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Anaxygosal’s Sabatons 
Wondrous item, very rare (requires attunement)

These ancient plate boots are unlike any footwear 
you’ve seen before, as they were designed and 
expertly crafted by a culture lost to time. They 
feature a Mushwooken-like stripes along their 
entirety and feature blue-green sapphires inlaid 
into their buckles. Their soles are cleated with 
half-inch long spikes that are designed to assist 
the wearer while traversing the frozen terrain of 
the Icy Divide. The toes of these boots are a bit 
gaudy, extending roughly six inches from the end 
of the wearer’s foot and ending in a downward 
crooked, nasty looking claw each. They radiate 
with a subtle divine energy, the blessings of water 
deity Anaxgosal. 

Water God’s Protection. While you wear these boots, you gain resistance to cold damage. 
If you already have resistance to cold damage, you become immune to it. These boots 
also allow you to ignore all effects created by ice, snow, and cold temperatures, such as 
icy terrain, deep snow drifts, and exhaustion caused by the bitter cold. Note that this item 
does not remove points of exhaustion already suffered from the cold or otherwise. 

Water Walk. Once per day while you wear these boots you may cast the water walk spell 
on yourself. 

Augmentable Destabilizer    
Wondrous item, uncommon

Created by Sorcias, the Augmentable Destabilizers were 
made as a way to quickly travel throughout Revilo. Open-
ing the locket of this device and reflecting light onto spe-
cific magic portals will unlock a doorway to other regions. 
In gameplay this could allow characters to jump from one 
area of the world to another.

Bag of Shards
Wondrous item, rare, (requires attunement)

The Bag of Shards enables the user to produce mundane 
earthen materials three times per day. To activate this magic 
item simply reach into the the bag while envisioning any rock 
or mineral in any naturally occurring form and withdraw it from 
the bag. The object lasts for one hour. Any precious stones 
or metals are revealed to be fake with a DC 10 Intelligence 
(Investigate) check. Objects created from this bag may not 
be used as spell components.



Basalite Key to the City 
Wondrous item, uncommon

This translucent red key is more solid than it 
would appear, and is attached to a rusty iron 
key ring. When inserted into a lock the shape 
always matches, and the key turns with a loud-
er-than-normal but satisfying click. Once per day, 
you can use this item to cast the knock spell. This 
action causes the key to dematerialize in a puff of 
red smoke, leaving nothing but the rusty iron ring. At the dawn of the next day, the Balasite 

Key to the City reappears on its ring. 

 
Bone Chalice of Fire Belly  
Wondrous item (uncommon)

This ornate chalice appears to be carved from the femur of a Snikwah, 
a monstrous denizen of the Fiery Pits. The chalice seems to recall its 
fiery origins, as it is quite warm to the touch. It is filled to the brim 
with a deep red, viscous liquid from which a strong scent of iron 
wafts. Steam billows from the liquid, quite heavy in chilly air. Imbibing 
the entirety of this potion fills your belly with warmth, rendering you 
resistant to cold damage for the next 12 hours and removing all points 
of exhaustion caused by cold temperatures immediately. At the dawn 
of a new day, the chalice has refilled itself.

The Bone Chiller   
Magic Weapon, (sword of any kind), rare (requires attunement)

This sword is composed of what appears to be blue glass or 
crystal, a light steam cloud perpetually swirling around the 
blade. You gain a +2 to attack and damage rolls made with this 
magic weapon. When you hit with an attack using The Bone 
Chiller, the attack deals an additional 4 (1d8) cold damage to 
the target.

Paralyzing Cold. Whenever you score a critical hit with this 
magical weapon, the Paralyzing Cold target must succeed on 
a DC 15 Constitution Saving throw or it becomes paralyzed for 
one minute, encased in a thin layer of magical ice. A creature 
can repeat the saving throw at the end of each of its turns, end-
ing the effect on itself on a success. While under the influence of 
paralyzing cold, the creature gains vulnerability to fire damage, 
but the effect immediately ends after taking any fire damage. If 
a creature under this effect reaches 0 hit points, they shatter as 
if made of glass.

Bone Mask 
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Wondrous Item, uncommon

This ornate mask is of Grinataur make, carved from the 
skull of some unlucky creature. While wearing this mask, 
any undead must make a DC 15 Intelligence (Investigation) 
check or ignore the wearer completely. The effect of the 
Bone Mask is lost as soon as any hostile action is taken 
against the undead in question. Any undead that pass this 
check or overcome its effects are immune to the effects of 
the Bone Mask until the next dawn.

