Creating Magical Items –

When creating magical items, there is always room for failure and the possibility of creating cursed items.  As a standard, all this table does is set the base % chance for success and the results if there is failure.






Base %

Minor Magical Item

-
30%
Medium Magical Item

-
15%

Major Magical Item

-
5%

When creating magical item, you get a bonus % of 5x your spellcaster level.  

(If you are level 7, you get a +35% chance added on to the base %.  )

You also can elect to spend more weeks and gold than normal to help improve your chances.

For every doubling of the original starting gold you gain +10%

For every additional week you put into the creation you get a +10%

When you roll your percentile here is the table to determine your successes or failures.  (This is a roll the DM makes, the player cannot know the result)

1% - the item comes out more powerful than expect and gains an extra random benefit

(Normal Success) – The item created is successful and functions normally

(Failure of 1-10%) -  The character knows the item is a failure.

(Failure of 11-20%) – The character makes an intelligence check against DC 17 to determine if successful

(Failure of 21-40%) – The character thinks the item is a success, however the item in fact turned out to be 

a cursed item.

00% -  Always a catastrophic failure, powerful cursed object was created, with the possibility of having 

intelligence.

