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Dedicated to the people who got me to start.
Dedicated to the people who kept me going.
Dedicated to the people who gave me a future.
You are all heroes on this journey. Thank you for being a part of this.

Keep on adventuring.




The real treasure isn’t found at the end of an adventure: it’s found in the stories that
we’re left with. Stories that shape us into our future selves and give us clues that point
to our respective destinies. We’re always on some kind of adventure, whether we know
it or not. The trick is to leave good stories and listen to the clues they whisper to us.

That said, real loot always helps.

HANK YOU. Before I say anything else, let me make sure

that you know how grateful I am for you to be reading

these words. Thank you for your support, thank you

for your purchase of this book, and thank you for your
help in giving me a career to be proud of. I couldn’t do what I
do without you.

I'm Griffin, and this book took one year to make. Well,
more than that—making anything always takes longer. From
November 2018 to November 2019, I made one item every day
for a year. These illustrations and words are my own. Most
of these items are of my own invention, but many were also
suggested by the community. Regardless of their origins,
these items have been lovingly made for you to enjoy and
implement in your home campaigns.

I hope that the items and options in this book follow
you on grand new adventures. If you ever have a question,
comment, or concern, please feel free to reach out: I always
do my best to reply.

IN THIS BOOK

ASK YOUR GAME MASTER

As with anything, check with your Game Master (GM) to
make sure that these items, character options, monsters, or
settings are welcome in your game.

The contents in this book are written to follow existing
precedents as found in the official publications as closely as
possible. The quality of your adventure is always top priority,
and this content has been carefully made to abide by the
same standard of quality that you’ve come to expect.

MAKING IT YOUR OWN

You’ll find a wealth of content in this book that’s been for-
matted in such a way to make it easier for you to refer to and
find the answers you’re looking for.

There are 365 magic items in this book. With that many
items comes the need for tables and lists to keep track of
them all. You’ll find several tables in this book that include
everything you need to know about them, even including
their subrarities. Youll also find some contextual reiteration
and clarification of rules that are frequently overlooked in
the official source material.

Over this first year, lore has built around the items within
this book. Some of it has coalesced into new settings, vil-

lains, or character options. Yowll find that additional content

in Parts II and III of this book.

If an item fits your campaign’s style or setting but isn’t the
proper fit in terms of power or features, feel free to adjust it
how you see fit. While the items in this book are designed
and balanced to fit within certain parameters, what is ulti-
mately the most important is that you have fun with them.

ERRATA

You can’t update a book, but you can update a PDF file. The
.pdf version of this book will always be the most up to date
version you can find, and will continue to be updated until
it’s no longer reasonable to do so.

You can find a list of any changes made to these items after
they’ve been printed at thegriffonssaddlebag.com/errata.










MAGIC ITEMS

Striking down with the fury of a storm, an armor-clad hu-
man releases a powerful bolt of lightning from his sword to

cleave through the impending horde.

Holding a ball of quicksilver in his hand, a dwarf describes
the appearance of his bounty to a local merchant, magically
changing the silver’s shape to better describe his quarry.

Twirling in place, a maelstrom of flames leap from an elf’s
cloak, reducing the swarm of rats around her to ashes and
giving her a clear path to escape.

@ Common @ Uncommon
Weapon Armor

Magic items A—Z
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Item Name

Abjurer’s Gilder
Acidlight Arrow

Aegis of Radiance
Amulet of Equilibrium
Arcane Mirror

Arcanist’s Bowstaff
Architect’s Disdain
Astral Bracelet

Astral Sea Piercer

Aurum and Argentum
Avian Circlet

Axe Beak Tomahawk

Bag of Sundrops

Band of Mirrored Essence
Bands of the Found and Lost
Bard-in-a-box

Barge Helm

Barricade Shield

[@ Rare

Wondrous item

I#s afwayse good o know that
Lomewheore oyt Fhere, Lomething
Y04 made 1t foing ysod to smash

some rotten gohfins bead in.

Magic items have the power to add intrigue to stories and
character growth for players. Limitlessly varied, magic items
are always a treasured reward after a challenging adventure.

This section includes 365 new items for you to use in your
fifth edition campaign settings, and assumes you’re familiar
with the rules for magical items, including their rarities,
categories, and the implications of cursed items.

Legend

7 Very rare

Ring

Type

Wondrous item
Weapon (an arrow or bolt)
Armor (shield)
Wondrous item

Armor (shield)
Weapon (quarterstaff)
Weapon (war pick)
Wondrous item
Weapon (war pick)
Weapon (dagger)
Wondrous item
Weapon (handaxe)
Wondrous item

Ring

Wondrous item
Wondrous item
Wondrous item

Armor (shield)

L Legendary

Rod

Rarity
Uncommon
Rare

Rare
Uncommon
Very rare
Very rare
Very rare
Very rare
Legendary
Rare

Rare
Uncommon
Uncommon
Rare
Common
Common
Uncommon

Uncommon

[ Artifact
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@ Requires Attunement

Staff

Potion

Subrarities: M = Major m = Minor

Requires Attunement?
Yes, by a wizard

Yes, by a cleric

Yes

Yes

Yes, INT 17+

Yes

Yes, by varying classes
Yes

Yes

Page
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Item Name

Basco’s Handy Bangle
Basilisk Dagger

Bath Potion

Baton of Many Sizes

Battle Tax

Battlebrew Maul

Battlechef Buckler
Battlechef’s Splendid Saucepan
Battlement Bow

Belt of the Raid Leader

Bird of a Feather, common
Bird of a Feather, uncommon
Blizzard Sphere

Blood Pact Pendants
Bloodmage Dagger
Bloodscryer Oculus

Bolt

Boots of Dendallen

Boots of the Cloud Jumper
Borboss’ Joyous Wand of Color
Boreal Pendant

Bottled Abyss

Bounty Hunter Enforcer

Bow of Mind Thievery
Braided Quarterstaff

Brambleheart Quiver
Breastplate of the Morning Light

Brooch of Many Sizes
Bug Smashers
Cactus Mace

Candle of Anti-light
Catnip Amulet

Celestial Circlet

Ceratopper
Charlatan’s Wardrobe
Chillspike
Chromacloth
Cinnabar Rapier

Circlet of the Huntsman’s Third
Eye

Cloak of the Boundless Spirit
Clockwork Faefly

Clockwork Healerbee

Type

Wondrous item
Weapon (dagger)
Potion

Rod

Weapon (battleaxe)
Weapon (maul)
Armor (shield)
Wondrous item
Weapon (any bow)
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item

Weapon (crossbow, heavy)

Wondrous item
Wondrous item

Wand

Wondrous item

Potion

Weapon (quarterstaff)
Weapon (shortbow)
Weapon (quarterstaff)

Wondrous item
Armor (breastplate)

Wondrous item
Wondrous item
Weapon (mace)
Wondrous item

Wondrous item
Wondrous item

Wondrous item
Wondrous item
Weapon (pike)
Weapon (sling)

Weapon (rapier)
Wondrous item

Wondrous item
Wondrous item

Wondrous item

Rarity
Rare

Rare
Common
Uncommon
Uncommon
Rare
Uncommon
Very rare
Uncommon
Rare
Common
Uncommon
Rare

Very rare
Very rare
Legendary
Very rare
Very rare
Uncommon
Common
Rare

Very rare
Uncommon
Rare
Uncommon

Very rare
Rare

Rare

Uncommon
Uncommon
Uncommon

Common
Rare

Very rare

Uncommon
Legendary
Uncommon

Rare
Very rare

Rare
Uncommon

Rare

Sub
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Requires Attunement?

Yes

Yes

Yes, by a half-orc or orc

Yes, by a spellcaster
Yes, by a ranger

Yes

Yes

Yes

Yes

Yes

Yes, by a ranger

Yes, by a cleric or
paladin

Yes, by a good-aligned
cleric

Yes

Yes

Yes

Yes

Yes
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38
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40
40
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40
41
41
41
42
42
42
44

44

44
44
45
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Item Name

Clockwork Inkbeetle

Coil Crook

Coldsnap

Companion’s Band
Container of Heat and Frost

Coralshield Golem

Couatl Herald’s Fang

Couatl Herald’s Guard

Couatl Herald’s Lash

Couatl Herald’s Mantle

Couatl Herald’s Radiance

Couatl Herald’s Reach

Couatl Herald’s Scales
Cratering Quarterstaff
Crosier of Divine Power

Crown of Deep Winter
Crypt Keeper Glaive
Dagger of the Ogre Mage
Dark Fathom Armor
Dead Ringer

Death Knell

Devil’s Detail Eyepatch
Direstone Dwarven Pick
Discordant Thunderstave
Doodle Ring

Doomsday Cookie

Dragon Edge Weapons

Dragon Edge Weapons, +1

Dragon Edge Weapons, +2

Dragon Tamer Lance
Dragon Turtle Shield
Dragon-Kindled Edge
Dragonkin Weapon, +1
Dragonkin Weapon, +2

Dragonkin Weapon, +3

Dragon’s Call

Type

Wondrous item
Staff

Weapon (whip)
Wondrous item
Wondrous item
Armor (shield)

Weapon (any sword or dag-

ger)

Armor (shield)
Weapon (whip)
Wondrous item
Staff

Weapon (any bow)

Armor (scale male)
Weapon (quarterstaff)
Staff

Wondrous item
Weapon (glaive)
Weapon (shortsword)
Armor (studded leather)
Wondrous item
Weapon (halberd)
Wondrous item
Weapon (war pick)
Weapon (quarterstaff)
Ring

Wondrous item

Weapon (any slashing or
piercing simple weapon)

Weapon (any slashing or
piercing simple weapon)

Weapon (any slashing or
piercing simple weapon)

Weapon (lance)
Armor (shield)
Weapon (longsword)
Weapon (any melee)
Weapon (any melee)
Weapon (any melee)

Wondrous item

Rarity
Uncommon
Uncommon
Rare
Common
Common

Uncommon

Rare

Uncommon

Rare

Uncommon

Rare

Rare

Rare
Very rare
Very rare

Very rare
Legendary
Uncommon
Very rare
Rare

Rare
Uncommon
Rare
Uncommon
Common

Uncommon

Uncommon

Rare

Very rare

Legendary
Rare
Legendary
Rare

Very rare
Legendary

Uncommon
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Requires Attunement?

Yes

Yes

Yes

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes, by a good-aligned
creature

Yes

Yes, by a cleric or
paladin

Yes
Yes
Yes

Yes

Yes

Yes, by a dwarf
Yes

Yes

Yes, by a dragonborn
Yes, by a dragonborn

Yes, by a dragonborn
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Item Name

Dream Mantle
Druidic Throwing Club

Dryadleaf

Eaglereign

Ear Cuff of the Vampire Bat
Edible Book of Recipes
Eldritch Scarf
Enchantment Breaker
Essence of Rage

Ether Spear

Everice Box
Everlasting Sugarbomb
Eye of Dendallen

Eye of the Bookwurm
Fable’s End

Fanfare Ammunition
Ferryman’s Take
Festerwood Buckler

Festerwood Claymore
Festerwood Fungal Stave
Festerwood Logger
Festerwood Masher

Festerwood Vizard
Festerwood’s Light
Fife of Dragonsong
Fire Dervish Cloak
Fire Fire!