Carved Chelonid Shell 
Wondrous item, very rare (requires attunement)

This reptilian shell is reminiscent of those found on the 
backs of the great Chelonids in the Fiery Pits, only much 
smaller. This one’s surface seems to have been gouged 
with runic symbols of warding that glint with an irides-
cent sheen in the firelight. After attuning to this mag-
ic item it seems to make you less likely to be attacked 
by your enemies. This item has 4 charges, and regains 
1d3+1 expended charges daily at dawn. When you are 
to be the target of an attack but before the attack is 
rolled, you may expend 1 charge to cast the sanctuary 
spell on yourself as a reaction without using a spell slot. 
Note that sanctuary is ineffective against area effects 
that don’t need to directly target a character such as the 
fireball spell.

Clarity Bell  
Wonderous item, rare

This beautifully made engraved silver bell has a unique brass 
clapper and polished wooden handle. When you ring the bell it 
emanates a strangely pleasant sound that has a distinct quality 
about it. Once per day you may use an action to speak the com-
mand word and ring the bell. All charmed creatures within 60 
feet that can hearare no longer charmed.

Claw of Solleel  
Weapon (dagger), legendary (requires attunement by an evil or 
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neutral character)

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

Sneak Attack. This weapon grants you the ability to Sneak 
Attack as if you were a 5th level rogue (3D6). If you al-
ready have the ability to Sneak Attack, add an additional 
3D6 damage whenever you successfully Sneak Attack with 
this weapon.

The Ravager Thirsts. If you make a successful sneak at-
tack that brings a creature to 25 hit points or lower, it must 
make a DC 15 Constitution saving throw. If the creature fails 
this saving throw, it dies, its soul consumed by Solleel. This 
creature can only be revived by the Wish spell.

Cursed. This dagger is cursed by the essence of Solleel, 
The Ravager. Attuning to this weapon extends the curse 
to you. As long as you remain cursed, you are unwilling to 
part with or use a weapon other than this one, becoming 
violent toward anyone who would force you to do so. In ad-
dition, whenever a creature is slain by the Claw of Solleel, 
your mind is wracked with the blood-curdling screams of 
madness from the soul starved, bloodthirsty God. You must 
make a DC 15 Wisdom saving throw or immediately make 
a melee attack against the nearest creature, be it friend or 
foe, using the Sneak Attack feature if possible. You may not 
move before making this attack. If there are multiple creatures equidistant from you, choose 
one at random. If there is no creature in range, you must attack yourself, rolling at advantage 
against your own AC. You cannot Sneak Attack yourself.

Clursadar Horn 
Wonderous item, uncommon (requires attunement)

The Durdenshrein carve magical wards into the horns of 
their Clursadar home steeds to protect the gentle giants 
and themselves from harm. Ironically, this has lead to 
the illegal hunting of the Clursadar for its magic-infused 
horn. Possession of a Clursadar is a crime punishable by 
a considerable amount of jail time in each of Revilo’s 
holds. While attuned to this item, you gain temporary 
hit points whenever a spell from the Abjuration school is 
cast upon you. The number of hitpoints gained is equal 
to three times the level of the Abjuration spell cast. 

Codex of the Ravager   
Wondrous item, legendary (requires attunement)
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This ghastly tome is bound in Reaper skin and 
features the lower face of a Reaper across the 
front cover with aged bone poking through 
in places. This ancient, evil codex is written in 
Abyssal, the language of demons. Its pages 
read of exalting Solleel, the Ravager. She is the 
goddess of war, destruction, and death Those 
who worship her also take fervent pride in sowing 
these plagues across the land. Her champion, 
a long-dead Reaper known as Greyskrull, first of 
his name, is depicted in this tome performing ritual 
sacrifice of his fellow Reapers to honor and empower her.  
It also mentions a great battle of gods where one of her 
claws, rended from her corporeal form was scavenged from 
the site from the battle by unknowing mortals, traded and lost. 
This claw is integral in awakening the Ravager so that she may 
once again be free to sow the seeds of destruction in the land of 
Revilo.
Deity of Destruction. While attuned to this magic item, you can read, write, and speak 
Abyssal. Each time you deal damage in any way, roll an extra damage die and add it to the 
total damage caused by your attack. This additional damage is necrotic in type.
Cursed. This tome is cursed by the essence of Solleel, the Ravager.  Upon touching this 
magic item, you must succeed on a DC 22 Wisdom saving throw or it extends the curse to 
you. Evil creatures have disadvantage on this saving throw. As long as you remain cursed, 
you are unwilling to part with the Codex of the Ravager, and have an unquenchable thirst 
for the knowledge it holds. When you attune to this magic item, you gain one point of 
Solleel’s Corruption. For every week you are attuned to the Codex of the Ravager, you gain 
another. These effects are cumulative.

