finish reading
it, nothing happens the next time you finish a long rest.

TORCHBEARER’'S REACH
Weapon (whip), uncommon

This weapon has the light property and deals fire damage
instead of slashing. When held, a magical flame forms at the
top of the whip’s handle. The flame gives off bright light in
a20-foot radius and dim light for another 20 feet. You can
stretch the flame to form a 10-foot long coil of fire by snap-
ping the handle and flame down as if to crack the whip (no
action required). The flame doesn’t hurt you while you hold
the whip. You can snuff the fire out with your hand or blow it
out to extinguish it using a bonus action.

The whip’s flame is intangible and can’t be used to bind
a creature or retrieve objects from afar, but can be used to
light other fires.
TORCHBEARER'S

TORPEDO ARROW ReacH

Weapon (arrow), common

This unique arrow’s spiraling design allows it to travel un-
impaired in the water. When firing this arrow underwater,
you ignore the normal disadvantages of underwater fighting.
When you fire this weapon out of water, the normal and long
ranges of the arrow are halved.

A S——




TORRENT TAIAHA
Staff, rare

A mote of swirling, magic water circles the top of this wood-
en staff. This staff can be wielded as a magic quarterstaff that
grants a +1 bonus to attack and damage rolls made with it.
When you make a melee attack with the staff, you can choose
to extend and lash out with the water, instead of the staff.
When you do, the water has a range of 10 feet and deals 1d4
bludgeoning damage if it hits. You're proficient with this at-
tack and use your Wisdom modifier for its attack and damage
rolls. After the attack, the water shrinks back to the staff.

While holding the staff, you can stand on and move across
any liquid surface as if it were solid ground. If you end your
turn on a liquid in this way, you sink into it as normal until
you stand on solid ground again. In addition, while holding
the staff, you can use an action to cast the control water spell
(Flood or Part Water only) from it. The spell ends early if you
are no longer holding the staff. Once the staff’s been used to
cast this spell, it can’t do so again until the next dawn.

TOTE OF TRICKY TREAT SUGARBOMBS
Wondrous item, common

This canvas bag holds 5d8 + 10 clove and pumpkin candies in-
side. A small illusory face appears over the sewn-on pumpkin
at night. Each candy has a minor magical effect that lasts for
1 minute unless otherwise specified. Some effects are pleas-
ant, whereas some are mischievous. You can eat a piece of
candy using an action. When you do, roll on the table below
to determine the candy’s effect:

d20 Effect

1 The candy seemed to have spoiled, forcing you
to succeed on a DC 13 Constitution saving throw
or spend your action on your next turn retching
and reeling.

2 Your face appears to melt: revealing the skull be-
neath it. The effect is harmless and illusory.

3 Any food you eat or water you drink taste like ash
and blood, respectively.

4  Other creatures’ eyes appear to be hollowed out
and blackened to you.

5  Your ears turn a different, vibrant color at that start
of each of your turns.

6  Your hair falls out and regrows over the
next minute.

7  Your laughter becomes maniacal, and you have trou-
ble stopping once you’ve started.

8  Your pupils resemble a snake’s.

You hear a fly near your ear, but you can neither see
it nor swat it away.

10  Your skin turns orange, and light spills forth from
your eyes and mouth, casting bright light in a 10-
foot radius and dim light for another 10 feet.

11 Confetti bursts from the top of your head, and small
children can be heard laughing.

Tus oF CHURNING AND

FERMENTATION

Tote oF TrRICcKY TREAT
SUGARBOMBS

d20 Effect

12 You sprout tiny, flightless bat wings.

13 You know the location of the nearest pumpkin
within 1 mile.

14  Nearby crows and ravens land on your shoulders or
outstretched arm.

15 A friendly, floppy wizard hat appears on your head.
After 1 minute, it disappears in a cloud of stars.

16  Any alcohol in your stomach or that you drink be-
comes nonalcoholic.

17  Your voice becomes smooth and golden, allowing
you to add your proficiency bonus to Charisma
(Performance) checks to sing. If you are already
proficient with this skill, you add double your profi-
ciency bonus instead.