Fire Wand of the Unbroken
Circle

Firecracker Crystals
Fireweaver Gloves
Flesh of Dendallen

Force Gauntlet
Forgemaster’s Might

Fortune’s Fivepence
Fourarm Bracers
Fragment of Elder Starlight

Frefil’s Jolly Oozebean
Sugarbombs

Frefil’s Tiny Tasty Tongue Twisty

Sugarbombs

Frost Giant Fork

Type
Wondrous item

Weapon (club)

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Ring

Potion

Weapon (spear)
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (mace)
Weapon (an arrow or bolt)
Wondrous item
Armor (shield)

Weapon (greatsword)
Staff

Weapon (handaxe)

Weapon (a maul or warham-

mer)

Wondrous item
Weapon (rapier)
Weapon (blowgun)
Wondrous item

Weapon (crossbow, light)
Wand

Wondrous item
Wondrous item
Wondrous item
Wondrous item

Weapon (warhammer or
maul)

Wondrous item
Wondrous item

Wondrous item

Wondrous item

Wondrous item

Weapon (trident)

Rarity

Very rare
Rare

Common
Uncommon
Uncommon
Very rare
Rare

Rare

Rare

Very rare
Uncommon
Common
Rare
Uncommon
Very rare
Common
Rare
Uncommon

Rare

Very rare
Uncommon
Very rare

Rare
Legendary
Rare
Rare

Rare
Rare

Common
Uncommon
Very rare
Rare

Legendary

Uncommon
Very rare

Very rare

Uncommon

Uncommon

Rare
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Requires Attunement?

Yes

Yes, by a druid or

ranger

Yes

Yes

Yes

Yes

Yes

Yes, by a cleric, druid,

or sorcerer

Yes

Yes
Yes
Yes, by a bard
Yes

Yes

Yes, by a druid

Yes
Yes

Yes
Yes

Yes

Yes

Yes
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Item Name
Frostbitten Buckler
Frozen Dagger
Funeral Marchers

Galea of the Soulfire Phoenix
Galepierce Weapons

Galvanic Steelsnare
Gibberbox

Give and Take

Glove of the Aegis
Glove of the Grim Fandango
Grass Carpet

Grass Whistle Blade
Gravity Goblet
Greaves of Dendallen
Grip of Dendallen
Halberd of the Peacock
Hand of the Master
Harp of Valor

Hasty Sugarbomb

Hat Trick

Hcor’uk the Colossal’s Portable
Handheld Weapon of Walloping

Healing Arrow

Heart of the Sleeveless
Hellfire Pitchfork

Helm of Heroes
Helmsman’s Shelter
Hexaxe

Hurricane Lance

Ice Sickle

Immovable Button
Infernal Aegis

Inferno Rope

Ionbreaker, the Tempest’s Reach
Ironleaf Maul of Entanglement
Ironleaf Oaken Shield
Ironleaf Plate

Ironshod Trotters

Jotun’s Jodhpurs

Killskull Longbow of Dread
Kindle Egg Sugarbomb
Knight’s Standard of Valor
Knight’s Standard of Vigor

Type

Armor (shield)
Weapon (dagger)
Wondrous item

Wondrous item

Weapon (any piercing weap-
on with the thrown property)

Weapon (net)
Wondrous item
Weapon (scimitar)
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item
Wondrous item
Wondrous item
Weapon (halberd)
Wondrous item
Weapon (shortbow)
Wondrous item

Wondrous item
Weapon (flail)

Weapon (an arrow or bolt)
Wondrous item
Weapon (trident)
Wondrous item
Armor (shield)
Weapon (handaxe)
Weapon (lance)
Weapon (sickle)
Wondrous item
Armor (shield)
Wondrous item
Weapon (longbow)
Weapon (maul)
Armor (shield)
Armor (plate)
Wondrous item
Wondrous item
Weapon (longbow)
Wondrous item
Weapon (halberd)
Weapon (pike)

Rarity
Uncommon
Uncommon
Uncommon
Artifact

Uncommon

Rare

Rare

Very rare
Rare

Rare
Common
Very rare
Common
Rare

Very rare
Rare
Uncommon
Very rare
Uncommon

Uncommon
Very rare

Uncommon
Common
Very rare
Rare

Rare
Uncommon
Very rare
Uncommon
Common
Very rare
Uncommon
Artifact
Rare
Uncommon
Very rare
Uncommon
Rare

Rare
Uncommon
Rare

Rare
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Requires Attunement?
Yes

Yes

Yes

Yes
Yes

Yes, by a bard

Yes

Yes
Yes
Yes
Yes

Yes, by a bard

Yes

Yes
Yes
Yes
Yes, by a warlock
Yes

Yes

Yes
Yes
Yes, by a druid
Yes

Yes

Yes

Yes

Yes
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Item Name

Knight’s Standard of Virtue
Knocking Boots

Kraken’s Whip

Lance of the Hungering Dead
Leeching Quarterstaff

Liar’s Lyre

Lightning Pylons
Locksmith’s Bane

Love’s Embrace
Mageplate Cap

Magma War Pick
Mammoth Boots

Mantle of the Pack Lord
Mask of Dendallen
Mask of the Pact Bearer

Master Machinist’s Marvelous
Mallet

Mastery Gem

Memento of the Shapeless

Merry Berry

Mirrorlight Edge
Mirrorlight Piercer
Mockingblade

Monocle of Clarity
Monsterbane Lasher
Moonswaddled Armor
Necrolace

Nightstalker’s Kanabo
Null Chalk
Omenbringer’s Mantle
Orator’s Quill

Otyugh Cloak

Ouroboros Rapier
Overshield

Pack of LeviBubble Sugarbombs
Pair of Tiny Violin Rings
Pearl of Wisdom Quiver
Pendant of the Tempered Fury
Pendant of Thieves’ Sight
Peppermince Sugarbomb
Periapt of Reflection

Permanent Parchment

Type

Weapon (glaive)
Wondrous item
Weapon (whip)
Weapon (lance)
Weapon (quarterstaff)
Wondrous item

Rod

Wondrous item

Weapon (greatsword)
Wondrous item

Weapon (war pick)
Wondrous item
Wondrous item
Wondrous item

Wondrous item
Weapon (light hammers)

Wondrous item

Weapon (any melee weapon
without the reach or heavy
property)

Wondrous item

Weapon (scimitar)
Weapon (spear)
Weapon (shortsword)
Wondrous item

Weapon (whip)

Armor (any light armor)
Wondrous item

Weapon (greatclub)
Wondrous item
Wondrous item
Wondrous item
Wondrous item

Weapon (rapier)

Armor (shield)
Wondrous item

Ring

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item

Wondrous item

Rarity
Rare
Uncommon
Uncommon
Very rare
Rare
Uncommon
Rare
Uncommon

Legendary
Rare

Rare
Uncommon
Rare

Very rare

Uncommon
Rare

Legendary

Legendary

Common
Rare

Very rare
Uncommon
Rare

Very rare
Rare

Rare

Very rare
Very rare
Very rare
Common
Uncommon
Very rare
Uncommon
Uncommon
Common
Rare

Very rare
Uncommon
Uncommon
Rare

Common
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Requires Attunement?

Yes

Yes
Yes

Yes, by a bard

Yes

Yes, by a wizard or
sorcerer

Yes

Yes

Yes, by a warlock

Yes

Yes

Yes
Yes

Yes, by a bard

Yes, by a spellcaster

Yes
Yes
Yes

Yes

Yes

Yes

Yes

Yes
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Item Name

Petal Dancer Ward

Phase Axe

Phoenix Arrow

Pike of the Forgotten Legion
Plaguebane Mask

Planar Rapier

Pomade of Ten Thousand Styles
Potion of Dragon’s Breath (3d6)
Potion of Dragon’s Breath (4d6)
Potion of Dragon’s Breath (5d6)
Potion of Spell Recovery
Precipit, the Formless
Prismatic Javelin

Profane Mask

Purging Dagger
Purity Spear

Purse Piglet

Puzzle Ring of Vitality, Life, and
Power

Quagmire Maul
Quake Hammer
Quickdraw
Quicksilver Clay
Radiant Defender
Reap and Sew

Red Claw’s Regalia
Relentless Bulwark

Retaliating Bloom Shield
Retaliating Shield of Ink
Ring of Anchoring

Ring of Eldritch Ire

Ring of Gestures

Ring of Roses

Ring of Seething

Ring of the Fowl Sentinel
Ring of the Sandskimmer

Rings of Fire, Ice, Stone, and
Wind (Wind)

Rings of Fire, Ice, Stone, and
Wind (Fire or Stone)

Rings of Fire, Ice, Stone, and
Wind (Ice)

Rochorne Hand Ballista

Rocborne Robe

Type

Wondrous item
Weapon (battleaxe)
Weapon (an arrow or bolt)
Weapon (pike)
Wondrous item
Weapon (rapier)
Wondrous item
Potion

Potion

Potion

Potion

Staff

Weapon (javelin)
Wondrous item

Weapon (dagger)
Weapon (spear)
Wondrous item
Ring

Weapon (maul)

Weapon (light hammer)
Weapon (crosshow, hand)
Wondrous item

Weapon (maul)

Weapon (crosshow, light)
Wondrous item

Armor (shield)

Armor (shield)
Armor (shield)
Ring
Ring
Ring
Ring
Ring
Ring
Ring

Ring
Ring
Ring

Weapon (crossbow, heavy)

Wondrous item

Rarity
Uncommon
Rare

Rare
Legendary
Rare

Very rare
Common
Uncommon
Rare

Very rare
Rare
Artifact
Uncommon
Common

Very rare
Legendary
Rare
Legendary

Very rare
Rare
Rare
Common
Rare
Rare

Legendary
Uncommon

Rare
Uncommon
Rare

Rare
Common
Common
Uncommon
Common

Uncommon

Uncommon

Rare

Very rare

Very rare

Uncommon
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Requires Attunement?
Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes, by a good-aligned
creature

Yes, by a paladin

Yes

Yes

Yes
Yes
Yes

Yes, by a cleric or
paladin

Yes

Yes, by a warlock

Yes

Yes

Yes

Page
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97
98
98
98
98
98
149
98
99
99

99

100
101

101
102
102
102
102
103

103
105

105
105
106
106
106
106
106
107

107

107

107

107

108

108
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Item Name

Rocborne Rod
Runic Ammunition

Sandstorm Dancer
Scholar’s Cap, +1
Scholar’s Cap, +2
Scholar’s Cap, +3
Scorching Cleaver
Screaming Longbow
Sea Serpent Hairpin
Seafarer’s Jacket
Seat Belt