Solleel’s Corruption Table
1 point: You have disadvantage on Charisma (Deception, Performance, and Persuasion) 
checks. You have advantage on Charisma (Intimidation) checks. Your alignment becomes 
evil if it was not already.

2 points: Whenever you perform an altruistic act, including but not limited to healing 
another creature or using another ability that benefits another creature in some way, you 
must succeed on a DC 22 Wisdom saving throw or take 8d6 psychic damage.

3 points: Once per day you must kill an innocent, good-aligned humanoid with an 
Intelligence score of at least 10. When this humanoid dies its soul is devoured by Solleel 
and only can be resurrected by the wish spell. Failure to do this will result in an immediate 
point of Solleel’s Corruption at the start of the next dawn.

4 points: Your mind has been taken by The Ravager. This curse is now irremovable and 
your alignment becomes chaotic evil if it was not already. You leave your former allies in 
search of the means to awaken Solleel and bring death and destruction upon the land. 
Your physical form altars to become gaunt with sunken eyes and your fingers elongate and 
grow crooked, nasty claws. You gain the “aberration” creature type.
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Crown of the Battlemaster 
Armor (helmet), very rare (requires attunement)

You gain a +1 bonus to AC while you wear this ancient winged 
helm. Twice per day you may roll 1d6 and add the result to an 
attack or damage roll. You must choose to use this feature before 
you know whether your attack hits or not, and may only use this 
feature no more than once per round on your turn.

Crystalline Mirror Mask 
Wondrous item, rare 

This mask appears to be made of hundreds of tiny 
mirrors, somehow arranged to form a expression-
less, vacant mask. Once per day while wearing this 
mask a humanoid that speaks the command word ap-
pears to other humanoids as a member of their own race, although it 
does not change your height or body type. This effect lasts for up to 
30 minutes or until dispelled. You can also end the effect by removing 
the mask. If someone touches your face, their hand will smudge the 
mirror and the effect will be dispelled. Otherwise, to see through your 
disguise a creature must succeed on a DC 15 Intelligence (Investiga-
tion) check. 

Cygnikul Whip

Weapon (whip), rare (requires attunement)

The many claw-tipped thongs of this whip flex and writhe, as 
if living tendrils. Its heel knot is adorned with a large beast’s 
fang. You gain a +2 bonus to attack and damage rolls made 
with this magic weapon. In addition, once per day, when you 
successfully hit a CR 5 or lower beast or monstrosity with 4 or 
fewer intelligence, you may attempt to make a Wisdom (Ani-
mal Handling) check against the creature’s Wisdom (Insight) 
check. If you succeed, the creature is charmed by you for the 
next 10 minutes, or until you or one of your companions caus-
es harm to it.

Embreson’s Box of Secrets 
Wonderous item, very rare

This magical container is composed of polished brass and is cov-
ered with a series of intricate latches, hinges and hooks, featuring 
an ornate reptilian-looking skull as a main clasp. It can fit in the 
palm of a medium-sized humanoid. The intricate puzzle prevents 
this box from being picked by thieves’ tools or being opened by 
magical means. To open this puzzle box for the first time a creature 
must succeed on a DC 25 Intelligence (Investigation) check and 
spend 30 minutes solving the puzzle. A failed check results in one 
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frustrating hour spent trying to solve the puzzle unsuccessfully. A creature that has opened 
the box before and remembers doing so must take at least 15 minutes to successfully solve 
the puzzle and open this box with no check required, but may take longer if they so choose. 
Upon opening, the latches and hinges unfold to reveal a space inside much larger than the 
box would appear to hold while closed. This box can hold up to one cubic foot, but only 
one magical item at a time. An item stored in this box cannot be scried upon or detected by 
magical means and is considered on a different plane of existence for these purposes.

The Embre Sword  
Weapon, (longsword) legendary (requires attunement) 

The air surrounding this jagged, brazen blade still ripples with the 
heat of the Fiery Pits where it was forged. It still glows with white 
hot and orange, as this ancient blade never cooled, even once lost 
in the Icy Divide for an age. You gain a +3 bonus to attack and 
damage rolls made with this magic weapon. 

While attuned to this weapon you gain fire resistance, if you al-
ready have fire resistance from another source, you gain immunity 
to fire damage. This sword also emanates dim light for a 15 foot 
radius

Flames of the Embreson. When you hit with an attack using the 
Embre Sword it deals an  
additional 2d8 fire damage, and the target must succeed on a DC 
15 Constitution saving throw or be set ablaze, suffering 1d10 fire 
damage at the start of its turn until a creature takes an action to 
douse the flame. 