18 Any food you eat or water you drink tastes delicious
and reminds you of your favorite pastimes.

19  You gain darkvision out to a range of 30 feet. If you
already have darkvision, its range is increased by
30 feet.

20 You can magically sense if someone is possessed,

and you can see creatures that are invisible



TRIDENT OF THE DRYAD
Weapon (trident), uncommon (requires attunement)

This magical wooden trident has 4 charges and regains 1d3 +
1 expended charges daily at dawn. Once on each of your turns
while holding the trident, you can expend 1 of its charges (no
action required) and use 10 feet of your movement to step
magically into one living tree within your reach and emerge
from a second living tree within 60 feet of the first tree,
appearing in an unoccupied space within s feet of the second
tree. Both trees must be Large or bigger.

Tree Form. You can use an action to plant the bottom of
this trident in fertile ground and speak its command word to
transform it into a healthy tree. The tree is 6o feet tall and has
a 5-foot-diameter trunk, and its branches at the top spread
out in a 20-foot radius. Once on your turn, you can expend 1
of the trident’s charges (no action required) and use 10 feet
of your movement to step into this tree and emerge from
another point on its trunk or within its branches.

The tree appears ordinary but radiates a faint aura of trans-
mutation magic if targeted by detect magic. While touching
the tree, you can use an action to speak its command word
again to return the trident to its normal form. Any creature
in the tree falls when it reverts to a trident. Once this prop-
erty of the trident has been used, it can’t be used again until
the next dawn.
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THE HyorA

TRIDENT OF THE HYDRA
Weapon (trident), rare

This oddly shaped trident is made of hammered mythril and
has a strangely short handle. You gain a +1 bonus to attack
and damage rolls made with this magic weapon. This weapon
can’t be wielded with two hands. When you throw this
trident, the forked end of the weapon magically splits apart
to form three separate spears: allowing you to make 3 attacks
with it instead of 1. After the attack, the trident regrows its
missing prongs from one of the separated spears, and the
other two spears dissolve.

TuB OF CHURNING AND
FERMENTATION
Wondrous item, uncommon

This squat wooden and ceramic tub has a screw-on lid that
fits snuggly around its base. The tub can hold up to 2 gallons
of liquid or 1 cubic foot of material within it. You can leave a
liquid or other perishable in the tub and secure the lid before
saying the name of the end result you’d like the contents to
turn into. If you say the name of a possible result, the tub
clicks lightly before locking its lid shut for 10 minutes.

After 10 minutes, the tub gives a second, louder click as the
lid unlocks. The contents of the tub will have been stirred,
processed, or otherwise fermented in such a way to generate
the commanded end product. Adding extra ingredients into
the tub can impact the end result’s flavor.

Once the tub has been used in this way, it can/t be used
again until the following dawn.

Example Ingredient Potential Outcome

Milk Butter
Milk Cheese
Milk Yogurt
Vinegar, Cucumbers Pickles
Apples Hard Cider
Assorted Fruits Wine
Cabbage Sauerkraut

TORRENT TAIAHA



Uorik THE CONQUEROR'S
Juice Cup

VANCIAN HELM

UORIK THE CONQUEROR’S JUICE CUP
Wondrous item, common

This brass cup changes the flavor of any water it’s holding.
As a bonus action, you can whisper the name of a fruit into
the cup. If the cup is filled with water, the water’s color and
flavors change to resemble that kind of fruit juice. Saying the
name of another fruit changes the water’s color and flavors
again. Regardless of its color and flavors, the water is still
only water. Shouting into the cup causes the juice to effer-
vesce and bubble. If the water is poisoned, the drink tastes

foul and badly fermented.

VANCIAN HELM
Wondrous item, rare (requires attunement)

This helmet is made from the reclaimed and partially disen-
chanted remains of a shield guardian. The helm is no longer
bound to an amulet. You gain a +1 bonus to AC while you
wear this helmet.

Spell Storing. Any creature can cast a spell of 1st through
4thlevel into it by touching the helm as the spell is cast. The
spell has no effect, other than to be stored in the helm. The
helm can only hold one spell at a time.

While wearing this helmet, you can cast any spell stored
in it. The spell uses the slot level, spell save DC, spell attack
bonus, and spellcasting ability of the original caster, but
is otherwise treated as if you cast the spell. When the spell
is cast or a new spell is stored, any previously stored
spell is lost.

