Ascetic’s. While wearing these bracers, you gain a +1 bon
AC if you are wearing no armor and using no shield.

lonk’s, Greater. While wearing these bracers, you gain t
owing benefits: 4
four unarmed attacks deal force damage instead of
udgeoning damage.

he spells mage armor, shield, and shield of faith provide n
fense against your unarmed attacks, which pass through
jose spells’ barriers of magical force. 3

hen you make an unarmed attack and roll a 20 on the

ack roll, the target takes an extra 10 points of force damagi

'WONDROUS ITEM; VERY RARE
REQUIRES ATTUNEMENT BY A MONK.

ypell Duelist’s, Greater. While carrying this rod, you gain the
wing benefits:

llyou cast or to dispel a magic effect you created.

you successfully counter a spell or dispel magic usinga
I slot of 2nd-level or higher, you regain one expended spell slot. The
you regain must be of a level lower than the spell you cast and can’

igher than 5th level.
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BATTLEMASTER'S BOOT:

ttle Master’s. When you roll a Superiority Die while
aring these boots, you can treat any 1 on the roll as a 2.

de, or Use an Object action.
e boots regains all expended charges daily at dawn.

WONDROUS ITTEM, VERY RARE
ReQu \TTUNEMENT BY A BATTLE M

T

f se magic boots are fashioned from purple

Worm’s. While wearing these boots, you
ve tremorsense out to a range of 30 feet.
Far Step. These boots have 3 charges. Whi
earing them, you can expend 1 charge as
bonus action to cast misty step. The boots
sgains all expended charges daily at dawn.

@)-
'WONDROUSTITEM, RARE
REQU

ATTUNEMEN

-

EMPOWERING ROD

s rod is fashioned from quartz and obsidian.
ymbol. This rod also functions as a spellcasting focus.

Empowering. While holding this rod, you can use a

us action to empower your spells to overcome a target's
stance to magic. If you do, creatures that have advantage
aving throws against spells and magical effects (e.g.,
ited by the feature Magic Resistance, the racial trait
1ome Cunning, or the item mantle of spell resistance) don’
e advantage on their saving throws against the next spell
cast this turn. A creature still rolls its saving throw with

dition produced by the spell you cast, such as advantage

gainst being charmed, frightened, or poisoned.

WONDROUS ITEM, UNCOMMON

.‘///‘C) -
FIGHTER'S BELT

‘ar Leader. While wearing this belt, you
use an action to cause your voice to carry

ighter’s. When you use your bonus action
regain hit points with Second Wind while
earing this belt, you can make one weapon
ack as part of the same bonus action.
@

'WONDROUSITEM, UINCOMMON
ReQu \TTUNEMENT BY A FIGHTER

/_@) i

TORM'S) GAUNTLETS

o

[ These gauntlets are fashioned from adama
aladin’s. When you restore at least 5 hit poi:
‘a creature using your Lay on Hands, you can

WONDROUSTITEM, RARE
REQUIRES ATTUNEMENT BY AN'OATH OF DEVOTION PALADIN -

) ‘/;C); -~
ROGUE'S RING

f is magic ring is inset with a golden orb an
nits almost inaudible whispers while worn.
Whispers. While wearing this ring, you can

st message. Once used, this property can’t
sed again until the next dawn.

'ogue’s. When you deal your Sneak Attack

amage to a creature while wearing this ring

<),
WONDROUS ITEM, INCOMMON
REQUIRES ATTUNEMENT BY A ROGUE