Perpetually White-Hot. A creature that is not attuned to this weapon 
treats it as if it had the heat metal spell cast upon it, suffering 2d8 fire damage upon at-
tempting to grasp it,  
or having it touch their bare skin. A creature must take this damage once to begin the at-
tunement process, after which it becomes immune to this effect. If heat metal is cast upon 
any of your equipment while attuned to this weapon, it has no effect.

Fiery Fury From Afar. While attuned to this weapon, you gain the ability to cast firebolt 
at will as a bonus action, at a +5 to hit. You also gain the ability to cast 
the fireball spell (save DC 15) as a bonus action once per day.  

Feather of the Ancients 
Wonderous item, rare (requires attunement)

This luscious, red and orange plume is easily a foot in length and crack-
les like flame. Confidence surges through you as you hold the feather 
in your hand. While attuned to the Feather of the Ancients you may 
add your proficiency bonus twice rather than once to a skill check for a 
skill you are proficient in. Once used the feather becomes inert and the 
color drains to a drab brown until dawn of the next day, and you may 
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not use it again until a full 7 days and nights have passed.

Flagon of the Pure 
Wondrous item, uncommon

This tarnished and leather wrapped silver flagon looks to be noth-
ing of note. It appears to have a faint ring of residue around the 
inside that cannot be cleaned by any means. This flagon has been 
enchanted with a permanent purify food and drink spell, any liquid 
(or food) that enters the flagon is purified as per the spell. In addi-
tion, you are immune to the effects of alcohol so long as you drink 

it directly from this magical cup.

Gem Torch  
Wondrous item, uncommon

This iridescent gemstone is beautiful and is faintly glowing with its own lumi-
nescence. Striking the stone on a hard surface creates radiant violet light that 
extends in a 10 foot radius, and dim light for an additional 10 feet. This effect 
lasts until the Gem Torch is struck against a hard surface once more.

  

Glass of the Cosmos 
Wondrous item, rare (requires attunement)

This crimson crystal shard is said to be a remnant of a 
long deceased creature from beyond the stars. Legends 
say that this crystalline entity knew much of the past, 
present, and future; providing profound insight to those 
who sought it out. You can channel the entity through 
this crystal, and harness a fragment of insight from this 
creature. This item, when focused upon, allows for one 
casting of a divination spell as a 10 minute ritual. The 
shard then falls inert for the next week, at which point it 
regains this ability. 

Glimmercleave 
Weapon (greatsword), legendary (requires attunement)

Glimmercleave is a beautiful greatsword, a full six feet from pommel to 
blade tip, that shines with a golden sheen of otherworldly luster. You get +3 
to attack and damage rolls with this magic weapon. Whenever you hit with 
an attack using Glimmercleave, you may choose to dealdeals an additional 
3d6 damage type of your choosing to the target. Glimmercleave also allows 
you to cast greater restoration once without spending a spell slot. You can’t 
use this property again until you finish a long rest.
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Hammer of Grunthar   
Weapon (warhammer), legendary (requires attunement)

You gain a +3 bonus to attack and damage rolls made with this 
magic weapon. When you hit with an attack using the Hammer 
of Grunthar, the attack deals an additional 1d10 cold damage to 
the target.

Grunthar’s Might. While attuned to this weapon, your Strength 
score increases by 2, to a maximum of 24.

Perfected Critical. This weapon’s attacks score a critical hit on a 
roll of 18, 19, or 20.

Devastating Critical. This weapon allows the wielder to roll one 
additional weapon damage die when determining the extra 
damage for a critical hit with a melee attack.

Beastial Stare. As a bonus action the wielder may harness the 
menacing glare of the  
reptilian eyes bound to this ancient weapon. Choose any crea-
tures you can see in a 30 foot radius. They must succeed a DC 
18 Wisdom saving throw or be frightened of you until the end of 

your next turn. Any creature that passes or fails their saving throw is immune to this effect 
until the next dawn. Beastial Stare also grants you advantage on Charisma (Intimidate) 
checks while you’re holding the Hammer of Grunthar, so long as it’s visible to the target of 
the check.

