Aelindil 


Considered a major artifact, this ancient elven sword dates back before the decent of the drow. Crafted when the world was very young, this sword was passed down in history by mighty elven kings and queens. Not much is known of this sword beyond the description in the book of eons. The sword was made by one of the best elven craftsmen in history, and was a gift to Queen Lindórië who was later known as Queen Liriël, after the pollution of the Lolth). 


Aelindil is made of an unknown metal, light colored, and weights no more like a typical dagger. The blade is covered with magical elven runes. the sword is also adored with several gemstones. Although the weapon has no intelligence, it bears a strong chaotic good alignment. 


Aelindil has the following powers: Although the weapon has no "magical plusses", but it can harm any being for full normal damage regardless if the creature has for example a damage reduction of 20/+3. Damage die is 2d12 and has a treath range of 19-20; The weapon confers the improved initiative feat; Aelindil is enchanted with the 9th-level drow) spell Black blade of disaster. Due this enchantment, the weapon cuts through any magical barrier, absorbs all magical attacks and effects directed at it and gives an additional 2d12 points of damage per successful hit. On a natural roll of 20 the victim is disintegrated (fortitude save vs. DC 20). Last but not least all disarm attempts fail and result in 2d12 damage to the disarmer; Garnet gemstone, double normal weapon damage; Tremair gemstone, wielder of sword gains immunity to all (magical) curses; Skydrop gemstone, immunity to petrification; Flame dance gemstone in combination of proof from fire: automatic save vs. fire, with enchantment immunity to fire (incl. magical) which also extents to the wielder; Chysoberyl gemstone. Immunity to magic jar, possession. Weapon is designed to hit incorporeal creatures such as certain undead (crumbled gem infused with the metal of the blade); Black sapphire. Prevents temporal status and timestop (and all other chronomancy wizard or priest spells from functioning within 30’ feet of the weapon). 


Amulet of Supremacy 


Considered to be a minor artifact, only a handful (actually a dragon's clawful) of these potent devices are believed to exist, for the ability to create them is limited to the most powerful dragons, both in age and magical ability. Any dragon is capable of using these magical items, however. 


An amulet of supremacy causes a dragon's breath weapon, spells and spell-like abilities to operate at their maximum potential. If worn by other creatures than dragons, death is immediate, fortitude saving throw with a DC of 30. 


This is really a cool magical item for a dragon ;-) Could not resist converting it for the 3rd edition! The full description of the amulet can be found in the Forgotten Realms Cult of the Dragon accessory. 


Avernos Steel 


Avernos steel is a type of alloy that in his true forms looks exactly like adamant, dwarven master smiths familiar with this type of metal will know better, however. For this type of alloy is *extremely* rare, and possible only found on the world of Avernos. Avernos Steel is extremely expensive, at least a thousand times more than gold, by weight. To dwarves "godsteel" is priceless (they would never sell it under any circumstance). To date, only dwarves have the ability to force, produce (enchanted) items out of Avernos Steel. There are some instances noted of one elven craftsman who produced a suit of elven chain mail (if this is true this suit of mail would be one of the greatest acts of elven craftsmanship ever occurred. It surely took around a thousand years to make such a piece of armor). 


The preparation of Avernos steel is, unlike anyone would expect, quite simple. It is still a secret known only to a few dwarven master smiths however. First the raw metal must be treated with a rare plant called chicha or another unknown underdark fungi before it can be heated and melted. The smelting and heating must be done very quickly for the plants effect run out quickly. An extremely hot furnage or smelter is needed in this process. The next step after the heating and of course forging is cooling. The cooling must be done right after the previous step in very cold and especially salt water. The last step in the process is also simple, the item must be lain in direct sunlight for a full day. Note that the special treatments Blueshine and everbright have no further effect beyond the deep blue sheen and bright shine. Items made of Avernos steel aren't effected by time, tarnishing, discoloration, acidic corrosion or rusting (even by a Rust Monster). It also cannot be harmed by heat, cold, electricity or acid. 


