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Notice of Open Game Content: This product includes Open Game Content that may only be used under and in terms of
the Open Game License, version 1.0a

Identification of Product Identity: The following items are hereby designated as Product Identity in accordance with
Section 1(e) of the Open Game License, version 1.0: All trademarks, registered trademarks, proper names (characters, place
names, etc.), dialogue, plots, story elements, locations, characters, artwork, graphics, cartography, sidebars, and trade
dress, except such elements that already appear in the System Reference Document.

Identification of Open Game Content: The Open Game Content in this book includes all magic item names and
descriptions. No other portion of this work may be reproduced in any form without permission.



e

AR s e

§
¢

Weapon (any ammunition), nunor; rare

_sheathe the sword.

Armor (shield), major; very rare

You have a %9 honus t6 attack and damage rolls made with this p1ece of maglc S
ammunition. When you hit a target with a ranged weapon attack using a piece )7 N

of this ammunition, the target takes an extra 2d6 fire damage. Once it hitsa /- ‘5‘@\}/\” :
target, the ammunition is no longer magical. s A %\&

Weapon (any sword), major;, very rare (requires attunement)

You have a +1 bonus to attack and damage rolls made with this magic sword.

Additionally, you can use a bonus action to speak the sword’s command word,

causing colorless acid to drip from the blade. While the sword is coated with

acid, it deals an extra 2d6 acid damage to any target it hits. The acid damage

is increased to 3d6 when attacking objects or structures. The acid lasts until e
you use a bonus action to speak the command word again or until you drop oL T =

"This shield is made from the scales of an adult dragon. The GM chooses the Ghany =
color of dragon or determines it randomly from the options below. o =

Color

Black

Blue

Brass

Bronze

Gold

Green

Red

Silver

dio
1
2
S
R
5 Copper
6
7
8
ol
10

White




duration of 1 minute or longer, you can expend | charge to double its dura-
tion, to a maximum of 24 hours. This effect counts as Metamagic. Regardless
of the source, you can use only one Metamagic option on a spell when you
cast it, unless otherwise noted. The rod regains 1d3 expended charges daily at
gm% dawn. If you expend the last charge, roll a d20. On a 1, the rod crumbles into
dust and 1s destroyed.
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§ This rod has 3 charges. When you cast a spell of 6th level or lower that has a
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Weapon (net), major, very rare (requires attunement)

This fine net 1s woven from a thin mithral chain. While you are attuned to the
net, being within 5 feet of a hostile creature doesn’t impose disadvantage on
ranged attack rolls that you make with it. In addition, the net is immune to
. slashing damage, and the DC for a creature to free itself or another creature
“} restrained by it is 15.
F

Potion, minor; rare

i When you drink this potion, you appear dead to all outward inspection and

to spells used to determine your status for 1 hour. During this time, you are
blinded and incapacitated, and your speed drops to 0. You have resistance to
all damage except psychic damage. If you are diseased or poisoned when you
drink the potion, or become diseased or poisoned while under the spell’s effect,
i ’”} the disease and poison have no effect until the effect of the potion ends. Flecks

of plant matter float throughout this dark green Liquid.

Ring, minory, uncommon

This light gold ring has a knightly crest imprinted on it. While you are wearing

the ring, you can use a bonus action to speak the ring’s command word and

cause any armor, weapons, and clothing you are wearing to disappear and be

stored magically within the ring: At the same time, any items currently stored

within the ring appear in the appropriate places on your body (items that must
~  be held appear at your feet if you don’t have free hands).
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Scout’lLens
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Wondrous item, minor, uncommon

GOODCGOODIOOOOOCOOEOOOIOOODOOOOOOOIIOIOOOAIOOOOED

Scout lenses come in pairs, each a simple monocle with a gold frame and
a crystal lens. While you are wearing one lens; you can use an action to see
through the eyes of the wearer of the other. This effect lasts until you use your
action to return to your normal senses. While perceiving through another
creature’s eyes, you gain the benefits of any special senses possessed by that
creature, though you are blinded to your own surroundings. If no creature

"% wears the other lens, you know that fact as soon as you use the lens and it has
no effect.
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This dark cloak smells faintly of ozone. When a creature attempts to grapple
you, you can use your reaction to speak the cloak’s command word, causing
arcs of electricity to strike the creature. The target must make a Dexterity
saving throw, taking 8d6 lightning damage on a failed save, or half as much on
a success. If the creature must make a Strength (Athletics) check in order to
grapple you, it does so with disadvantage.

Once used in this way, this property of the cloak cannot be used again until
the next dawn.

Wand, minoy, uncommon

% This wand has 4 charges. While holding it, you can use an action to expend 1
of its charges to cast the identify spell.
The wand regains 1d4 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.
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OPEN GAME LICENSE

OPEN GAME LICENSE Version 1.0a The following text is the property of Wizards of the Coast, LLC. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards?). All Rights Reserved.

1. Definitions: (a) Contributors”means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, License, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to
the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, Spells, enchantments, personalities, teams, personas, likenesses and Special
abilities; places, locations, environments, creatures, Equipment, magical or supernatural Abilities or Effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and
which specifically excludes the OPEN Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by

a Contributor to Identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License itself. No other terms or Conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royal-
ty-free, nonexclusive License with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Con-
tributions are Your original Creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copy-
right holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibil-
ity or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a Challenge to the ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to
make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a. Copyright 2000, Wizards of the Coast, LLC.

System Reference Document 5.1. Copyright 2016, Wizards of the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E.
Gary Gygax and Dave Arneson.

Eldritch Treasures: Volume One. Copyright 2020, Eldritch Press; Art & Design Charles H. Carver, Authors Fletcher Haug and Guy Corey.

END OF LICENSE