Inger’s Antler  
Wand, legendary (requires attunement)

This beautifully carved piece of antler features a striking runic pattern 
around its fur-lined leather grip, and the head of a roaring Mushwooken 
at its tip. This wand has 7 charges and regenerates 1d6 +1 expended 
charges daily at dawn. This wand is ineffective if there is no moisture 
in the air or within range to manipulate. While holding it, you may 
expend one or more charges to either pull moisture from the air or any 
surrounding water source, be it frozen or not, for one of the following 
effects:

Shards of Ice. As an action you may expend one charge to manifest a 
barrage of foot-long sharpened ice shards in a 15-foot cone originating 
from a point you can see within 60 feet. Any creature within the 
cone must make a DC 15 Dexterity saving throw or take 11 (2d10) cold 
damage and 5 (1d10) piercing damage, or half as much on a passed 
save. You may expend additional charges, increasing the damage by 5 
(1d10) cold damage per additional charge expended.

Wall of Ice. (3 Charges) As an action you may expend three charges to 
to cast wall of ice with a spell save of DC 15.

Frozen Armor. As a bonus action, you may expend a charge to gain 25 
temporary hit points and +3 to your AC. You also gain immunity to cold 
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damage, and resistance to bludgeoning, piercing, and slashing from nonmagical sources 
until your next turn. You gain vulnerability to fire damage until you lose the temporary 
hit points from this effect, be it from taking damage, taking a long rest, or activating this 
wand. 

Ice Shape. You may expend a charge to select a section of ice or water no more than five 
feet in any dimension and form it into any shape that suits your purpose. So, for example, 
you could form an ice weapon, sculpture, or coffer, or make a small passage through an ice 
wall, as long as the wall is less than five feet thick. The object you create can have up to 
two hinges and a latch, but finer mechanical detail isn’t possible. 

No more than one effect from Inger’s Antler may be active at one time. If the wand is 
activated while one effect is still active, the first effect is dispelled immediately.

Last Caress (Injury) 
Poison, uncommon

Ekluof alchemists breed a special sub-species of Salazarite prized for its po-
tent venom, from which this virulent toxin can be brewed. A creature subject 
to this poison must succeed at a DC 15 Constitution saving throw, taking 36 
(8d8) poison damage and becoming paralyzed for 1d4 hours. A creature that 
succeeds at the saving throw takes half damage and is not paralyzed.

Longbow of Corsuvine  
Weapon (longbow), legendary (requires attunement)

This ornate bone longbow’s upper and lower limbs 
are covered in vibrant purple feathers, and the grip is 
wrapped in fine leather. You get a +3 to attack and dam-
age rolls with this magic weapon. 

Corsuvine’s Fury. Once per round on your turn you may force a Me-
dium or smaller creature you hit with an attack to make a DC 15 
Strength saving throw, pushing the target 10 feet away from you on a 
failed save, and having no effect on a successful one. 

Blessed Flight. If you hold this bow to your back and speak the com-
mand word, a pair of vibrant purple bird’s wing will sprout from your 
back, granting you a fly speed equal to your walking speed for 1 min-
ute. The longbow is absorbed into the wings and may not be used 
while for the duration. Once this property is used, it can’t be used 
again until the next dawn.

Light of Scintilliam 
Armor (shield), very rare (requires attunement)

This magic shield, upon discovery, appears to be an ornate brass fixture depicting a 
twelve-pointed star with a central orb featuring a solemn, humanoid face. The entire piece 
is nine inches long and features a handle on the back, allowing a firm grip.The shield ap-
pears to be only when the center fixture is struck, at which point a perfectly round shield 
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of hardened radiant energy manifests. While attuned to and holding 
this shield you have a +2 bonus to AC and resistance to one damage 
type of your choosing. You must make this choice at the dawn of 
each day. 

 
Looking Glass of Deflection 
Wondrous item, rare (requires attunement)

This beautifully crafted silver hand mirror seems to 
have a small glow about it, as if reflecting light even 
when in the darkest of places. This item gives off 
a dim glow of light in a ten foot radius. In addition, 
when you have this item in one of your hands and are the target of a hostile 
spell that requires a saving throw, you may use your reaction to add your 
proficiency bonus to the die result of the save, adding it again if you already 
have proficiency in the saving throw in question.

Mining Pick of Divining  
Magic weapon, (war pick), uncommon (requires attunement)

This ornately fashioned mining pick, also known simply as 
“The Divining Pick,” features an eye that seems to emanate a 
faint green glow when activated. Its long wooden handle is 
capped by a pommel, crafted from a large pointed tooth of 
some kind. You get +1 to attack and damage rolls with this 
magic weapon, +3 to attack and damage rolls if you are of 
Sorcian or Dwarven descent. Once per day you may speak 
the command word and cast a commune with nature spell 
without using a spell slot with the following differences to the 
spell: The spell fails if it is cast above ground, furthermore, you 
may use the spell only to detect minerals, water, and plants. 