Seed of Rebirth

Septum Ring of the Great Mino-
taur

Serpent Dart

Servitude Choker

Set of Numat’s Trick Tubes
Set of Secret Scribe Candles
Shadow Drinker

Shadow Ink

Shadow Ward

Shadowshawl

Shadowsmoke Dragon Pipe
Shaedenstaff

Shapeshifter’s Circlet

Shared Burden

Sharkrazor Mantle

Sheer Cold

Shield of Yggdrasil

Shielding Turtle Sugarbombs
Signet Rings of Blindness, Deaf-
ness, and Silence

Signet Rings of the Fey Court
Silken Socks of Slickening

Silver Eagle Weapons

Silver Lycan Chime
Singing Stein
Sirensong Silencer
Sling of the Tiny Giant
Smash Potatoes

Snuff

Snugglebeast (owlbear)

Type
Rod

Weapon (a bolt, arrow, or
piece of sling ammunition)

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (battleaxe)
Weapon (longhow)
Wondrous item
Wondrous item
Wondrous item

Wondrous item
Wondrous item

Weapon (dart)
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item
Wondrous item
Wondrous item

Wondrous item
Staff

Wondrous item
Wondrous item
Wondrous item
Weapon (battleaxe)
Armor (shield)
Wondrous item

Ring
Ring

Wondrous item

Weapon (greataxe, greats-

word, lance, or maul)
Wondrous item
Wondrous item
Wondrous item
Weapon (sling)
Wondrous item
Weapon (sickle)

Wondrous item

Rarity

Rare
Rare

Rare
Uncommon
Rare

Very rare
Very rare
Rare
Uncommon
Uncommon
Common

Legendary
Very rare

Uncommon
Uncommon
Uncommon
Rare

Very rare
Uncommon
Very rare
Rare

Rare
Very rare

Common
Rare

Rare

Rare

Very rare
Uncommon

Rare

Very rare
Uncommon
Uncommon

Uncommon
Common
Uncommon
Rare
Common
Very rare

Common
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Requires Attunement?

Yes

Yes
Yes
Yes
Yes
Yes
Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes, by a sorcerer,
warlock, or wizard

Yes, by a warlock

Yes

Yes

Yes, by an elf, half-elf,

or other fey creature

Yes

Yes

Page
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109
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110
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110

110
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111
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113
113
113

113

113

114
114
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115

116

116
116
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Item Name
Snugglebeast (unicorn)
Snugglebeast (dragon)
Snugglebeast (tarrasque)
Socks of Well-Rested
Spellwoven Robes
Spiderbite Daggers
Spire Seed

Spirit Pike
Splintershot

Splitter

Squasher

Staff of Favorable Winds

Staff of the Four Seasons

Staff of the Magpie

Staff of the Mirage

Staff of the Mustang
Staff of the Reverent Warrior
Stalaga Spear
Starbreaker

Starmetal Ring

Starmetal Shield
Starmetal Solar Axe
Starmetal Striker

Steps of the Trickster
Storm Sickle

Stormstruck Staff
Stormthrower Harpoon
Sundersludge Net

Switch

Sword of Resonance
Sword of the Spelldrinker

Talyard the Great’s Wand of
Power

Tear of Gaia

Tectonic Gauntlets
Telescoping Bladelance
Tempest Griffon Feather Cape
Tether Tearer

Tethervine Quiver

The Griffon’s Saddlebag

The Rose Basket

Type

Wondrous item
Wondrous item
Wondrous item
Wondrous item
Wondrous item
Weapon (dagger)
Wondrous item
Weapon (pike)
Weapon (shortbow)
Weapon (halberd)
Weapon (greatclub)

Staff

Staff

Staff

Staff

Staff

Staff

Weapon (spear)
Weapon (morningstar)
Ring

Armor (shield)

Weapon (greataxe)

Weapon (light hammer)

Wondrous item
Weapon (sickle)
Weapon (quarterstaff)
Weapon (trident)
Weapon (net)

Rod

Weapon (longsword)

Weapon (longsword)
Wand

Wondrous item
Wondrous item
Weapon (lance)
Wondrous item
Weapon (any axe)
Wondrous item
Wondrous item

Weapon (rapier)

Rarity
Uncommon
Rare

Very rare
Uncommon
Uncommon
Rare
Legendary
Rare

Rare

Very rare

Uncommon

Very rare

Very rare

Rare

Rare

Rare

Rare

Very rare
Rare

Rare
Legendary
Legendary
Rare
Common
Rare

Rare
Legendary
Uncommon
Very rare
Rare

Legendary
Uncommon

Common
Artifact
Uncommon
Very rare
Uncommon
Uncommon
Artifact

Very rare

Sub Requires Attunement?

m

Yes

Yes, by a cleric

Yes
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Yes, by a druid,
sorcerer, warlock, or
wizard

=

Yes, by a druid,
warlock, wizard, or
sorcerer

=

Yes, by a spellcaster
Yes, by a wizard

Yes

Yes, by a spellcaster
Yes

Yes

Yes
Yes

Yes

Yes
Yes
Yes, by a druid
Yes, by a bard
Yes
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Yes
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130
130
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150
131
131
131
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Item Name
Thornpiercer

Thunderous Flail
Thwackstaff

Timber

Timepiercer
Timeshifter’s Mantle
Toadstone

Tome of Dreams
Torchbearer’s Reach
Torpedo Arrow
Torrent Taiaha

Tote of Tricky Treat Sugarbombs
Trident of the Dryad
Trident of the Hydra

Tub of Churning and Fermenta-
tion

Uorik the Conqueror’s Juice Cup
Vancian Helm

Venombane Armor

Vigilus

Visage of Delight and Disaster
Void Arrow

Volcanic Boots

Volt Gauntlets

Voltedge

Vox Helm

Wand of Whispers

War Standard of Battlecries
Warmind Wand

Wavebender’s Leiomano
Weapon of Mooring

Weapon of Showmanship
Weapon of Spite

Webgrip Rucksack
Wildman’s Spinning Cleaver
Windrazor

Windswept Wyvernplate
Winter’s Embrace

Wisplight Lantern

Wooden Chain of the Unbroken
Circle

Wyvernwing
Zafu of the Wandering Mind

Type
Weapon (dagger, shortsword,
rapier, or whip)

Weapon (flail)
Weapon (quarterstaff)
Weapon (handaxe)
Weapon (rapier)
Wondrous item
Wondrous item
Wondrous item
Weapon (whip)
Weapon (arrow)
Staff

Wondrous item
Weapon (trident)
Weapon (trident)

Wondrous item

Wondrous item

Wondrous item

Armor (any light armor)
Weapon (crosshow, hand)
Wondrous item

Weapon (an arrow or bolt)
Wondrous item

Wondrous item

Weapon (any sword)
Wondrous item

Wand

Wondrous item

Wand

Weapon (glaive)

Weapon (battleaxe, long-
sword, or warhammer)

Weapon (any)

Weapon (any melee weapon)
Wondrous item

Weapon (handaxe)

Weapon (longsword)

Armor (halfplate)

Armor (breastplate)

Wondrous item
Armor (chain shirt)

Weapon (greatsword)

Wondrous item

Rarity
Legendary

Rare
Uncommon
Very rare
Very rare
Rare
Uncommon
Uncommon
Uncommon
Common
Rare
Common
Uncommon

Rare
Uncommon

Common
Rare
Uncommon
Rare
Legendary
Uncommon
Rare

Rare

Rare
Common
Rare

Very rare
Rare

Rare
Rare

Common
Uncommon
Common
Very rare
Legendary
Rare

Very rare

Rare
Rare

Rare

Rare
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Requires Attunement?
Yes

Yes
Yes
Yes

Yes

Yes

Yes

Yes
Yes
Yes
Yes, CHA 17+

Yes

Yes

Yes, by a spellcaster

Yes

Yes, by a half-orc or orc

Yes

Yes

Yes, by a barbarian
Yes
Yes

Yes

Yes, by a druid or
ranger

Yes

Yes, by a monk
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134
134
135
135
135
135
136
136
137
137

137

138
138
138
138
139
139
139
140
140
140
140
142
142

143
143

143
143
143
144
144
144
144
144

145

145
145







RANDOM MAGIC ITEMS

When a source indicates the presence of one or more magic
items, you can determine which ones appear by rolling on

the appropriate table(s) below.

Magic Item Table A

d100
01-05
06-10
11-15
16-20
21-25
26-30
31-32
33-34
35-36
37-38
39-40
41-42
43-44
45-46
47-48
49-50
51-52
53-54
55-56
57-58
59-60
61-62
63-64
65-66
67-68
69-70
71-72
73-74
75-76
77-78
79-80
81-82
83-84
85-86
87-88
89-90
91-92

Magic ltem

Bird of a Feather, common variant
Dryadleaf

Everlasting Sugarbomb
Firecracker Crystals

Smash Potatoes

Torpedo Arrow
Bard-in-a-box

Bath Potion

Borboss’ Joyous Wand of Color
Catnip Amulet

Clockwork Faefly
Companion’s Band
Container of Heat and Frost
Doodle Ring

Fanfare Ammunition

Grass Carpet

Gravity Goblet

Heart of the Sleeveless
Immovable Button

Merry Berry

Orator’s Quill

Pair of Tiny Violin Rings
Permanent Parchment
Pomade of Ten Thousand Styles
Profane Mask

Quicksilver Clay

Ring of Gestures

Ring of Roses

Ring of the Fowl Sentinel
Seat Belt

Shadow Ink

Shapeshifter’s Circlet
Singing Stein
Snugglebeast (Owlbear)
Steps of the Trickster

Tear of Gaia

Tote of Tricky Treat Sugarbombs

You can use these tables in addition to or instead of ones
found in other publications. For suggestions on how to make

d100

93-94
95-96
97-98
99-00

your own treasure tables, turn to page 25.

