countless battles.
Thaumaturgy. While carrying this axe, you

't be used again until the next dawn.
' Executioner’s. When you hit a creature

2,
WEAPON (GREATAXE), UNCOMMON
REQUIRES ATTUNEMENT
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Soldier’s, Greater. While carrying this spear you stabll'

enever you are dying at the start of your turn. In addition,

d you suffer the normal effects of taking damage while at
it points. However, if you would die due to failing death
ing throws, you don’t die until the end of your next turn,

WEAPON (SREAR), VERY RARE
REQUIRES ATTLINEMENT
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GRUDGEBEARER

kedly sharp edge. You have a +2 bonus to attack and
age rolls made with this magic halberd.

Wicked. When you are presented with an opportunity to
in a selfish or malevolent way while carrying this halber
eightens your urge to do so.

‘Avenger’s, Greater. When you hit a target with this
erd, the creature takes an extra 2d6 damage of the
apon’s type if it has dealt damage to you since the

inning of its last turn.

e

‘ his magic bow has Celestlal runes etched into i

8 radiant damage and is blmded until the end of
S next turn. On a success, it takes only half as much
age and isn’t blinded.

- Foe Slayer (Fiend). When you hit a fiend with this
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SNOWSITORM

Wind. While carrying this bow, you can cast gust. Once
ed, this property can’t be used again until the next da
- Freezing. When you hit with an attack using this bow,
- target’s speed is reduced by 10 feet (to a minimum of 1
st) until the start of your next turn. :
Swarm. While carrying this bow, you can use an actlo
make a ranged attack against up to six creatures within!

feet of a point you can see within the weapon's range. You

€ a separate attack roll for each target. Once used, this
operty can't be used again until the next dawn.

@

WEAPON (SHORTBOW)), RARE
REQUIRES ATTUNEMENT
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GENERALS Bow

d of your next turn.

Commander’s. When another creature within 30 feet tha
n hear and see you makes an attack roll, you can use your
iction to give that creature advantage on its roll. ‘
'Champion. This bow has 3 charges. While carrying it, yo
in use an action and expend 1 of its charges to cast herois:

spellcasting ability). For 1 charge, you cast the 1st-level

rsion of the spell. You can increase the spell slot level by o

each additional charge you expend. The bow regains all

xpended charges daily at dawn.

Siege. When you hit an object with this ma
€ object takes an extra 2d6 bludgeoning

lomentous. Once per turn, when you mo:
least 10 feet in a straight line immediately
efore hitting with an attack using this maul, t
rget takes an extra 2d6 bludgeoning damage