Orb of Lightning 
Wondrous item, rare (requires attunement)

This orb of glass is sky blue and the size of a grapefruit. It seems to 
contain a tiny lightning storm, and tingles a bit when held. When 
directly targeted by a damaging spell, you may use your reaction to 
activate the lightning glass. It will then absorb half of the damage 
you would have received, and charges the glass. Until the end of 
your next turn, you may use your bonus action to release the stored 
energy as a devastating arc of electricity, dealing 8d6 lightning 
damage to one creature of your choice within 30 feet of you. The 
target of this damage must then succeed a DC 16 Constitution sav-
ing throw, or be stunned until the end of your next turn. After use 
the lightning glass renders itself inert until the dawn of the next day.
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Orb of Treachery  
Wonderous item, uncommon (requires attunement)

This apple-sized glass orb has a grey cloudy liquid perpetually 
spinning and roiling within. While attuned to the orb you see the 
cloud as bright white, unless an untruth is being uttered in your 
presence, then you see the cloud as pitch black. 

Cursed. This item is cursed, and attuning to the item extends 
the curse to you. While cursed by this item, it will attempt to 
sow seeds of distrust against one member of your party as chosen by the GM. You are not 
aware that you are cursed, and the orb will give many incorrect indications of truth and 
falsehoods throughout the course of its use. Once per week, you must succeed on a DC 
13 Wisdom saving throw or be overcome with the need to confront the distrusted party 
member, calling them out regarding their “treachery.” 

Pipes of Unstoppable Jig 
Wondrous item, rare (requires attunement)

These finely engraved silver pan pipes emit an upbeat, jaunty tune no 
matter how you try to play them. It is said that the great bard Jakaj en-
chanted quite a few of these pipes in his travels, but that was many life-
times ago. While using your action to play these pipes, you may choose 
a number of creatures up to your Charisma modifier with an Intelligence 
score of at least 6 within 30 feet of you. The chosen creatures must 
pass a DC 18 Wisdom saving throw, or begin dancing uncontrollably in 
place. A dancing creature is considered restrained for the duration of 
the effect. A creature may attempt to save from the effect whenever it 
sustains damage and at the end of each of its turns. The effect lasts as 
long as you use your action to keep playing, when a creature makes their 
Wisdom save, they are immune to the effects of this item for the next 24 
hours.

Potion of Anti-Freeze   
Potion, uncommon

When a creature imbibes of this vibrant green, sweet-tasting potion, they 
feel invigorated with a burst of sudden energy. This potion removes up to 
2 stages of exhaustion that was caused by the bitter cold. 
There are two servings in this vial.

Potion of Melting   
Potion, uncommon

This clear liquid has white sediment gathered in the bottom of its bottle. It 
is hot to the touch, but not enough to do any damage. Steam pours from it 
when its uncorked. This liquid will instantly melt up to 2 square feet of ice 
created by magical or nonmagical means when poured upon the object 
in question.
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Ringuard 
Wonderous item, very rare (requires attunement)

Made by the finest Sorcian tinkerers, this tarnished steel ring has 
an angular runed face, reminiscent to a flower in shape. It shifts in 
size such that it perfectly fits your finger upon attunement. Once 
per day as a bonus action, you may speak Ringuard’s command 
word and deploy a tarnished steel barrier that is four feet tall and 
ten feet across, up to 30 feet away. If there is not enough room for 
Ringuard to fully deploy, it will fill the space, blocking off a pas-
sageway entirely. The deployed barrier has 50 hit points, and an 
AC of 17 if attacked directly. A medium creature behind the barrier 

is considered to be in three-quarters cover, and a small creature is considered in full cover. 
Any damage mitigated by Ringuard’s bonuses to cover damages the barrier directly. When 
the barrier reaches 0 hit points it dissolves, appearing back on the face of its ring at the 
dawn of the next day.

Ring of the Araneo  
Wonderous item, uncommon

This ring has 3 charges, it regains 1d3 expended charges each day at dawn. 
While wearing this ring, you may use an action to cast one of the following 
spells: 

Animal Friendship (DC 15, must target Salazarites or insect-like creatures)

Fear (DC 15, must target Salazarites or insect-like creatures)

Speak with Animals (DC 15, must target Salazarites or insect-like creatures)

Ring of the Flaming Avatar 
Wondrous item, rare (requires attunement)

The garnets in this ring were carved from the first sacred gems mined 
in the Fiery Pits by its most ancient inhabitants. This ring grants 
you resistance to fire damage as long as you’re wearing it. If you al-
ready have fire resistance from another source, this ring makes you  
immune to fire damage.

