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Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Gaming
License version 1.0a, Section 1(e), and are not Open Content: All Terran Empire Publishing trademarks and
logos, proper names (characters, deities, etc), dialogue, plots, storylines, locations, characters, artwork, and
trade dress. (Elements that have been previously designated as Open Content, Stock Art, or are in the Public
Domain are not included in this declaration.)
Open Content: Except for material designated as Product Identity (see above), the game mechanics of this
Terran Empire Publishing game product are Open Game Content, as defined in the Open Game License version
1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may be
reproduced in any form without written permission.
OPEN GAME License Version 1.0a The following text is the property of Wizards of the Coast, LLC. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open
Game Content; (b)"Derivative Material" means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or
adapted; (c) "Distribute" means to reproduce, License, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, Language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, Spells, enchantments, personalities, teams, personas, likenesses and Special
abilities; places, locations, environments, creatures, Equipment, magical or supernatural Abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the OPEN Game Content;
(f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to Identify
itself or its products or the associated products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or subtracted from this License except as described by
the License itself. No other terms or Conditions may be applied to any Open Game Content distributed using
this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this
License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, nonexclusive License with the exact terms of this License to Use, the Open
Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content,
You represent that Your Contributions are Your original Creation and/or You have sufficient rights to grant the
rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the
exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and
You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of each element
of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest
in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that
you are distributing are Open Game Content.
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9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may
use any authorized version of this License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content
You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to
cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination
of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. System Reference
Document 5.1 Copyright 2016, Wizards of the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins,
Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by E. Gary Gygax and Dave Arneson.

END OF LICENSE

Unless otherwise stated, the artwork in this book is credited to their respective owners/creators and includes
but is not limited to: Publisher’s Choice Quality Stock Art © Rick Hershey/Fat Goblin Games, Rick Hershey Empty
Room Studios. Other works are used under the Creative Commons Zero 1.0 Public Domain License.
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Armor of Daylight's Embrace
Armor (leather), rare (requires attunement)
While wearing this armor, you gain resistance to
necrotic damage and are immune to the charm
ability of vampires. Upon successfully grappling a
vampire, you can activate the armor's special ability,
dealing 20 radiant damage every round it is grappled
with no save. Vampires receives a -2 to their ability
check to escape the grapple while you are wearing this
armor.

Armor of Increased Aptitude
Armor (plate), very rare (requires attunement)

In addition to the properties listed
below, this armor grants a +2 to your

armor class, as well as a +2 to all saving throws and
ability checks. On your turn, by using an bonus action,
you can activate one of the following abilities:
 • Increase your base speed by 30 feet for 4 rounds
 • Make one extra attack (as a reaction) every round
for 4 rounds

 • Gain resistance to one damage type for 4 rounds
Once an ability is activated, another ability cannot be
activated until you have finished a short or long rest.

Armor of Panicked Escape (cursed)
Armor (half-plate), rare (requires attunement)
This armor functions as a suit of half-plate +2.
However, following attunement, the curse becomes
active and, when you engage in combat while wearing
the suit, you must succeed in a Wisdom saving throw against a
DC14. Failure results in you fleeing at your full base speed
away from combat, possibly provoking an opportunity attack.
A save is required anytime you use the Attack action while
wearing the suit. The curse does not take effect until the suit
is attuned to you. Once the armor is attuned, you cannot
remove it unless a remove curse spell is cast on you first. The
curse is only identifiable with the casting of a legend lore
spell.
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Armor of Retribution
Armor (plate), rare (requires attunement)
Anytime you are subjected to melee damage
while wearing this armor, your attacker takes an
immediate 6 points of piercing damage. When

you are struck with a critical strike in melee
combat, you may have the armor reflect an
equal amount of damage to that which you
received back onto your attacker. This

ability is useable once before finishing a long
rest and must be declared by you after you

are struck with a critical strike.

Eagle Eye Helm
Wondrous item, rare
While wearing this helm, and by using your Action,
you are able to create a magical sensor that can
appear anywhere above you up to a maximum of 400
feet. Through this, you can see from this vantage as if
you were actually there, rotating your viewpoint 360
degrees. You perceive with your normal visual senses
and cannot penetrate any solid surface, although your
sight is unaffected by foliage and the like. You can
summon the sensor for a total of 10 minutes before the
magic winks out and cannot be used again until you finish a
long rest.

Exo-Armor
Armor (plate), artifact (requires attunement)
Ages past, on the world of Shin'ar, during one of that planet's most turbulent times
known as a Lunar Quickening, a human found himself stranded in a place where the
fantastic seemed ordinary and magic was a more common occurrence than miracle.
The man did not know how he came to the world, only that an experiment of his own,
on his planet, went somehow awry. A stranger in a foreign land, he was forced to
adapt to his new surroundings - thanks to his quick wit and superior intellect, he did
just that and soon managed to gain employment in a village nearby.
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The people, who were also human, called themselves
Jute and happened to resemble a mix of peoples
from his own planet, known not only as great
marauders and pillagers, but also as intuitive
farmers and learned men. They spoke a version of
a few languages he recognized, and this allowed
him to blend in as the village's new blacksmith.
Weeks stretched to months, then years, but the
man who went by the name of “Tony” never
gave up hope of returning to his world. He even
learned to harness an extraordinary radiation
found in the planet's atmosphere to fuel
powerful machinery of his own design. Tony
was well-liked by the Jute he lived with and had
been accepted as one of their own.