Magic Item

Uorik the Conqueror’s Juice Cup
Vox Helm

Weapon of Showmanship

Webgrip Rucksack

Magic Item Table B

d100
01-05
06-10
11-15
16-20
21-25

26-30
31-35
36-40
41-45
46-50
51-55
56-60
61-63
64-66
67-69
70-72
73-75
76-78
79-81
82-84
85-87
88-90
91-93
94-95
96
97
98
99
00

Magic Item

Bag of Sundrops

Candle of Anti-light

Doomsday Cookie

Frefil’s Jolly Oozebean Sugarbombs

Frefil’s Tiny Tasty Tongue
Twisty Sugarbombs

Hasty Sugarbomb

Healing Arrow

Kindle Egg Sugarbomb

Pack of LeviBubble Sugarbombs
Peppermince Sugarbombs
Potion of Dragon’s Breath (3d6)
Shielding Turtle Sugarbombs
Void Arrow

Baton of Many Sizes
Charlatan’s Wardrobe
Clockwork Inkbeetle

Devil’s Detail Eyepatch

Everice Box

Eye of the Bookwurm

Ring of Seething

Set of Numat’s Trick Tubes
Snugglebeast (Unicorn)

Socks of Well-Rested

Tub of Churning and Fermentation
Barricade Shield

Retaliating Shield of Ink
Telescoping Bladelance
Tethervine Quiver

Snugglebeast (Dragon)

19
_M"
. % a— N



Magic Item Table C

d100 Magic Item

01-13 Essence of Rage

14-26 Potion of Dragon’s Breath (4d6)
27-39 Potion of Spell Recovery
40-52 Blizzard Sphere

53-65 Peppermince Sugarbomb
66-78 Runic Ammunition

79-82 Eldritch Scarf

83-86 Jotun’s Jodhpurs

87-90 Purse Piglet

91-94 Set of Secret Scribe Candles
95-00 Snugglebeast (dragon)

Magic Item Table D

d100 Magic ltem

01-20 Bottled Abyss

21-40 Null Chalk

41-60 Potion of Dragon’s Breath (5d6)
61-80 Edible Book of Recipes

81-00 Snugglebeast (Tarrasque)

Magic Item Table E

d100 Magic Item

01-10 Boots of Dendallen
11-20 Flesh of Dendallen
21-30 Grip of Dendallen
31-40 Mask of Dendallen
41-50 Blood Pact Pendants
51-60 Dream Mantle
61-70 Scholar’s Cap, +3
71-85 Seed of Rebirth
86-00 Spire Seed

Purse PiGLET
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Magic Item Table F

d100 Magic ltem
01-14 Locksmith’s Bane
15-26 Toadstone
27 Abjurer’s Gilder
28 Amulet of Equilibrium
29 Axe Beak Tomahawk
30 Barge Helm
31 Battle Tax
32 Battlechef Buckler
33 Battlement Bow
34 Bird of a Feather, uncommon
35 Boots of the Cloud Jumper
36 Bounty Hunter Enforcer
37 Braided Quarterstaff
38 Bug Smashers
39 Cactus Mace
40 Chromacloth
41 Coil Crook
42 Coralshield Golem
43 Couatl Herald’s Guard
44 Couatl Herald’s Mantle
45 Dagger of the Ogre Mage
46 Discordant Thunderstave
47 Dragon Edge Weapons
48 Dragon’s Call
49 Eaglereign
50 Ear Cuff of the Vampire Bat
51 Festerwood Buckler
52 Festerwood Logger
53 Fireweaver Gloves
54 Fortune’s Fivepence
55 Frostbitten Buckler
56 Frozen Dagger
57 Funeral Marchers
58 Galepierce Weapons
59 Hand of the Master
60 Hat Trick
61 Hexaxe
62 Ice Sickle
63 Inferno Rope
64 Ironleaf Oaken Shield
65 Ironshod Trotters

d100
66
67
68
69
70
71
72
73
74
75
76
77
78
79

80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
00

Magic Item

Knocking Boots

Kraken’s Whip

Liar’s Lyre

Mammoth Boots

Mask of the Pact Bearer
Mockingblade

Otyugh Cloak

Overshield

Pendant of Thieves’ Sight
Petal Dancer Ward
Prismatic Javelin
Relentless Bulwark

Ring of the Sandskimmer

Rings of Fire, Ice, Stone, and Wind
(Wind)

Rocborne Robe

Scholar’s Cap, +1

Sea Serpent Hairpin
Seafarer’s Jacket

Serpent Dart

Servitude Choker

Silken Socks of Slickening
Silver Eagle Weapons
Silver Lycan Chime
Sirensong Silencer
Spellwoven Robes
Squasher

Sundersludge Net

Talyard the Great’s Wand of Power
Tether Tearer
Thwackstaff

Tome of Dreams
Torchbearer’s Reach
Trident of the Dryad
Venombane Armor

Weapon of Spite
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Magic Item Table G, Option 1

d100 Magic Item d100 Magic ltem

01-05 Acidlight Arrow 72 Couatl Herald’s Fang
06-08 Eye of Dendallen 73 Couatl Herald’s Lash
09-11 Greaves of Dendallen 74 Couatl Herald’s Radiance
12-14 Aurum and Argentum 75 Couatl Herald’s Reach
15-17 Avian Circlet 76 Couatl Herald’s Scales

77 Death Knell

78 Direstone Dwarven Pick

18-20 Basco’s Handy Bangle
21-23 Basilisk Dagger

24-26 Battlebrew Maul 79 Dragonkin Weapon, +1

27-29  Bow of Mind Thievery 80  Druidic Throwing Club

30-32 Brooch of Many Sizes 81  Festerwood Vizard

33-35 Cinnabar Rapier 82  Fife of Dragonsong

36-38 Dead Ringer 83  Fire Dervish Cloak

39-41 Dragon Edge Weapons, +1 84  Fire Firel

42-44 Dragon Turtle Shield 85 Fire Wand of the Unbroken Circle
45-47 Enchantment Breaker 86  Force Gauntlet

87 Frost Giant Fork
88  Glove of the Aegis

48-50 Ferryman’s Take

51-53 Festerwood Claymore

54-56 Galvanic Steelsnare 89  Glove of the Grim Fandango
57-59 Gibberbox 90  Halberd of the Peacock
60-62 Lightning Pylons 91 Helm of Heroes
63  Aegis of Radiance 92 Helmsman’s Shelter
64  Band of Mirrored Essence 93 Ironleaf Maul of Entanglement
65 Belt of the Raid Leader 94 Killskull Longbow of Dread
66 Boreal Pendant 95 Knight’s Standard of Valor
67  Breastplate of the Morning Light 96  Knight's Standard of Vigor
68 Celestial Circlet 97 Knight’s Standard of Virtue
69  Cloak of the Boundless Spirit 98  Leeching Quarterstaff
70  Clockwork Healerbee 99  Mageplate Cap
71 Coldsnap 00 Magma War Pick
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Magic Item Table G, Option 2

d100

01-04
05-06
07-08
09-10
11-12

13-14
15-16
17-18

19-20

21-22
23-24
25-26
27-28

29-30
31-32
33-34
35-36
37-38
39-40
41-42
43-44
45-46
47-48
49-50
51-52
53-54
55-56
57-58
59-60
61-62
63-64
65-66
67-68
69-70
71-72
73-74
75
76

Magic Item

Phoenix Arrow

Mantle of the Pack Lord
Monocle of Clarity
Moonswaddled Armor
Plaguebane Mask
Quickdraw

Retaliating Bloom Shield

Rings of Fire, Ice, Stone, and Wind
(Fire)

Rings of Fire, Ice, Stone, and Wind
(Stone)

Shadowshawl
Shadowsmoke Dragon Pipe
Sheer Cold

Signet Rings of Blindness, Deafness,
and Silence

Spiderbite Daggers
Splintershot

Starmetal Ring

Storm Sickle

Stormstruck Staff
Timeshifter’s Mantle

Torrent Taiaha

Trident of the Hydra

Volt Gauntlets
Wavebender’s Leiomano
Wisplight Lantern

Necrolace

Ring of Eldritch Ire

Shared Burden

Spirit Pike

Staff of the Magpie

Staff of the Mirage

Staff of the Reverent Warrior
Sword of Resonance

Wand of Whispers

Warmind Wand

Wooden Chain of the Unbroken Circle
Zafu of the Wandering Mind
Master Machinist’s Marvelous Mallet

Mirrorlight Edge

MaGerLATE CaAP

d100
7
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
00

Magic ltem

Pearl of Wisdom Quiver
Periapt of Reflection
Phase Axe

Quake Hammer
Radiant Defender
Reap and Sew

Ring of Anchoring
Rocborne Rod
Sandstorm Dancer
Scholar’s Cap, +2
Screaming Longbow
Sharkrazor Mantle
Sling of the Tiny Giant
Staff of the Mustang
Starbreaker
Starmetal Striker
Thunderous Flail
Vancian Helm
Vigilus

Volcanic Boots
Voltedge

Weapon of Mooring

Windswept Wyvernplate

Wyvernwing

STARMETAL
STRIKER




Magic Item Table H

d100 Magic Item d100 Magic ltem
01-06 Boots of Dendallen 74 Ouroboros Rapier
07-11 Flesh of Dendallen 75 Pendant of the Tempered Fury
12-17  Grip of Dendallen 76 Planar Rapier
18-23 Mask of Dendallen 77  Purging Dagger
24-26 Battlechef’s Splendid Saucepan 78  Quagmire Maul
27-29 Blood Pact Pendants 79 Rochorne Hand Ballista
30-32 Dragon Edge Weapons +2 80  Scholar’s Cap (+3)
33-35 Fragment of Elder Starlight 81 Scorching Cleaver
36-38 Monsterbane Lasher 82 Septum Ring of the Great Minotaur
39-41 Rings of Fire, Ice, Stone, and Wind (Ice) 83  Shadow Drinker
42 Arcane Mirror 84  Shadow Ward
43 Arcanist’s Bowstaff 85  Shaedenstaff
44  Architect’s Disdain 86  Shield of Yggdrasil
45 Astral Bracelet 87 Signet Rings of the Fey Court
46  Bloodmage Dagger 88  Snuff
47 Bolt 89  Splitter
48 Brambleheart Quiver 90 Staff of Favorable Winds
49  Ceratopper 91  Staff of the Four Seasons
50  Circlet of the Huntsman’s Third Eye 92  Stalaga Spear
51 Cratering Quarterstaff 93 Switch
52  Crosier of Divine Power 94  Tempest Griffon Feather Cape
53  Crown of Deep Winter 95  The Rose Basket
54  Dark Fathom Armor 96  Timber
55  Dragonkin Weapon +2 97  Timepiercer
56 Dream Mantle 98  War Standard of Battlecries
57  Ether Spear 99  Wildman’s Spinning Cleaver
58 Fable’s End 00  Winter’s Embrace

59 Festerwood Fungal Stave

60 Festerwood Masher

WILDMAN'S SPINNING
CLEAVER

61 Fourarm Bracers

62 Give and Take

63 Grass Whistle Blade
64 Harp of Valor

65 Hcor’uk the Colossal’s Portable Hand-
held Weapon of Walloping

66 Hellfire Pitchfork

67 Hurricane Lance

68 Infernal Aegis
69 Ironleaf Plate jjrire Seeo
70 Lance of the Hungering Dead
71 Mirrorlight Piercer

72 Nightstalker’s Kanabo

73 Omenbringer’s Mantle

WINTER'S EMBRACE
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Magic Item Table I

d100 Magic ltem

01-12 Mastery Gem

13-16  Astral Sea Piercer

17-20 Bloodscryer Oculus

21-24 Chillspike

25-28 Cryptkeeper Glaive

29-32 Dragon Tamer Lance

33-36 Dragonkin Weapon +3
37-40 Dragon-Kindled Edge
41-44 Festerwood’s Light

45-48 Forgemaster’s Might

49-52 Love’s Embrace

53-56 Memento of the Shapeless
57-60 Pike of the Forgotten Legion
61-64 Purity Spear

65-68 Puzzle Ring of Vitality, Life, and Power
69-72 Red Claw’s Regalia

73-76 Starmetal Shield

77-80 Starmetal Solar Axe

81-84 Stormthrower Harpoon
85-88 Sword of the Spelldrinker
89-92 Thornpiercer

93-96 Visage of Delight and Disaster
97-00 Windrazor

Making Loot Tables

In general, these tables are in order of rarity from common
to legendary, with Magic Item Table A being used for all
common items, Tables B and F for uncommon ones, and so
on. Items are listed in alphabetical order, with consumable,
cursed, and one-time-use items given to the lowest numbers
first. In addition, magic items that require attunement in
order to use are given more precise numbers than those
that don’t.

