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Appendix: New Magic Items

The Cursed Ring and Sword of Vavusa: This plain silver band and old rusty sword are bound together, and are bonded to a stationary object like a pillar or wall.  The sword and ring can go no further than 30 feet from its bound spot.  Once the ring is put on, the wearer must make a Will save (DC 30) every turn or become the guardian of that location, using the sword to defend it.  The ring becomes invisible when placed on a hand. Anyone trying to find the ring needs a DC 30 Search to find the ring, which bestows True Resurrection on the individual. The sword is actually a Sword of Brilliance - without the light.  Instead, it has an Illusion of rust on it.  Remove Curse will allow the ring to be removed, but it will still try to take over the next person to put it on. A spellcraft check of DC 20 will reveal most of the above information.  Note:  The Sword will not work without the Ring.  Cost: 141,000 gp.  Caster level: 18.  Spells: True Resurrection, Shield Other, Gaseous Form, and Invisibility.

Mage Obsidian CR 3 (CR 10 to all spell casters): This black granite rock has a natural damping effect when it comes to magic. Any spell or spell like ability will have to make a save to work. The rock works as if it was an Antimagic Field cast by a 15th level cleric. Thus any spell or magic items within 20 ft. will be surpassed. But a DC save of 25 will allow the spell to work. A spellcraft or arcane knowledge check DC 15 will allow the player character to know what they are facing.  It can be used as armor-piercing bullets for slings or other projectiles for use against magical armor.  5 pounds of obsidian provides a 10’ radius field, 5 arrowheads, or 10 sling bullets.  Cost: 3000 gp/5 pounds.

Sash of Protection: This ornate piece of cloth has the same benefits as a ring of protection. But unlike ring, this does not take any ring or armor slot. And it does stack.  Cost: 8000 gp.  Caster level: 6th level.  Spells/skills/feats: Craft (tailoring), Shield of Faith, Craft Wondrous Item.

Ring of the Family: This plan band (mostly wedding bands) allows a person to know if their loved ones are in danger. The ring only has a 5-mile radius.  The ring is obtainable only through temples.  Cost: 90,000 gp.  Caster level: 14th level divine.  Spells/skills/feats: Forge Ring, Word of Recall.

Boots of Riding: These thigh high boots are made of very fine leather. The give the wearer a +10 to all Ride checks, even if they do not have ride skills.  Cost: 2000 gp.  Caster level: 5th.  Spells/skills/feats: Craft Wondrous Item, 5 ranks in Ride.

Armor of Light: This full plate of Mithral (+12 armor bonus) has the symbol of light on its chest. It is considered Medium weight has continual light permanently, once a day the wearer can cast Searing Light at 3d8 damage as spell (Core Book I).  It permits a max. Dex bonus of +3, inflicts an armor check penalty of –4, a 25% chance of arcane spell failure, a movement of 20’, and weighs 30 pounds.  Cost: 17,350 gp.  Caster level: 16th.  Spells/skills/feats: Craft Armor, Light, and Searing Light.

Cloak of Darkness: This large cloak looks like it is made of shadow itself. Giving the wearer a +15 hide in shadows. The inside of the cloak acts like a portable hole (Core Book II). Cost: 16,000 gp.  Caster level: 12th.  Spells/skills/feats: Craft Wondrous Item, Plane Shift, 10 ranks in Hide.

Gauntlets of Earth: These gauntlets are very large; wearing them you fell as a child with an adult glove. Wearing they gives +10 to strength but too unwieldy to hold a weapon, stone shape once per day as a 10th Level Mage (Core Book 1).  Cost: 37,125 gp.  Caster level: 16th.  Spells/skills/feats: Bull’s Strength, Stone Shape, And Craft Wondrous Item.

Bracers of Air: These bracers are light to the feel. Made of blue and purple quarts. Once activated, it causes a wall of wind around the wearer. As the spell Wind Wall as a Mage of 10th Level 3 times a day. And gives the wearer a  +5 to Dex.  Cost: 17,125 gp.  Caster level: 12th.  Spells/skills/feats: Cat’s Grace, Wind Wall, And Craft Wondrous Item.

Falchion of Water: This sword has beautiful etched water related items all over the blade the handle looks like a fish. The user soon finds out that the sword is a +3 to hit and damage, ignores all types of worn as brilliant energy, 3 times a day can communicate with all water creatures.  Cost:  128,000 gp.  Caster level: 16th.  Spells/skills/feats: Create Water, Gaseous Form, Speak with Animals, Craft Weapon.