Games Stats: Weapons of avernos steel have a natural enhancement bonus to attack and damage. Armor fashioned from avernos steel has a natural enhancement bonus to AC. These bonuses do not stack with any other enhancement bonuses. Avernos steel has a hardness of 30 and 60 hitpoints per inch of thickness. 


ItemEnhancement BonusMarket Price ModifierLight armor+2+10,000 gpMedium armor+3+20,000 gpHeavy armor+4+30,000 gpShield+2+10,000 gpWeapon Damage 1d4 or 1d6+2+15,000 gpWeapon Damage 1d8, 1d10, or 1d12+3+30,000 gpAvernos steel behaves in a similar way as black mithral </mitems/Mithral.html>. For avernos steel items are unaffected by any magic. (It is therefor that only items can only be enchanted during the heating process. Dwarves (and elves) have other ways to enchant their items however and are not hindered by this unlike other craftsmen. In fact dwarves find it a horror when other races forges items out of Avernos steel!) Thus, the immunity to magic means that the normal production ways of magical items made of metal are impossible. 


Like black mithral </mitems/Mithral.html>, avernos steel cannot be harmed by heat, cold, electricity or acid. When forged as armor anyone receives a +3 bonus to saving throws against these forms of attacks. And the contruction of avernos steel provides weapons with the curious property of retaining its attack and damage bonus in antimagic or dead magic areas. Armor retains its magical defence bonus in similar areas. 


Finally it seems that weapons made of Avernos steel are not affected by the planes in reduce of power. It is this that's emphasizes the relation with Avernos dragons, while other dragonkind fear the outer planes due loss of power, Avernos dragons can travel the planes freely without any loss of power. 


Bed of Restful sleep 


This bed looks just like an ordinary bed, its typically 7 feet long and 4 feet wide. When a person lies down and sleeps on this bed, the bed and its sleeper is protected by a Magic Circle against Evil, this holds summoned creatures at bay. Secondly the person resting on the bed needs only 4 hours of sleep to be fully rejuvenated and heals double hit points of resting. Sleeping persons on the bed never suffer from nightmares, dream haunting and sleepwalking. 


Caster Level: 7th; Prerequisites: Craft Wondrous Item, Magic Circle against Evil, Sleep or Nap; Market Price: 8,000 GP; Weight: 300 lb. 


Black Mithral 


This type of Mithral is exceptional rare and precious type of metal. Once purified, forged and alloyed correctly, this metal in virtually indestructible, immune to almost all forms of attacks. It cannot be harmed by heat, cold, electricity or acid. When forged as armor anyone receives a +3 bonus to saving throws against these forms of attacks. 


Items made of Black Mithral are immune to all forms of magic, behaving as if imbued with an anti-magic sphere similar to forged Avernos steel items. This effect only applies to the item itself and does not extent to anything within it, holding it, or in its immediate area. In Dragon 243 is detailed a Black Mithral Chain Mail. 


In addition, the contruction of black mitral provides weapons with the curious property of retaining its attack and damage bonus in antimagic or dead magic areas. Armor retains its magical defence bonus in similar areas. 


Items primarily made of Black Mitril have the same abilities as Mitral, which is described in the Dungeons Master Guide. 


Bone Ring 


The wearer of a bone ring is immune to ability score loss. Every time the wearer is subject to ability score loss, the bone ring absorbs the loss. Each ring has 1-100 charges and each attempted drain will drain one charge of the ring. 


A few, special bone rings (5%) are rumored to protect the wearer by absorbing Necromancy spells as well. Both versions cannot be recharged. 


Orginally the Bone Ring was described in the Complete book of Necromancers. 


Chicha 


This strange and very rare plant is used by grey elves to build their fabulous cities, it can also be used as a material component for spells that involve 'melting' metal or rock. If any iron of rock comes within one foot of this plant, it wil meld. This melting is not caused by heat. The rock of iron melted will not become fiery hot. Due the nature of chicha elves and druids guard this plant jealously. Druids and elves grow these plants in places far from civilisation. Creatures coming across these plants will have their memory erased and will be dropped far from chicha gardens. In case of severe resistance and violence of these tresspassers, elves and druids not hesitate to kill them. 