Further, Magic Item Tables A-E use Minor items, and
Tables F-I use Major items. For more on subrarities, visit
thegriffonssaddlebag.com/subrarity.

Using these rules, you can make your own magic item
tables for your adventures using whichever items you like.
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MAGIC ITEMS A-Z

Magic items are presented in alphabetical order. A magic
item’s description gives the item’s name, its category, its
rarity, and its magical properties.

ABJURER’S GILDER

Wondrous item, uncommon (requires attunement
by a wizard)

This golden badge is usually given to wizards who either
excel at or who have mastered abjuration magic as a symbol
of their accomplishments. While wearing this badge, you
always have the shield spell prepared if you know it, and it
doesn’t count against the number of spells you can have pre-
pared. In addition, whenever you cast the shield spell, you can
take another reaction before the start of your next turn. This
second reaction can’t be used to cast the shield spell again.

ACIDLIGHT ARROW
Weapon (an arrow or bolt), rare

This ammunition is covered in an alchemical concoction that
ignites upon impact, casting bright light in the space of the
target it hits and dim light in a 5-foot radius for 1 minute. A
creature struck by the ammunition takes 1d4 acid damage
at the start of each of its turns and has disadvantage on any
Dexterity (Stealth) checks it makes while the ammunition
remains lit. The ammunition remains lodged in a target

it hits until a creature uses an action to remove and snuff
out the ammunition. If the target is invisible, it’s revealed
while the ammunition is lodged within it. The ammunition
is destroyed by the lit solution, preventing it from being
recovered once fired.

AEGIS OF RADIANCE
Armor (shield), rare (requires attunement by a cleric)

This shield emits a faint, holy glow when wielded and
recognizes your devotion to a higher power. When you attune
to this shield, the emblem adorning its face changes to one

AcCIOLIGHT
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that represents your chosen deity, allowing you to use the
shield as a holy symbol. You gain a +1 bonus to your AC
while wielding this shield in addition to the shield’s
normal bonus to AC.

While wielding the shield, you can speak its command
word as a bonus action to cause it to shatter into countless
fragments of pure light. The pieces of light protect you as if
you were wielding the shield, leaving your hands free. The
light surrounds you for 1 minute, until you dismiss the effect
as a bonus action, or until you fall unconscious or die, at
which point the shield rematerializes on the ground at your
feet or into your hand if you have one free. If your holy sym-
bolis emblazoned or attached to the shield, it floats promi-
nently amidst the shards of light and continues to function
as a spellcasting focus. Undead creatures have disadvantage
on attack rolls made against you while you’re surrounded by
the light in this way. The surrounding shards of light cast
bright light in a 20 foot radius and dim light for another 20
feet. Once this property has been used, it can’t be used again
until the following dawn.

AMULET OF EQUILIBRIUM
Wondrous item, uncommon (requires attunement)

This spiraling pendant is made of three magic-sensitive
panes of colorful crystal. Each piece of crystal is attuned to a
different arcane element. If you can cast spells, you can use
the amulet as a spellcasting focus while you’re attuned to it.
The amulet has 4 charges and regains 2 expended charges
daily at dawn. When you deal cold, fire, or lightning damage
to a single creature while wearing the amulet, you can
expend any number of its charges to reroll that many of
the cold, fire, or lightning damage dice. You must use the
new rolls.
Whenever you take cold, fire, or lightning damage from a
hostile creature, the amulet regains 1 charge.




ARCANE MIRROR
Armor (shield), very rare (requires attunement)

This mirror-like shield is enchanted with abjuration magic
that can reflect spells back at their source. While holding the
shield, you can use it as a reaction when hit by an attack to
cast the shield spell from it. Once this property has been used,
it can’t be used again until you finish a short or long rest.
The shield has 10 charges and regains 1d6 + 4 expended
charges each day at dawn. When you succeed on a saving
throw to resist the effects of a spell that targets only you or
are missed by a spell attack, you can use your reaction to
learn the level of the spell. As part of your reaction, you can
expend a number of the shield’s charges equal to the level
of the spell (up to 6th level) to reflect that spell back at its
source. You can’t reflect a spell of 7th level or higher. When
you reflect a spell in this way, the caster of the spell must
make a DC 16 Dexterity saving throw. On a failed save, the
target takes 1d8 radiant damage for each expended charge as
abolt of reflected arcane energy hits them. On a successful
save, the damage is halved. If you reflect a spell in this way
that would cause you to take half damage on a successful
save, you take no damage instead.

ARCANIST'S BOWSTAFF

Weapon (quarterstaff), very rare (requires attunement by
a creature with an Intelligence of 17 or higher)

When you attune to this quarterstaff, it remains solid in your
grip but feels pliable within your mind. You can choose to
use your Intelligence modifier for the attack and damage
rolls made with this weapon instead of Strength. You must
use the same modifier for both rolls.

When you make an attack with this magic weapon, you
can choose to make the attack at range. When you do, you
use your mind to telekinetically curve the quarterstaff into
the form of a longbow. The bow is magically strung with an
arcane energy that arcs between the rings on either end of
the weapon. A glowing, magical arrow is formed whenever
the arcing energy is drawn back. The arrow disappears after
it hits a target. When you make a ranged attack with the
quarterstaff in this way, the weapon is treated as if it were a
magical longbow. This longbow can only use the ammuni-
tion that it generates and does not have the heavy property.
While holding this weapon, you’re proficient with this long-
bow when using it in this way.

You gain a +2 bonus to attack and damage rolls made with
this magic weapon.

In addition, this quarterstaff has 8 charges and regains 1d6
+2 expended charges daily at dawn. When you take the At-
tack action with this weapon, you can expend 1 of its charges
to cast the magic missile spell from the quarterstaff as a bonus
action, instead of its normal casting time. When you do, the
missiles are fired from either the bow or the quarterstaff’s
embossed faces.

ARCHITECT’S DISDAIN
Weapon (war pick), very rare (requires attunement)

This adamantine war pick is specially designed to tear down
walls. You gain a +2 bonus to attack and damage rolls made

ARCANIST'S
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with this magic weapon. Whenever the war pick hits an
object or structure, the hit is a critical hit. In addition, if you
hit a magically created object or structure, such as a wall of
ice, with the war pick, you can choose to dispel the wall or
object as if by the dispel magic spell (6th-level version). The
effect fails if the spell or magical effect that created the object
or structure was cast using a 7th-level spell slot or higher.
Once the war pick has dispelled a structure in this way, this
property can’t be used again until the next dawn.

ASTRAL BRACELET
Wondrous item, very rare (attunement requirement varies)

An astral bracelet is a powerful magical bangle that allows its
wearer to see, commune, or otherwise manifest things using
powers beyond the Material Plane. The metal and glyphs of
each bracelet are related to the kind of power that it holds.
You can pull the bracelet off and hold it in the palm of your
hand as an action. When you do, the bracelet unfurls to
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reveal the four inner rings collapsed within it, transforming
the bracelet into an astronomical sphere. While the bracelet
is transformed into the astronomical sphere, its inner rings
slowly spin on their own.

The bracelet has 10 charges and regains 2d4 + 2 expended
charges daily at dawn. If you expend the sphere’s last charge,
its spinning rings magically fold up again into the wearable
bracelet. You can fold the rings back into place early
using an action.

Spells. Each kind of astral bracelet has a different list
of spells that can be cast from it. If a spell cast in this way
normally requires a component worth at least 100 gp, that
component is still required when casting the spell. While
holding the sphere, you can expend 1 or more of its charges
to cast the following spells from it, using your spellcasting
ability modifier and spell save DC:

Astral Bracelet of Energy Spells. (Requires attunement
by a sorcerer or wizard) dispel magic (3 charges), floating disk
(1 charge), globe of invulnerability (6 charges), hallucinatory

terrain (4 charges), hypnotic pattern (3 charges), protection from
energy (3 charges), or resilient sphere (4 charges).

Astral Bracelet of Heavens Spells. (Requires attunement
by a cleric or paladin) detect evil and good (1 charge), dispel evil
and good (5 charges), divination (4 charges), magic circle (3
charges), protection from evil and good (1 charge), spirit guard-
ians (3 charges), or warding bond (2 charges).

Astral Bracelet of Hells Spells. (Requires attunement by a
cleric, warlock, or wizard) detect evil and good (1 charge), dispel
evil and good (5 charges), fire shield (4 charges), flaming sphere
(2 charges), hellish rebuke (1 charge), magic circle (3 charges), or
protection from evil and good (1 charge).

Astral Bracelet of Knowledge Spells. (Requires attunement
by a bard, cleric, druid, ranger, or wizard) comprehend languages
(1 charge), detect magic (1 charge), dispel magic (3 charges),
identify (1 charge), legend lore (5 charges), locate creature (4
charges), locate object (2 charges), or sending (3 charges).

Astral Bracelet of Planebending Spells. (Requires attune-
ment by a sorcerer, warlock, or wizard) banishment (4 charges),
dimension door (4 charges), find familiar (1 charge), misty step
(2 charges), plane shift (7 charges), rope trick (2 charges), or
sending (3 charges).

Astral Bracelet of Omniscience Spells. (Requires
attunement by a wizard) arcane eye (4 charges), detect magic
(1 charge), detect thoughts (2 charges), scrying (5 charges),
see invisibility (2 charges), sending (3 charges), or telepathic
bond (5 charges).

ASTRAL SEA PIERCER
Weapon (war pick), legendary (requires attunement)

This golden war pick was forged in the depths of the Astral
Plane and leaves a faint trail of extraplanar energy behind it
when swung. You gain a +3 bonus to attack and damage rolls
made with this magic weapon, and targets hit by it take an
extra 1d4 force damage from the attack. In addition, while
you’re in the Astral Plane, you always know the direction of
the nearest portal to another plane of existence.