Ring of Fire: This red a gold ring is a +5 save to all fire base attacks and is able to surround the body with a magical fire As a standard action (1d6 damage +1 per Con bonus) in a 10 ft radius around wearer 3 times a day for 4 rounds. Ref (DC 16) negates.  Cost: 15,000.  Caster level: 14th.  Spells/skills/feats: Forge Ring, Wall of Fire.

Appendix New Monsters
 DARKWATER *NEW*

HIT DICE 5d10 +36 (66 HP)
INITIATIVE +10 (Dex, Improve Init)
SPEED special
AC 10
ATTACKS Special 

DAMAGE Special
FACE/REACH 5 ft. by 5 ft./10 ft.
SPECIAL QUALITIES Blindsight, fire increases, cold double damage, ooze. 
SAVES Fort +1, Ref +10, Will +6 
ABILITIES Str -, Dex 10, Con 19, Int -, Wis 10, Cha 1

__________________________________
CLIMATE/TERRAIN any
ORGANIZATION Solitary
CHALLENGE RATING 8
TREASURE None
ALIGNMENT Always neutral
ADVANCEMENT 6-9 HD (Large), 10-12 HD (Huge)
Speed The warmer the climate the faster the water will move. Freezing 5 ft., Cold 10 ft., Warm 20 ft., and Hot 30 ft.
Attacks/Damage All attacks are melee touch with a +1 to hit any one. Darkwater is an organism that will eat away at any warm-blooded creature. Dark water is attracted to any warm-blooded creature and will drip only when there is a living, warm-blooded creature near the substance. A person that is touched by any Darkwater will have to make a Ref Save for half damage (DC 20) or take 2d6 damage as heavy acid. If a failed Ref. a second save Will (DC 15) or find him or herself with Darkwater sickness, and not cured in 1d6 days. Will turn the character into darkwater.

SQ:  Fire increase; dark water is not only immune to fire but doubles in size.

SQ: Only cold will put the gooey organism back to sleep. 

Golem of the Elements (Large)*NEW*

HP 14d10 (77 hp)

Init - 1 Dex

Speed 30 ft., Fly 20 ft. (poor)

AC 16 (- 1 Dex, -1 Size, +18 Natural)

Attacks +18 sword of fire melee, +18 sword of ice melee, or 2 Slam melee +18

Damage Great sword of Fire 1+12+10 (+1d6 fire, Great sword of Ice 2d6 +10 (+1d6) Slam 2d10+10

Face/Reach 5 ft. by 5-ft./10 ft.

Special Attacks Spell like abilities

Special Qualities construct, elemental heal, damage reduction 20/+1 

Saves Fort +10, Ref +11, Will +6

Abilities Str 29, Dex 8, Con -, Int -, Wis 11, Cha 1

Climate/Terrain Any land
Organization Solitary 

Challenge Rating 12

Treasure Special

Alignment Always Neutral

Elemental Heal all attacks that are elemental in nature heal instead of harm.

Spell like abilities Searing light 3d8 once a day

Darkness of pain cone effect 2d8 damage once a day

Construction The elemental Golem uses 5,000 pounds of raw material stone, metal, ice, and gems. Cost 90,000 gp + 1000 in gems for the body. The ritual requires a 16th level creator who can cast arcane spells drains 2,000 EX Requires Geas/quest, wish, polymorph any object and one each fire, water, wind, earth, light, darkness spell and create wondrous item feat.

The Swords are part of the Golem’s construction once destroyed so are the swords.
Appendix New Alchemy

Dark Rod Just as it says, this rod gives off a dark light that provides a bonus to darkvision, extending ranges by 50%.

Softbag: A softbag is a very small bag that can be thrown or shot with a sling. Softbags will explode on contact, filled with a number of things such as pepper.  

Star Rod:  provides a soft glow like starlight, extending the ranges of low light vision by 50%.

Creargel: This gel can be rubbed on the body making it slippery for about 5 min.  +2 to Escape Artist checks.  DC 15 to grapple with someone coated with the gel.

Retardant: This gel when rubbed on a body will give the person a +5 to all elemental saves.

Fastheal: This potion helps your body heal twice as fast when you sleep.  The patient must not be awoken.
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