If you are wearing the helmet when a spell of 5th level or
higher is cast into the helm, the spell is expended without ef-
fect and you take 2d6 psychic damage. While a spell is stored
within the helmet, your eyes glow with a brilliant color of
your choice while you wear it.

VisAGe oF DELIGHT
AND DisAsTER

VENOMBANE ARMOR

Armor (any light armor), uncommon (requires
attunement)

This leather armor absorbs poison and allows you to tra-
verse webbed areas more easily. While you're wearing this
armor, you can’t be caught in webs of any sort and can move
through webs as if they were difficult terrain. In addition,
when you take poison damage while wearing this armor, you
can use your reaction to reduce the damage by 1d8 + your
Constitution modifier.

VIGILUS
Weapon (crossbow, hand), rare (requires attunement)

This hand crossbow has a small spring-loaded case of 6 bolts
attached to its side that automatically reload the crossbow
whenever it’s fired. While the case has bolts in it, the cross-
bow ignores its loading property. Once the case is empty, a
creature can use an action to reload it with another 6 bolts.

As an action, you can unfurl the crossbow’s three collaps-
ible legs and plant it firmly on the ground to become a Small
defensive construct. Once deployed, the crossbow magically
draws itself and loads the next bolt in its case, if any. While
you're within 30 feet of the crossbow, you can use a bonus
action on each of your turns to command it to attack a target
you can see within 3o feet of it. The crossbow uses your
attack roll and ability score modifier for its damage rolls.
The first time an invisible creature enters a space within 30
feet of the crossbow on its turn, the crossbow emits a small
chirping sound audible out to 100 feet.

The deployed crossbow has 30 hit points, AC 12, and
automatically fails Dexterity and Strength saving throws but
passes all others. If it’s reduced to @ hit points, it falls over
and can’t be deployed again in this way for 1 minute. You can
quickly retrieve the deployed crossbow using a bonus action
when you enter the same space as it.



VISAGE OF DELIGHT AND DISASTER

Wondrous item, legendary (requires attunement by a crea-
ture with a Charisma of 17 or higher)

VENOMBANE
ARMOR
While wearing this mask, you gain 2 Bardic Inspiration dice,
which are dies. These dice are separate from any Bardic
Inspiration dice you have from another source. You can use
abonus action on your turn to choose one creature other
than yourself within 6e feet of you who can hear you. That
creature gains one Bardic Inspiration die. These dice are the
same as normal Bardic Inspiration dice, but carry with them
additional benefits based on the mood of your performance:

Delight. If you inspire a creature with a joyful or uplifting
performance, that creature has advantage on saving throws
to resist becoming frightened for 1 minute following your
performance. In addition, when that creature uses the Bardic
Inspiration die, it gains temporary hit points equal to twice
the amount it rolled on the die.

Disaster. If you inspire a creature with a grim or haunting
performance, that creature has advantage on saving throws
to resist becoming charmed for 1 minute following your
performance. In addition, when that creature hits a target
with a weapon attack, it can expend the Bardic Inspiration
die to deal psychic damage to the target, in addition to the
weapon’s damage. This psychic damage is equal to twice the
number rolled on the Bardic Inspiration die.

The expression of the mask subtly changes to reflect your
expression or mouth’s movement behind the mask. You
regain all expended Bardic Inspiration dice when you finish a
short or long rest.

VoiD ARROW

oyl Weapon (an arrow or bolt), uncommon

This pitch-dark piece of ammunition is composed of dense-
ly-packed shadows. A creature hit by this magic ammunition
takes psychic damage instead of piercing damage. This am-
munition makes no sound when it’s fired or strikes a surface,
leaves no discernible wounds, and vanishes immediately

after hitting a creature.
Vovrcanic Boors »

VOLCANIC BOOTS
Wondrous item, rare (requires attunement)

These heavy volcanic stones rearrange themselves to better
fit your feet once you've attuned to them. Despite their
appearance, the boots are comfortably light and warm. While
wearing the boots, you have resistance to fire damage. AV
The boots have 10 charges and regain 1d6 + 4 expended
charges daily at dawn. When you walk at least 5 feet on
Voio ARrRrROW solid ground while wearing the boots, you can expend 1 or
more of their charges as part of that movement. Choose
an unoccupied space you just walked through for each
expended charge: the ground and air in a 5-foot cube within
that space becomes volcanic and impossibly hot. Any
creature other than you that enters or starts its turn in that
space must succeed on a DC 15 Dexterity saving throw or
take 2d6 fire damage.
The volcanic effect lasts for 1 minute or until you end it
early as a bonus action or fall unconscious.
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VoLT GAUNTLETS
Wondrous item, rare

These metallic gauntlets have several sharp points extending
from its knuckles and are lined with an insulating material.
Unarmed strikes made with your fists while wearing these
gauntlets deal piercing damage instead of bludgeoning.