He grew to love his adopted people, using his
knowledge to protect them from monsters and evil-
doers who would see them harm. Tony lived a long
life and sired many children before his eventual
passing of extreme old age. Many of his mechanical
wonders were lost to time, however, his greatest
achievement has endured.
The suit of plate mail armor was constructed
specifically for Tony's height and build, however, it
will fit anyone of Medium size. While he wore it
defending the village, he was known as Verr Jarn, or
‘Man of Iron’. This armor grants extraordinary

abilities to anyone who dons it and manages to
attune it, including +3 to your AC and increases to
both your Strength and Dexterity ability scores by

4.
In addition, you gain advantage on any
Strength and Dexterity saving throw or ability

check. You are able to leap great distances, effectively able to cast the jump spell
at will from the armor. Your base walking speed also increases by 30 feet while
wearing this armor, and you are immune to fire and cold damage. However, you are
vulnerable to electrical damage.
In addition, you can use the following abilities once a day:
 • When you miss with a melee weapon attack, you can instead choose to hit.
 • You can fly with of speed of 90 ft. You can sustain this flight for up to 8 rounds.
 • When you fail a saving throw or ability check, you can instead choose to succeed.
While wearing the armor, you gain darkvision and truesight to a range of 60 feet. If you
already have darkvision or truesight, its range is amplified by 30 feet.
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You are able to cast the spells color spray and melf's acid arrow three times before a
short or long rest while wearing the Exo-Armor. Both spells are cast as if using a 5��
level spell slot.
The armor seems to never take any visible damage, regardless of the blow sustained
while wearing it.
All of the suit's functions and abilities, with the exception of its increase in AC and
ability scores, only work after the suit is attuned. The suit will only attune with
someone of good (LG, NG, CG) alignment.

Destroying the Armor. Attempts to destroy the armor have been made in the past.
After Tony's death, the armor passed to his son, Steven, who went on to earn fame on
other worlds as a hero and vanquisher of evil. Steven met his demise in Hades, where
the armor was deemed too dangerous to exist and was tossed in the River Stix. The
armor, however, remained. It floated down the river and eventually ended up in the
hands of a powerful archon who bequeathed it to another hero. Down the line of great
heroes it traveled, and many came to know the Man of Iron. The suit itself is
impervious to damage and heals any cut, scratch, or ding it suffers within minutes. It
has resisted acid, flame, and extreme cold.
The armor can only be destroyed by returning it to its planet of origin and bathing it in
alchemical solutions that include copious amounts of a substance known as mana
crystal. The formula was written by Tony and recorded in two places: his workbook,
which has since been lost to time, and a letter to his son, Steven, which he wrote on
his death bed. The letter is rumored to be among Steven's effects, left in his father's
tower, which has remained magically sealed and warded for centuries with no
apparent entry.

Helm of Ill Omen
Wonderous item, uncommon (requires attunement)
While wearing this helm, you are able to affect the
luck of those around you. Anytime a creature makes
a saving throw, attack, or ability check within 20 feet
of your position and in your line of sight, you can use
your reaction and the magic of the helm to force
the roll to be made at a disadvantage. You can do
this a total of three times before a long rest, but
must declare your intent to use the magic of the
helm before the roll is made. A Wisdom saving throw
against a DC13 is allowed to resist the effect.
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Helm of Impaling
Wondrous item, rare
While wearing this helm, by speaking the command word,
you are able to grow the spikes found on top of the helm by
an additional three feet. You may use your Attack Action to

attempt to impale a creature, dealing 4d6 piercing damage.
The spikes remain elongated for 4 rounds, or until you
dismiss them back to their normal length with a bonus
action. You may elongate the spikes twice before a short or
long rest.

Helm of the Hydra
Wondrous item, very rare (requires

attunement)
This powerful helm grants you the abilities of a hydra. While
wearing the helm, you can hold your breath for up to one
hour. If you sleep while wearing the helm, you gain the
benefits of the alarm spell, causing the helm to wake you
if a Tiny or larger creature comes within 30 feet of your
position. In addition, you gain advantage on saving
throws against being blinded, charmed, deafened,
frightened, stunned, and knocked unconscious. You
are also able to use your reaction to make 2
opportunity attacks instead of one anytime you are
normally able to.

Shield of Frightful
Presence

Armor (shield), uncommon
While wielding this shield, you are able to use
your Action to cause any creature within 20
feet who can see you to perform a Wisdom
saving throw against a DC12. Failure of the
save results in them gaining the frightened
condition for 1d6 rounds. A successful save

makes the creature immune to the shield's
magic for 24 hours.
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Shield of Radiant Glory
Armor (shield), very rare (requires attunement)
This shield is covered with depictions of victorious armies on the march around the
snarling face of a medusa which rests in the center. In addition to granting a +2 to your
AC, the shield can be made to shine with bright light after combat ends, granting
everyone who can see it hit points equal to 2 + their Constitution modifier (if any), as
well as curing anyone suffering from petrifaction, so long as they were petrified by the
gaze of a medusa. Creatures cannot gain more hit points than their maximum this way,
and any excess healing is lost. This ability can be used once before a short or long rest.
While wielding this shield, you are immune to the petrifying gaze of a medusa and gain
a +2 to attack rolls and damage against them.
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