This strange plant can be used as material component for spells involving stone. Such spells will have their normal duration and area of effect doubled. 


Ghost Blade 


The Ghost Blade is a mystical, mysterious Medium sized sword enhanced by the resting souls of departed heroes. It causes 1d8+1 points of magical damage (which means it can wound such creatures as werewolves that can't be hurt by physical damage.) On a critical hit (20), the spell 'Soul Scream' is cast (see below.) 


Soul Scream �Soul Scream is a spell that causes 1d10 points of damage to all non-Good aligned creatures in a 10-ft radius of Ghost Blade's wielder. 


Complete Description �Damage: 1d8+1 (Magical) �Critical: Soul Scream �Size: Medium �Type: Slashing/Piercing �Special Rules: Only Good aligned characters can wield Ghost Blade. If a non-Good aligned PC or NPC tries to wield Ghost Blade, they instantly drop it and take 1d6 points of magical damage. If a non-Good aligned PC or NPC touches Ghost Blade (a tip of a boot, a paw, anything), they instantly receive 1d4 points of damage. 


This magical items was submitted by Dade <mailto:thrasher@inconnect.com>! 


Gem Armor 


These types of armor are specially made for dragons. Gem armor covers the belly and takes on the color of a specific dragon. For example when a gold dragon is wearing the armor it will turn gold. Although gem armor confers the wearer no additional AC bonus, it will provide a +5 bonus on any saving throws involving physical damage of any nature (and when a saving throw is required). In addition, specific attacks dealt to the protected area do only half damage and never cause critical hits. 


Gem Armor will magically attach itself to its wearer, and only at his command it can be removed. Gem Armor is very expensive, only the finest gems can be used in the manufacture of such armor. Dragons self cannot make these armor, only Gnomes (and some dwarves) have the craftsmanship and knowlegde to make these magical items. Dragons however are known to enchant the gems for additional magical powers. 


Mage Bane 


Usually an +3 weapon, a mage bane weapon is a bane to arcane spellcasters, for it bestows a -10 penalty DC on concentration checks when damage is dealt. In addition on a critial the weapon increases the critical damage modifier against arcane spellcasters (x2 becomes x3, x3 becomes x4). In addition when one is charge spent, the weapon negates the stoneskin spell, hitting the wizard for full damage. The weapon has usually 5d10 charges, a priest of 10 level or higher can recharge it. 


There a rumors that a more potent version of the blade exists. These weapons automatically negate stoneskin or a similar spell. Thus the sword doesn’t carry any charges. Originally, a cleric invented this weapons enchantment for his hatred towards arcane spellcasters, especially sorcerers. �Caster level: 15th; Prerequisites: Craft Magic Arms and Armor, caster must be divine spellcaster; Market Price: 29,450 gp or 39,345 gp; Cost to Create: 28,450 gp + 2000 XP. 


Nealshara 


Said to be similar in nature as Tahlshara, this strange elven artifact was lost during the destruction of Myth Drannor. Apparently it was stolen just like the magical formulas to make a mythal. The weapon was found back several months ago, however. Its whereabouts in the past are still unknown, but sages believe that the thieves who took the weapon (and the magical notes on how to create a mythal) went to the outerplanes after the destruction. 


Nealshara is +6 keen longsword made of unknown material (most likely Black Mitril). It radiates a strong magical aura with a detect magic, but its exact enchantments cannot be seen. Nealshara has strong resistance against magic. Spells and magical attacks cast directly on the weapon are absorbed by the weapon, dealing the wielder and sword no damage (it is even rumored that even spellfire is negated). Area of effect spells are not absorbed but won't harm the weapon. When the wielder uses the weapon for absorbing spells directed at him, such as lightning bolts and major missiles, count one absorbed spell as one attack. So for example a fighter with 2 standard attacks could absorb 2 spells directed at him. 