In addition, the gauntlets have 6 charges and regain 1d6
expended charges each day at dawn. When you hit a creature
with an unarmed strike with the gauntlets, you can expend 1
of their charges to deal an extra 1d8 lightning damage. When
you do, the target must succeed on a DC 15 Constitution
saving throw or be unable to take reactions until the start of
its next turn. While the gauntlets hold at least 1 charge, they
give off occasional snaps and sparks of electricity.

VOLTEDGE
Weapon (any sword), rare (requires attunement)

This split metal sword arcs with electricity between its two
halves. When you hit with an attack using this magic sword,
the target takes an extra 1d6 lightning damage. While hold-
ing this sword, you can use an action to unleash a concen-
trated beam of lightning from the blade in a line that is 60
feetlong and 5 feet wide. Each creature within that line must
make a DC 15 Dexterity saving throw. A creature takes 4d6
lightning damage on a failed save, or half as much damage
on a success. Once this property of the sword has been used,
it can’t be used again until the next dawn.

Vox HELM
Wondrous item, common

This metal helm has a second guard that rests in front of your
mouth and alters your voice. You can raise and lower this
guard using an action. While wearing the helmet with the
guard lowered, your voice sounds obviously enchanted and
can be adjusted to modify its pitch, masculinity or feminini-
ty, and reverberation at will (no action required).

WAND OF WHISPERS
Wand, rare (requires attunement by a spellcaster)

These wands are sometimes found in the hands of clandes-
tine mages posing as simple townsfolk. Its magic wax and
iron design resembles a candle and candlestick. The wand
produces a harmless, magical flame that is indistinguishable
from normal candlelight, although the wax never melts or
changes shape. The flame is harmless and casts bright light
in a 5s-foot radius and dim light for another 5 feet. While
holding the wand, you can extinguish or relight the flame as
abonus action.

This wand has 7 charges. While holding the wand, you can
use an action to expend some of its charges to cast either the

VoLt GAUNTLETS
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message (no charges) or sending spell (3 charges) from it. Al-
ternatively, when you cast a spell of 5th level or lower while
holding the wand, you can expend 1 of the wand’s charges
per spell slot level to ignore the spell’s verbal components.
Any spell that requires a target to hear its verbal component
gains no benefit from this property.

The wand regains 1d6 + 1 expended charges daily at dusk.
If you expend the wand’s last charge, roll a d20. On a 1, the
magical flame burns out and the wand becomes a mundane
candle and candlestick.

WAR STANDARD OF BATTLECRIES
Wondrous item, very rare (requires attunement)

This magic battle standard reinforces the fervor of nearby
allies. The standard stands up to 10 feet tall but can be col-
lapsed down to 2 feet tall for transport. You can extend the
standard to its full height as an action and either hold it aloft
with one hand or plant it upright in an unoccupied space on
solid ground. You can retrieve the planted standard when
you enter its space (no action required). While the standard
is extended, allies within 15 feet of it at the start of combat
gain a +3 bonus to their initiative.

This standard has 4 charges and regains 1d4 expended
charges daily at dawn. If you’re within 15 feet of the extend-
ed standard, you can use a bonus action to expend 1 of its
charges to shout the command word, “Charge!” and immedi-
ately take the Dash action (no action required). When you do,
other allies within 15 feet of the standard can take the Dash
action as a bonus action on their next turn.

You can concentrate on the banner over the course of a
short rest to change the emblem depicted on it.

WAR STANDARD OF
BATTLECRIES

WEBGRIP
Rucksack

WARMIND WAND

WARMIND WAND
Wand, rare (requires attunement by a half-orc or orc)
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