s studded leather is nondescript, but shows
ubtle aura of illusion magic when scrutinized with a
‘ect magic spell.

lllusionist. While wearing this armor, you can cast

inor illusion. Once used, this property can’t be used

n until the next dawn.
)pelganger. This armor has 3 charges. While

ARMOR (LEATHER), UNCOMMON
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coalesce into one another when its magic is activated.
ugitive. While wearing this armor, you can’t be targeted by any
ation magic or perceived through magical scrying sensors
rlamoured. While wearing this armor, you can use a bonus
jon to speak the armor’s command word and cause the armor to
e the appearance of a normal set of clothing or some other: \
f armor. You decide what it looks like, including color, style, a
essories, but the armor retains its normal bulk and weight. The
sion lasts until you use this property again or remove the armor.
moke. This armor has 3 charges. While wearing it, you can
pend 1 or more of its charges as an action to cast fog cloud (1
arge) or pass without trace (2 charges). The armor regains all
pended charges daily at dawn.

ARMOR (STUDDEDIUEATHER), VERY RARE
Rt

EQUIRES ATTUNEMENT

is magic leather armor tingles with arcane energy.
€ a +2 bonus to AC while wearing this armor.

atcher’s, Greater. While wearing this armor, you ha

antage on initiative rolls and you can’t be surprised.
Sylvan, Greater. While wearing this armor, you are
une to being charmed and magic can’t put you to

Fey, Greater. This armor has 5 charges. While weari
ou can expend 1 or more of its charges as an action

harge), blink (2 charges), or seeming (5 charges). Th '.

mor regains all expended charges daily at dawn.

ARMOR (LEATHE
REQUIRES ATTUNEMENT

e

MAGNETIE EHAIN MAIL

T

i magic chain mail seems to pull on nearby metal objec&
'ompass. While you wear this armor, you can use an actic
earn which way is north.
agnetic. When a creature misses you with a melee
apon attack made with a metallic weapon while you are
ing this armor, you can use your reaction to catch the
pon magnetically. The attacker must succeed ona DC 1
ength (Athletics) check, or the weapon becomes stuck to.
r armor. If the weapon’s wielder can’t or won't let go of th
apon, the wielder is grappled while the weapon is stuck.
‘hile stuck, the weapon can’t be used. A creature can pull the
eapon free by using an action and succeeding ona DC 13

trength (Athletics) check.

AIN MAIL), UNCOMMON
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= LEGION STEADY SHIELD F

el

-2 <
is magic shield is crafted from reinforced
k and enameled in the colors of the army that
mmissioned its make.
egion. While carrying this shield you gaina
“bonus to AC for every ally within 5 feet of yo
t isn’t incapacitated (up to a maximum of +2
Steady. While carrying this shield, you have
lvantage on ability checks and saving throws
ade to avoid being pushed back, knocked pro:

SHIELD, RARE
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SOLAR'S HAUE PLATE

? ,magic half plate is crafted from gilded metal and engra
h images of winged celestials. You have a +1 bonus to. AC

onscientious. While you wear this armor and contemplal
undertake a malevolent act, it enhances pangs of consciel
Jelestial’s, Greater. While wearing this armor, you have
_ tance to radiant damage and you can’t be blinded by sp:

leavens, Greater. This armor has 5 charges. While weari

ou can expend 1 or more of its charges as a bonus action

ast divine favor (1 charge) or as an action to cast guardian
faith (4 charges, spell save DC 15). The armor regains all
pended charges daily at dawn.

ARMOR (HALF PUATE), VERY RARE
ReQun TTUNEMENT
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DJINNI'S PATE

; magic plate mail emits faint popping sounds
around it seems charged with static energy.
Djinni’s. While wearing this armor, you have
sistance to thunder damage.
Thunder. This armor has 3 charges. While wearing
you can expend 1 or more of its charges as an
tion to cast one of the following spells (save DC 13):
inderwave (1 charge) or shatter (2 charges). The spei
e cast at the lowest possible level, but you can increas
e spell slot level by one for each additional charge you

@)
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SPELLBLATE

{ magic plate armor is engraved with glyphs of abjurat g
lage’s. When you roll a 1 on the d20 for a saving throw you
ke to maintain your concentration on a spell while wearing th
gic armor, you can reroll the die and must use the new roll.
Spell Turning. When you make a saving throw against a spell
it targets only you while wearing this magic armor, you can
ose to make the saving throw with advantage. If the saving
'ow succeeds and the spell is 3rd level or lower, the spell has -

effect on you and instead targets the caster, using the slot

el, spell save DC, attack bonus, and spellcasting ability of the
ster. If the spell requires concentration, it lasts until the end of
e caster’s next turn, even if they choose not to maintain their

yncentration on it. Once used, this property can’t be used agai
itil the next dawn.
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