Burning Hands. The Ring of the Flaming Avatar grants you the 
ability to cast burning hands (DC 15) once. You regain use of this 
ability after a long rest.

Rune of Creedona 
Wonderous item, legendary (requires attunement)

This small  piece of broken stone looks rather mundane at first glance. With more examina-
tion, one can feel the ancient rune that is still whole on one side, albeit nearly worn away by 
erosion.  This item has 3 charges, it regains 1d3 expended charges each day at dawn. While 
attuned to this item, you may use it as a spell focus and expand a charge to do one of the 
following:
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You may use a bonus action to add +2 to your spell save DC until the 
end of your turn.

You may use your reaction to add 1d6 to a saving throw, must declare 
you are using this feature before you attempt the saving throw.

You may use your bonus action to add +1 level to any spell you cast until 
the end of your turn. 

 
Safety Tent 
Wondrous item, uncommon

This rather nondescript bundle of canvas sheets and wood-
en poles can be set up to be a rather small, plain looking 
tent. It takes ten minutes and two people to pitch this tent. 
Once per day, the first person who enters this tent while 
it is set up casts the spell Leoman’s tiny hut as an action 
without the use of a spell slot, centered on this small tent. 

 

Scepter of Creedona  
Weapon (mace), legendary (requires attunement)

You gain a +3 to attack and damage rolls with this magic weap-
on. When wielding the Scepter of Creedona your melee attacks 
deal an additional 2d8 necrotic damage if your alignment is 
evil, or radiant damage if your alignment is good. If you are of 
neutral alignment you gain no benefit from this feature. The 
Scepter of Creedona has a spell save DC of 16. This magic item 
has four charges and regains 1d4 charges daily at dawn.

Eldritch Blast. As an action you may cast eldritch blast at will.

Scorching Ray. As an action you may spend one charge and 
cast scorching ray. You may cast it at a higher spell slot by 
spending one additional charge per additional slot.

Sunburst. As an action you may spend three charges and cast 
sunburst. 

Finger of Death. As an action you may 
spend four charges and cast finger of 
death.

Scroll of the Bone Collector 
Spell scroll, uncommon

This dried and tattered roll of parchment features scientific render-
ings of skeletons, skulls, and musculature and is covered with strange, 
magical ciphers and symbols. Upon identification, it is clear that this 
is a scroll of animate dead. 
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Shroud of Darkness 
Wonderous item, rare (requires attunement)

This drab-looking hooded brown cloak is fastened with a metallic 
brooch fitted with a red glass bead. Its interior shines from an irides-
cent purple to a deep blue hue. Once attuned, wearing this cloak will 
grant a +1 to your AC. Furthermore, while wearing this cloak creatures 
with truesight cannot detect if you are invisible, magically disguised, or 
transformed.

Sonic Disruption Crystal 
Wondrous item, very rare, (requires attunement)

This gleaming, almost transparent gem seems to induce a slight ring-
ing in your ears when you hold it tightly. It appears to be cracked inter-
nally, as if primed to shatter. As an action you can throw this item 30 
feet or impact it against any hard object to activate it. When you do 
so, roll a d20. On the result of a one the crystal breaks, shattering into 
mundane glass shards. Once activated, the Sonic Disruption Crystal 
becomes the centerpoint of a silence spell, requiring no concentration. 
Note that the effect of the silence spell moves with the Sonic Disrup-
tion Crystal for its duration. Once used, this item cannot be used again 
until the next dawn.

Tome of Entrapment  
Wonderous item, very rare (requires attunement)

Whoever opens the book must succeed on a DC 20 Dex-
terity saving throw or become entrapped in a resilient 
sphere. This sphere is identical in every way to the spell 
of the same name, except that it lasts for 1 hour. The tome 
is then rendered inert until the dawn of the next day, at 
which time it will cast the spell again. If a spellcaster is 
aware of how this item behaves, they may aim the Tome 
of Entrapment at a large or smaller creature and cast re-
silient sphere, using their own spell save DC without ex-
pending a spell slot, and the effect now lasts only 1 min-
ute, as listed in the spell. The Tome of Entrapment then 
goes inert and cannot be used until the dawn of the next day.