Portal. This weapon has 4 charges and regains 1d3 + 1
expended charges each day at dawn. As a bonus action, you
can expend 1 of its charges to slam the war pick into any flat,
solid surface at least 5 feet across in any direction. When you
do, you create a small planar rift. The rift fades after 1 minute.
If you expend another charge in this way while there’s a rift
within 300 feet of you, the two rifts tear open to form a por-
tal between them. The portal lasts until the end of your next
turn or until you close it early (no action required). When the
portal closes, the rifts fade. Medium and smaller creatures
and objects can travel or interact freely through the portal
while it’s open, carrying with them any momentum they had
through to the other side.

Both rifts must be placed on the same plane of existence,
and if you create a second rift more than 300 feet away from
the first, the first one fades.

Rifts can be entered from any direction to travel through a
portal. When you enter a rift in this way, you reappear 5 feet
in front of the other rift.

In addition, you can expend 1 of the war pick’s charges
when you hit a Small or larger creature with it. When you do,
that creature takes an extra 1d8 force damage as a rift appears
on its body. Rifts that appear on a creature in this way are
attached to the creature and move with it until a portal is
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opened. When a portal opens between two rifts and at least
one of the rifts is attached to a creature, the attached creature
or creatures must succeed on a DC 17 Charisma saving throw
or be immediately shunted through the portal to the other
rift’s location. Large and larger creatures automatically suc-
ceed on this saving throw.

AURUM AND ARGENTUM
Weapon (Dagger), rare

This gold and silver set of daggers seem ordinary when used
on their own, but become magical when used together. You
gain a +1 bonus to attack and damage rolls made with these
daggers while you hold one of them in each hand. When you
engage in two-weapon fighting using these daggers, you can
add your ability modifier to the damage of the second attack.
In addition, if you hit the same target with both daggers in
the same round, it takes an extra 1d4 piercing damage from
the second attack and can’t use its reaction until the end of

your turn.

AviaN CIRCLET
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AVIAN CIRCLET
Wondrous item, rare

This ornate silver tiara grants you power over certain flying
creatures. You can use an action to cast animal messenger or
speak with animals at will using the circlet. Any creature af-
fected by these spells must be a beast and have a flying speed.

In addition, you can touch a willing beast with a flying
speed. For 1 minute, you can see through the creature’s eyes,
sharing any of its special visual senses for the duration. You
are blinded to your own surroundings while you share its vi-
sion in this way. You can end this effect early using an action
to return to your normal senses. Once this property has been
used, it can’t be used again until this next dawn.

AXE BEAK TOMAHAWK
Weapon (handaxe), uncommon

This magic handaxe is made from the remains of a slain axe
beak. The first time you hit a creature that has a flying speed
on each of your turns with this axe, that creature must make
aDC 13 Strength saving throw. Each time that a creature fails
this saving throw, that creature’s flying speed is reduced by
15 feet for 1 minute.

BAG OF SUNDROPS
Wondrous item, uncommon

This small, colorful bag is filled with 1d6 + 4 golden, mar-
ble-like orbs called sundrops that glow softly when held. As
an action, you can throw a sundrop at a point or object you
can see within 30 feet. When you do, the orb explodes into a
dazzling pillar of light that lasts until the start of your next
turn. The pillar is a 5-foot-radius, 40-foot-high cylinder of
bright light centered on the point where the sundrop shat-
tered. The light is sunlight.

A dispel magic spell targeting the light ends the effect early.



BAND OF MIRRORED ESSENCE
Ring, rare (requires attunement)

This unassuming platinum ring is polished to a mirror
finish. When you reduce a Small or larger hostile creature

to o hit points while wearing the ring, you can use your
reaction to absorb a portion of that creature’s essence into
the ring. Looking into the ring shows the reflection of the
creature whose essence is held inside. As an action, you can
release the captured essence and assume either the creature’s
appearance or one of its features.

If you take on the appearance of the creature, it must be
a creature no more than one size larger or smaller than you.
You do not physically change in size or shape, but your body
is shrouded in a convincing illusion. Your voice changes
to match the creature’s, and you can understand any of its
known languages but can neither read nor speak any that you
don’t already know. Another creature can see through the
illusion by succeeding on a DC 16 Intelligence (Investigation)
check. Physical interaction with this illusory form reveals
it to be an illusion, because things can pass through it. The
illusion lasts for 8 hours or until you dismiss it as a bonus
action or fall unconscious.

If you assume one of the creature’s features, your body or
mind temporarily changes to accommodate the new ability.
You can choose to gain 1 skill or saving throw proficiency,
damage resistance, condition immunity, sense, or language
that the creature had. If the creature could breathe underwa-
ter, you can choose to gain that feature instead. You retain
this feature for 8 hours or until you dismiss it as a bonus
action or fall unconscious.

Once you capture an essence with the ring, you can’t do
so again for 1d8 hours. You can only have 1 essence at a time.
If you capture an essence when you already have one, you
replace the original.

BaND oF MIRRORED
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BANDS OF THE FOUND AND LOST
Wondrous item, common

The compass-like mechanisms on top of these matching
leather bracelets remain motionless until each bracelet is
worn by a different creature. While they’re worn, each com-
pass points in the direction of the other matching band. It
doesn’t indicate height or depth. The compasses spin wildly
if the two bands are worn on different planes of existence.

BANDS OF THE
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BARD-IN-A-BOX
Wondrous item, common

BArD-IN-A-Box

This small music box can play songs at the request of the
holder. As a bonus action, you can command the box to play
a song for which it has music, causing the contraption to
emit a slightly tinny rendition of the musical number. The
box can know up to 5 songs at a time but can’t recreate lyrics
or other creature sounds. The box has a knob on its side to
adjust its volume: able to be as quiet as a whisper or as loud
as a scream.

Sheet music can be fed into the box through a narrow slot
along the bottom of the device. Sheet music must be labeled
with a song title, page number, and instrument in order to
be replayed. Pages failing to meet the requirements cause
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the box to make a sad, discordant noise before being spat
back out. Once a sheet is successfully fed into the box, it is
consumed and can’t be retrieved.

If a new piece of music causes the box to forget an older
one, it quickly plays several bars of the now-forgotten
number before it slows to a stop.

BARGE HELM
Wondrous item, uncommon

This flat, rugged helmet lets you run headlong into targets
and bowl them over with abandon. If you move at least 20
feet straight toward a target and then shove them on the
same turn, the target takes 1d6 bludgeoning damage from
being barreled into by the helmet.

BARRICADE SHIELD
Armor (shield), uncommon

While holding this sturdy iron shield, you can use an action
to plant it on the ground and expand its height and width

to stretch up to 15 feet across in either direction, potentially
becoming a defensive wall or similar platform. The edges of
the shield magically conform to fit the shape of an enclosed
space, such as the walls of a tunnel or hallway. While holding
the expanded shield in place, your speed becomes o and you
have disadvantage on Dexterity checks and Dexterity saving
throws. Regardless of the shield’s size, its weight always
remains the same.

The expanded shield is considered a nonmagical structure
that has AC 14 and 40 hit points. The shield can remain ex-
panded for up to 1 minute before it reverts back to its normal
size. The expanded shield reverts early (but is not destroyed)
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if it reaches o hit points or moves. If you'’re holding the
expanded shield, you can choose to revert it early using a
bonus action.

Once this property has been used, it can’t be used again
until the next dawn.

BAsco’s HANDY BANGLE
Wondrous item, rare

This shiny platinum bangle is inlaid with arcane runes
that seem to be written by different hands. Labels can be
read behind each of the adorning runes on the inside of the
bangle. As an action, you can touch one of the runes and say
the command phrase, “I can do this,” to gain proficiency in
the rune’s associated tool for the next 24 hours. The rune
glows with arcane energy while in effect. Once a rune is
activated in this way, it can’t be activated again until 1d4 days
have passed.

There are 10 runes on the bangle that can be activated
in this way: alchemist’s supplies, carpenter’s tools, cook’s
utensils, leatherworker’s tools, smith’s tools, tinker’s
tools, instruments (drum, flute, lute, lyre), navigator’s
tools, thieves’ tools, and vehicles (water). If you're already
proficient with any of these tools, your proficiency bonus
is doubled for any ability check you make that uses the tool
while the rune is active.

BASILISK DAGGER
Weapon (dagger), rare

This magic dagger was made from pieces of a slain basilisk
and still retains some of its properties. The dagger deals an
extra 1d4 poison damage to any target it hits.



In addition, when you score a critical hit with this weapon
against a Large or smaller creature, that creature must suc-
ceed on a DC 13 Constitution saving throw or be restrained
until the end of your next turn.

BATH POTION
Potion, common

This bubbly potion is frothy and smells like lavender. When
you drink this potion, any dirt and grime on your body is
magically rinsed away. Further, your breath, hair, and nails
are suddenly cleaned, looking either polished and pristine
or smelling of daisies and honey for the next 24 hours. Bub-
bles occasionally escape from your mouth while the potion
is in effect.

BATON OF MANY SIZES
Rod, uncommon

While holding this segmented, 1-foot-long rod, you can
speak its command word as an action to cause it to extend
in either direction. The rod can extend up to 5o feet or as far
as the surrounding space allows. If the rod touches another
creature or surface before reaching its full length, the rod
stops moving in that direction. If it stops moving against a
solid, unmoving surface, the rod fills the gaps to hold firm
against it.

The rod is unwieldy to hold once it’s longer than 10 feet,
forcing you to make a Strength (Athletics) check to maintain
your grip on it while it’s extended beyond that range. The
DC for this check is equal to 8 + 1 for every 5 feet beyond 10
that the rod is extended. For example, the DC is 9 while the
rod is 15 feet long, but 16 while a full 5o feet. If you lose your
grip and drop the rod or use it to make an attack while it’s
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extended more than 10 feet, it immediately retracts back to
its shortened length. You can speak the rod’s command word
again as an action to cause it to retract.

BATTLE TAX
Weapon (battleaxe), uncommon (requires attunement)

This golden battleaxe is the chosen weapon of many
merchants and followers of mercantile deities. You gain
a +1bonus to attack and damage rolls made with this
magic weapon.

When you roll a 20 on an attack roll with this weapon
against a Small or larger hostile creature, you magically earn
anumber of gold coins equal to the attack’s damage. When
you do, the axe glimmers like a sparkling coin, and you can
sense the weight and clink of coins magically falling into
your purse, pocket, or bag (your choice). If you have no room
for the coins or don’t want them to be immediately added to
your storage, the coins erupt from the wound you inflict on
the target instead. Once the axe generates coins in this way; it
can’t create any more for 12 hours.

BATTLEBREW MAUL
Weapon (maul), rare

The head of this maul is an alchemical keg that generates bat-
tlebrew liquor, a favorite among dwarves and half-orcs. The
keg holds up to 4 gallons of the liquor and creates 1 gallon
each day at dawn and again each time you roll for initiative
while holding it. A creature can use its action to remove
or reattach the handle of the maul to the keg, and another
action to pour out or stopper it.