Sacred Bundle 


A sacred bundle is a collection of 5-10 totemic items placed together in a pouch of imbuing magical protection on the wearer. To create a sacred bundle, a warrior (fighter, ranger or barbarian) enters a trance (usually with his medicine man's help) and contact his guardian spirit. He then asks for the spirit's help in creating this magical talisman. After carefully concidering the warrior's personality and nature, the spirit selects 4-9 (1d6+3) items which the warrior must collect. Usually, several of these items will be difficult or dangerous to procure, such as a bear's claw, a giant snake's rattle, or a feather from the nest of an eagle. 


After he has collected these items, the warrior goes to his tribe's medicine man and asks for his help in mystically binding the materials together. The medicine man then asks the warrior to gather one last rare item. Almost always, the medicine man chooses an item which he needs in performing his shamanistic duties, and when the warrior procures it, takes part of the item for his own use. 


Once all the items are assembled, the medicine man performs a ceremony binding them into a sacred bundle, and from that point forward the warrior wears the bundle at all times. 


The sacred bundle bestows the following benefits upon the owner: +2 on all saving throws; +10 bonus on all spot and listen checks; +8 enchanted bonus on Armor Class (similar bonus gained through Bracers of Armor); Damage Reduction 1/-. Damage reduction can reduce damage to 0 but not below 0. 


If the sacred bundle is ever removed from the warrior's body, all of its benefits permanently vanish, and he can never get another (or in someway please the spirits very, and I say VERY much;). Due to its special spiritual nature, a sacred bundle cannot be dispelled or its magic wiped away bij normal magic. A sacred bundle never benefits anybody but the warrior who made it. 


Originally this magical item was described in Legends & Lore (1990). 


Solarblade 


This weapon is similar but superior to a moonblade. The true origin of the weapon is not exactly known but many elves claim they were created in the first wars against the drow. Today there are 5 of these blades known to exist. Not surprisingly Tahlshara is a Solarblade too, this weapon truly one of the most powerful Solarblade. 


The weapon is usually a long sword with ancient elves runes and symbols on the blade. It weights no more than a typical knife. The sword is made of unknown metal, always light colored. Some of these swords have transparent blades just like glass (sages believe the blade is actually made of diamond, enchanted with some ancient spell, now lost. 


The solarblade can provoke a Sunburst at 15th level ability 4 times a day. In addition the wielder of the blade can teleport without error at will. The sword glows when drow, undead or evil outsiders are near within 200' radius. Evil aligned creatures suffer 1d10 damage per round when holding the sword. All solorblades are considered to be longswords, deal 1d12 damage and have treath range of 19-20/x3. Determine plusses and XP with table 1 and table 2. 


Table 1:�Table 2: 


D20 RollSword Adj.D20 RollSpecial Power1-5+31-3Defending6-12+44-6Wounding13-17+57-9Wooden**18+5*10-12Throwing19+613-14Mage Bane20+6*15-16Protection***17-18Keen19-20Vorpal* roll table 2 twice. �** Negates metal armor (as if armor doesn't exist) �*** Confers a +5 natural AC bonus and a +5 bonus on all saves when held. 


Unicorn Horn 


Also called alicorns, a unicorns horn is a rare and precious item. It can be used to neutralize poison. An alicorn is also said to be usefull in many magical treatments, spells and rituals, enhancing the magical properties. And an alicorn carried next to the skin confers any creature a +7 bonus to all saving throws of any kind. Often horns of other creatures are sold as alicorns. Druids and wizards have very big interest in these items. 


The unicorn horn is further detailed in the Pages of the Mages Accessory. 


Wooden Weapon 


Usually these rare blades are scimitars, but there are also versions of long swords and short swords. A wooden sword totally negates metal, as if it didn’t exist. Thus, when fighting a metal armored opponent, the armor doesn’t count for armor class. Only magical plusses (if any) may count for an AC bonus in this case. 


The secret of how to manufactory these rare weapons is only know to a few (high level) druids and elves. Usually a wooden sword has +2 enchantment, but there more powerful versions of these blades known. See table below: 


D20 RollSword Adj.1-5+16-9+210-13+314-17+418-20+5�Caster level: 16th; Prerequisites: Craft Magic Arms and Armor, caster must be a druid or elf; Market Price: 25,450 gp; Cost to Create: 26,450 gp + 1,800 XP. 