Torch of Eternal Flame   
Wondrous item, uncommon

This torch appears to be normal in every way, save for the fact the shiny 
black pitch coating the tip never seems to decrease or smoulder as it 
burns, nor does its flame give off any heat or smoke. The torch’s light 
extends in a 20 foot radius, and dim light for an additional 20 feet. This 
torch will never burn out and it cannot be extinguished. It can, however, 
be covered by a small cloth, as it cannot set anything aflame. 
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Veiled Amulet 
Wonderous item, rare (requires attunement)

This flat copper disk emanates smokelike wisps of darkness from the 
amber gem in its center. Once per day you may use this item to cast the 
darkness spell. When activated, the sphere of darkness streams from 
the amulet to the location you choose. You can see through magical 
darkness so long as you are attuned to this amulet.

Warming Stone

Wondrous item, uncommon 

This grapefruit-sized polished stone appears to be made of volcanic glass. It feels heavy for 
its size and is always warm, as if it has been left in the sun on a hot day. On one side it is per-
fectly flat. To activate this item, you may use a bonus action to speak the command word, 
causing the stone to become too hot to hold in one round. Speaking the command word 

again deactivates the stone and it is immediately safe to 
touch. The warming stone can be used to cook small food 
stuffs, such as bacon and eggs or to boil water in a pot 
without the need of flame. The warming stone grants cold 
resistance as long as you are holding it with no need to 
activate it. Touching the warming stone while it is active  
deals 4 (1d8) fire damage.

Watchful Eye  
Wondrous item, very rare (requires attunement)

This metallic locket features a still animated eye, and on occasion 
a pair of eyes. Enchanted with divination magic, this relic of Revilo 
grants you a glimpse of your near future. While attuned to this 
item after finishing a long rest, roll 1d20 and record the result. You 
can replace any attack roll, ability check, or saving throw made by 
you or a creature you can see with the recorded result. You must 
choose to do this before the roll occurs. If you take a long rest 
without using your predetermined die result, it is lost and replaced 
at the dawn of the new day. While all Watchful Eyes provide the 
benefit of glimpses into the future, this particular one provides 
advantage on Wisdom (Perception) checks.

Watchful Eye (Neergnas) 
Wondrous item, very rare (requires attunement)

This metallic locket features a still animated eye, this one happens 
to be that of a Neergnas. This grants you immunity to deafened and 
blinded conditions, as well as darkvision (60 feet). Enchanted with 
divination magic, this relic of Revilo grants you a glimpse of your near 
future. While attuned to this item, after finishing a long rest roll 1d20 
and record the result. You can replace any attack roll, ability check, or 
saving throw made by you or a creature you can see with the recorded 
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result. You must choose to do this before the roll occurs. If you take a long rest without us-
ing your predetermined die result, it is lost and replaced at the dawn of the new day. While 
all Watchful Eyes provide the benefit of glimpses into the future, there are several different 
versions of this magical item in the world of Revilo. 

Watchful Eye (Reaper) 
Wondrous item, very rare (requires attunement)

This metallic locket features an animated eye. Enchanted with div-
ination magic, this relic of Revilo grants you a glimpse of your near 
future. While attuned to this item after finishing a long rest, roll 
1d20 and record the result. You can replace any attack roll, ability 
check, or saving throw made by you or a creature you can see with 
the recorded result. You must choose to do this before the roll you 
are replacing occurs. If you take a long rest without using your 
predetermined die result, it is lost and replaced at the end of your 
long rest. While all Watchful Eyes provide the benefit of glimpses 
into the future, while holding this Reaper eye you gain a +1 bonus 
to the saving throw DCs of your spells.

Wisdom Teeth

Wonderous item, rare 

This plain leather pouch is drawn closed at the top by a piece of 
twine. Within are 7 chipped and worn teeth of varying sizes and 
shapes, carved with runes on their flattest surfaces. To use the 
Wisdom Teeth you must use an action to draw out a  circle on 
the ground that is 1 foot diameter in. This circle can be of chalk, 
laid out twigs, or simply traced into the earth. Rolling the bones 
into the circle you have created allows you to cast divination or 
scrying as a ritual. The Wisdom Teeth become inter after use until 
1 week has passed, at which point they may be used again.

 
Wormrider’s Whistle 
Wonderous item, rare

This instrument is similar to an ocarina. It has been carved from 
a Livna tooth, and hollowed out with a complex pattern of finger 
holes dotting its surface. It is unknown what subterranean culture 
created these powerful wormtraining tools, but both the Malin and 
Sorcia claim to be the source of the first. As an action you may 
play a tune on this whistle by making a Charisma (Performance) 
check, targeting a creature that can hear you within 30 feet. That 
creature must pass a Wisdom saving throw, its DC set by the re-
sult of your Charisma (Performance) check. If the creature fails 
this saving throw it behaves exactly as if you just successfully cast 
the spell dominate monster on it. After use this whistle becomes 
inert for one week, at which point it regains its magical ability.
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