You gain a +1 bonus to attack and damage rolls made with
this magic weapon. While held in combat, the hammer heats
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the liquor inside it. When you roll a 20 on an attack roll made
with this weapon, the target takes an extra 2d6 acid damage
as the hammer buckles from the impact and releases a spray
of the volatile liquor.

For 1 minute after a target has been sprayed with acid in
this way, the next time that target takes fire damage, it takes
an extra 2d6 fire damage as the liquor ignites.

BATTLECHEF BUCKLER
Armor (shield), uncommon

This small shield is the repurposed pot lid of a famous adven-
turing chef. While wielding the shield, you have advantage
on saving throws to resist or avoid taking fire damage. In ad-
dition, if you place the shield face down over a pot or similar
vessel that’s holding no more than 2 gallons of a water-based
liquid inside, the vessel and its liquid comes to a rolling boil
after 10 minutes.

BATTLECHEF'S SPLENDID
SAUCEPAN
Wondrous item, very rare

This magic saucepan can be used to turn nearly anything
into a delicious and filling meal. You can boil 1 pound of any
one or combination of organic, nonmagical materials for 10
minutes or longer to magically transform them into a stew
that can nourish up to 4 creatures for 24 hours.

Biro OF A
FeEATHER
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The saucepan also functions as a mace, granting you a +1
bonus to attack and damage rolls made with it. The saucepan
deals an extra 1d4 thunder damage to any target it hits that’s
either wearing metal armor or made of metal or stone.

If you're not wearing heavy armor, you can use an action to
either wear or remove the saucepan as a helmet. While wear-
ing the saucepan in this way, you gain a +1 bonus to your AC.

BATTLEMENT Bow
Weapon (any bow), uncommon (requires attunement)

This magic bow is enchanted with passive abjuration pro-
tections. When you hit a creature with a ranged attack using
this bow, the bow creates a thin barrier of protective magic
that stays between you and that creature until the start of
your next turn. If you hit a different creature while protect-
ed by this barrier, the barrier moves to defend you against
the new target instead. While the barrier is protecting you
against a creature in this way, you’re considered to have half
cover against that creature’s ranged attacks and spell effects.

BELT OF THE RAID LEADER

Wondrous item, rare (requires attunement by a half-orc
or orc)

This thick leather belt is reinforced with large rivets and
secured with a heavy iron skull buckle. While wearing this
belt, you can use an action to let loose a powerful war cry
that inspires you and up to 5 friendly creatures within 6o feet
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of you of your choice that can hear you. An inspired creature
has advantage on attack rolls until the start of your next turn.
When you use this property of the belt, you can make one
weapon attack as a bonus action.

Once this property has been used, it can’t be used again
until the next dawn.

BIRD OF A FEATHER
Wondrous item, common (single use) or uncommon

This small stuffed roc toy is filled with enchanted down.
While holding onto the toy and concentrating, you magically
gain a flying speed of 20 feet for up to 1 minute. The stuffed
toy’s weak magic can carry up to 200 pounds.

If you take any damage while flying in this way, you lose
concentration on the toy and immediately start falling.

If the toy is of uncommon rarity, the toy cannot be used
again for 1d4 hours. It gives a happy little chirp when its
magic can be used again.

BLIZZARD SPHERE
Wondrous item, rare

This glass sphere contains a raging blizzard inside. It’s cold
to the touch and vibrates with the gusts of wind trapped
within. As an action, you can throw the orb at a point or
object you can see within 30 feet, shattering it on impact.
When the orb shatters, the blizzard erupts from the glass in
a20-foot-radius sphere of swirling ice and snow centered on

BATTLEMENT Bow

the point of impact. When a creature enters the area for the
first time on a turn or starts its turn there, it must make a
DC 15 Constitution saving throw. On a failed save, a creature
takes 4d8 cold damage and its speed is halved until the start
of its next turn. On a successful save, a creature takes half as
much cold damage and its speed is unaffected.

The blizzard remains for 1d4 rounds or until targeted by
a dispel magic spell (DC 15 or cast at sth level or higher). Any
surface within the area is covered in a slick sheet of ice and
sleet, turning the ground within the sphere into difficult ter-
rain that remains for the effect’s duration. While the blizzard
persists, the area is heavily obscured.

BLoOD PACT PENDANTS
Wondrous item, very rare

These iron pendants come in pairs and are connected by a
powerful bond of self-sacrifice. In order to create this bond,
you and a friendly creature with whom you are close perform
a brief, 1-minute ritual to connect your destinies and forge a
blood pact. When you create this blood pact, you must each
agree on a number of hit points to permanently sacrifice and
reduce your total maximum hit points by (minimum 1). Once
a pact has been forged, trickles of the bound creatures’ blood
are absorbed into the normally clear gems adorning the
faces of these pendants. While the gem is filled in this way, it
seems to gently swirl and pulse in time with your heartbeat.
While the bound creatures are wearing their respective
pendants and are on the same plane of existence, they’re
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protected by this pact so long as one creature is still con-
scious. When a bound creature dies, it’s immediately revived
with 2d10 hit points plus twice the number of hit points it
had sacrificed. When a creature is revived in this way, the
other bound creature immediately falls to o hit points and is
knocked unconscious, ending the blood pact and restoring
both creatures’ hit point maximums to normal. This property
ignores any effect that would normally prevent a creature
from falling to o hit points. Once the pact is ended in this
way, the gems and pendants crack and are no longer magical.

BLOODMAGE DAGGER

Weapon (dagger), very rare (requires attunement by a
spellcaster)

This roughly hewn obsidian dagger is razor sharp and can
be used as a spellcasting focus. Its handle is covered in small
holes that drink in whatever blood runs down the blade.
There’s a small reservoir for blood at the dagger’s pommel
that seems to never completely fill. You gain a +1 bonus to
attack and damage rolls made with this magic weapon.

The dagger has 5 charges and regains 1d3 + 2 expended
charges daily at dusk. While holding the dagger, you can
expend 1 of its charges as an action to make a melee spell
attack using your spell attack bonus against a living creature
you can see within 5 feet of you. When you do, an illusory
crimson dagger sweeps out towards the creature. A creature
hit by this attack takes necrotic damage equal to 3d6 + your
spellcasting ability modifier, and you regain hit points equal
to the necrotic damage dealt. If the target is a construct,
plant, or undead creature, you don’t regain any hit points in
this way.

Alternatively, while holding the dagger, you can expend 1
or more of its charges when you cast a spell using a 1st, 2nd,
or 3rd-level spell slot. The spell must target either a single
creature or yourself. The spell slot you use to cast this spell
counts as one level higher for each charge you expend in this
way. You can’t increase a spell slot level beyond sth level in
this way. When you use this property of the dagger, you also
expend 1 Hit Die for each charge you expend in this way.

Roll a number of Hit Dice equal to the number of expended
charges and take necrotic damage equal to the total you roll.
This damage ignores resistance and immunity. If expending
charges in this way causes you to fall to o hit points, the spell
fails and you fall unconscious.

BLOODSCRYER OCULUS

Wondrous item, legendary (requires attunement by a
ranger)

These red goggles have a second set of lenses that magically
adjust their distance from your eyes to magnify and focus
on targets. While you’re attuned to these goggles, you are
unaffected by visual obscurity such as fog or smoke and can
see up to 60 feet in magical and nonmagical darkness. If you
already have darkvision, wearing the goggles increases its
range by 6o feet. Additionally, you gain advantage on Wis-
dom (Perception) checks that rely on sight.

These lenses are also imbued with several innate spells.
While wearing the goggles, you can cast the following spells
from them, using your spell save DC, but can only target



creatures whose blood you can see: hunter’s mark (3rd-level
version), locate creature, or scrying. Casting a spell in this way
does not require you to concentrate on the spell in order to
maintain it. Once the oculus casts a spell in this way, it can’t
be used to cast that spell again until the next dawn.

BoLT

Weapon (crossbow, heavy), very rare (requires
attunement)

This heavy crossbow is made of metal and fires small bolts

of electricity instead of normal ammunition. You gain a
+1bonus to attack and damage rolls made with this magic
weapon. When you pull the string back to load the crossbow,
the string crackles with energy and loads a small bolt of
lightning ammunition instead. Attacks made with this cross-
bow deal 1d12 lightning damage instead of 1d1e piercing. In
addition, whenever you make a ranged attack with this weap-
on against a metal target or a creature wearing metal armor,
you make the attack with advantage.

This crossbow acts as a small lightning rod. If another
creature within 10 feet of you takes lightning damage while
you’re holding the crossbow, you take 1d6 lightning damage
for every 10 lightning damage the other creature took.

BooTs OF DENDALLEN
Wondrous item, very rare (requires attunement)

These dark, fleshy boots grant marvelous powers and en-
hance your normal movement. While wearing these boots,
you gain a flying speed equal to your walking speed and can
hover. You can hover up to 20 feet off the ground in this way,
leaving behind a thin trail of shadow when you do. In addi-
tion, when you take the Dash action while wearing the boots,
you can move an extra 1o feet.

Boots oF
DenoALLEN

The boots have 4 charges and regain 1d3 + 1 expended
charges daily at dusk. While wearing the boots, you can use
a bonus action to expend 1 of their charges to cast either
the expeditious retreat or misty step spell from them. When
you cast misty step in this way, the normally silver mist that
surrounds you is dark and ominous.

Curse. When you pull these boots over your feet for the
first time, make a DC 16 Wisdom saving throw. On a success,
you are aware of the curse’s effects and can immediately
remove the boots before they extend it to you. On a fail-
ure, the boots’ muscly sinews dig into your legs and feet,
interlocking with your own flesh. You immediately take 4d8
necrotic damage as the tainted muscles and flesh latch onto
you, and you can’t remove the boots unless you're targeted
by the remove curse spell or similar magic. While you wear
the boots, your feet sometimes move in unexpected ways.
You make Dexterity (Acrobatics) checks and Dexterity saving
throws with disadvantage, and it costs you an extra 1o feet of
movement to stand up after you fall prone.

If you fail the saving throw to resist the curse and later
remove the boots, you take another 4d8 necrotic damage as
they painfully tear themselves from your body.

BooTs OF THE CLOUD JUMPER
Wondrous item, uncommon (requires attunement)

While wearing these boots, you can jump while in the air

as if you'd leapt from solid ground. You can’t jump farther
than your remaining movement would allow, and you treat
all jumps made in this way as they were standing jumps.
When you make a mid-air jump, faint clouds fly out from
under your feet. The boots allow you to jump in this way once
before they need to make contact with a solid surface again.
Jumping in this way while falling before landing on solid
ground prevents up to 20 feet of fall damage.

BooTts oF THE

CLouo JUMPER




BORBOSS Joyous WAND OF COLOR
Wand, common

This crystalline, prismatic wand can channel the illustrative
intent of its wielder. While holding the wand, you can mag-
ically create a stroke of color in the air, allowing you to draw
in midair or on any surface the wand touches. The effect is
illusory, visibly magical, radiates dim light out to 5 feet, and
dissipates after 1 hour.

If you attempt to draw on an object held or worn by a hos-
tile creature, that creature must succeed on a DC 10 Dexterity
saving throw in order to avoid it.

BOREAL PENDANT
Wondrous item, rare (requires attunement)

This enlarged, floating snowflake is magically held in place
and changes its shape as temperatures fluctuate. While at-
tuned to the pendant you have resistance to cold damage and
give off an aura of cheeriness. The snowflake has 8 charges
and regains 1d6+2 expended charges each day at dawn. While
wearing it, you can expend 1 or more of its charges to cast the
following spells using a spell save DC of 15: charm person (1
charge), color spray (1 charge), hypnotic pattern (3 charges), or
ice storm (4 charges).

If you expend the pendant’s last charge, rolla d2e.On a1,
the snowflake melts into a puddle of water. After 1 year, the
pendant reforms around the magical golden brackets that
hold it in place.

BortTLeD ABYSS

Borsoss' Jovous
WanNo oF CoLor

BOTTLED ABYSS
Potion, very rare

This small vial has a single dose of a fuming, pitch-black
poison inside of it. When a creature eats or drinks the
poison, it takes 4d6 psychic damage and must make a DC
18 Constitution saving throw. On a failed save, the creature
becomes blind and unable to sleep. When an affected
creature attempts to rest, their dreams are plagued with
terrible nightmares, preventing them from benefiting from a
long rest. The creature can reattempt the saving throw once
every 24 hours.

The poison lasts until the affected creature succeeds on
a saving throw or is cured by the greater restoration, heal, or
wish spell.

BOUNTY HUNTER ENFORCER
Weapon (spear), uncommon

This spear has a hollow metal head filled with a spring-load-
ed net. Attacks made with this weapon deal bludgeoning
damage instead of piercing. When you hit a target with a
melee attack using the weapon, you can press a button on
the handle as a bonus action to deploy the spring-loaded
net. When you do, the target of the attack is restrained if it’s
Large or smaller. Once the net is deployed, you can retract
and reset it as an action. When you do, anything held by the
net is released. Attacks with the spear are made with disad-
vantage while the net is deployed. If something is restrained
by the net, you can’t use the spear to make weapon attacks.

You can use a bonus action to prime the net to trigger
upon impact, allowing it to deploy when the spear hits a tar-
get the next time it’s thrown or swung as part of an attack.

This net follows the net’s normal rules but cannot be
detached from the spear without destroying the net. You
can replace the net with a new one by spending 1 minute
attaching it to the spear.
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BRAMBLEHEART

Bow OF MIND THIEVERY
Weapon (shortbow), rare (requires attunement)

Arrows fired from this magic bow deal an extra 1d4 psychic
damage to any creature that they hit.

When you hit a humanoid with an arrow in this way, you
can force that creature to make a DC 15 Wisdom saving throw
after the attack. On a failed save, that creature falls under
the effects of the dominate person spell for up to 1 minute as
if cast by you. This effect does not require concentration.

In addition, you can use a bonus action to see through that
creature’s eyes and hear what it hears until the start of your
next turn, gaining the benefits of any special senses that the
creature has. During this time, you are deaf and blind with
regard to your own senses. Once this property of the bow has
been used, it can’t be used again until the next dawn.

BRAIDED QUARTERSTAFF
Weapon (quarterstaff), uncommon

This magical quarterstaff is made of a tightly knit length of
braided rope. As a bonus action, you can speak the weapon’s
command word to release its knotted form and loosen it
into a 50-foot length of hempen rope. Speaking the com-
mand word again causes the rope to tighten back up into
the quarterstaff. If a creature is restrained by the rope when
you speak its command word, the rope tightens around the
creature but does not crush it. Once tightened in this way,
the restrained creature or an adjacent ally can use an action
to escape following a successful DC 15 Strength or Dexterity
check (their choice).

Tying an object no larger than six inches on a side to
the end of the rope does not prevent it from reforming into
the quarterstaff. The rope can only be broken by magical
means. If broken, the rope cannot be transformed back
into a quarterstaff.

BRAMBLEHEART QUIVER

Wondrous item, very rare (requires attunement by a
ranger)

This wooden quiver can carry your arrows as well as provide
some of its own. The quiver has 4 grown arrows and regrows
1d3 + 1 picked arrows daily at dawn. The grown arrows are
thorned and remain attached to the quiver until picked for
use (no action required). While you’re attuned to the quiver,
you gain a +2 bonus to attack and damage rolls made with
these magic arrows. A grown arrow is no longer magical after
1 minute has passed since it was first picked from the quiver.

When you fire and hit a target or point with one of these
magic arrows, you can use a bonus action on that same turn
to speak the quiver’s command word. When you do, that
arrow transforms into a thick field of thorns to recreate the
effects of the spike growth spell, centered on its location. This
effect does not require concentration and lasts until the
start of your next turn. If the arrow was lodged in a target
when you use this property, that target also takes 2d4
piercing damage.




CeLesTiaL CIRCLET

BREASTPLATE OF THE MORNING LIGHT

Armor (breastplate), rare (requires attunement by a cleric
or paladin)

You have a +1 bonus to your AC. You can use an action on
your turn to channel the armor’s magic to cause it emit
aflash of blinding, radiant light. When you do, all other
creatures within 30 feet of you are forced to make a DC 15
Constitution saving throw. On a failure, a creature is blinded
until the end of its next turn. Undead creatures have disad-
vantage on the saving throw and take 2d8 radiant damage

on a failure, or half as much on a success. Once this property
of the armor has been used, it can’t be used again until the
following dawn.

BROOCH OF MANY SIZES
Wondrous item, rare

This metal brooch features a rotatable dial and can be used to
secure a cape or adorn a piece of clothing. While wearing the
brooch, you can use an action to cast the enlarge/reduce spell,
targeting only yourself, by turning the dial toward either

the larger or smaller figure adorning the sides of the brooch.
Once this property of the brooch has been used, it can’t be
used again until the following dawn.

While under the effects of this spell, you can use a bonus
action to overload the brooch by forcibly twisting the dial
beyond its normal limits. When you do, your size changes by
an additional category: growing either a second size larger if
you had cast the enlarge spell or a second size smaller if you
had cast the reduce spell. Your size can’t be larger than Huge
or smaller than Tiny by overloading the brooch, and your

BREASTPLATE OF THE
MORNING LIGHT

BroocH ofF MaNY Sizes

damage and weight are increased or decreased as if you were
affected by a second instance of the enlarge/reduce spell.

When you return to your original size after overloading
the brooch, you can’t move or take actions until after your
next turn. Once the brooch has been overloaded, it can’t be
used again until 7 days have passed.

BuGc SMASHERS
Wondrous item, uncommon

This grotesque pair of gloves are made using the barbed exo-
skeleton and harvested remains of a giant centipede. When
you roll a 20 on an unarmed attack roll using these knuck-
les, the target takes an extra 2d6 poison damage and must
succeed on a DC 13 Constitution saving throw or be poisoned
until the start of your next turn. Unarmed attacks with

these gloves deal either bludgeoning or piercing damage
(your choice).

CACTUS MACE
Weapon (mace), uncommon

This magical weapon’s head is an enchanted cactus that
rapidly regrows its missing needles. The first target hit by
this weapon on each of your turns takes an extra 1d4 piercing
damage from the attack.

CANDLE OF ANTI-LIGHT
WOTldTOuS item, uncommon

While burning, this dark candle sheds magical darkness
in a 10-foot radius. It can be lit for up to 1 hour before it’s



CERATOPPER /

consumed and can be snuffed or relit like a normal candle
as a bonus action. Completely covering the candle with
something opaque contains the darkness. A creature with
darkvision can’t see through this darkness, and nonmagical
light can’t illuminate it.

CATNIP AMULET
Wondrous item, common

This gold and jade amulet seems to draw domestic cats to it.
While wearing the necklace, you have advantage on ability
checks made to find or call Tiny domestic cats (if there are
any) and on Wisdom (Animal Handling) checks you make to
interact with them.

CELESTIAL CIRCLET

Wondrous item, very rare (requires attunement by a cleric
of good alignment)

This golden circlet radiates holy energy. A thin halo hovers
above your head while you wear it, emitting bright light in a
20-foot radius and dim light for another 20 feet. Small motes
of holy light swirl around the apex of the circlet.

While you wear the circlet, you are always under the effects
of the protection from evil and good spell. This effect only
applies to one creature type: you can choose a new creature
type (other than celestials) to be protected against daily
at dawn.

The circlet has 7 charges. As an action while wearing
the circlet, you can expend 1 or more of its charges to cast
either cure wounds (1 charge per spell level, up to 4th) or spirit
guardians (3 charges) from it, using your spell save DC and

CATNIP AMULET

Cactus Mace

CANDLE OF ANTI-LIGHT

spellcasting ability modifier. Immediately before or after
you cast a spell from the circlet in this way, you can use your
bonus action to fly up to 10 feet without provoking opportu-
nity attacks. When you do, you are carried away on a pair of
angelic wings.

The circlet regains 1d4 + 3 expended charges daily at dawn.
If you expend the last charge, roll a d2e. On a 1, the halo van-
ishes and the circlet becomes mundane and nonmagical.

CERATOPPER
Wondrous item, very rare (requires attunement)

This adamantine helm is fashioned in the likeness of a tric-
eratops and decorated with painted designs. You have a +1
bonus to AC while you wear this helmet. If you move at least
20 feet toward a target and then attack it with a melee weap-
on attack on the same turn, you can choose to make a special
attack using the helmet instead of the weapon. On a hit, the
target takes piercing damage equal to 3d4 + your Strength
modifier. You're proficient with this attack and use your
Strength modifier for its attack rolls. If you hit and the target
is no more than one size larger than you, it must also succeed
on a DC 13 Strength saving throw or be knocked prone.

In addition, while wearing the helmet, you can use an
action to cast the polymorph spell from it, transforming
yourself into a triceratops. Once this property has been used,
it can’t be used again until 2 days have passed.




CHARLATAN’S WARDROBE
Wondrous item, uncommon

This set of plain clothes is exceptionally comfortable and
easy to wear. They are always clean and smell freshly washed
and lightly perfumed. You can change the appearance of

the outfit as an action by twirling in place and speaking the
clothes’ command word. The outfit’s appearance is illusory.
Physical interaction with the clothes reveals their appear-

CHILLSPIKE A

CHROMACLOTH

ance to be an illusion, because things can pass through it. A
creature that uses its action to examine the clothes can deter-
mine that it is an illusion with a successful DC 13 Intelligence
(Investigation) check. Regardless of their appearance, the
clothes offer no additional protection from the elements, and
can only appear to be clothes.

CHILLSPIKE
Weapon (pike), legendary (requires attunement)

This cold steel weapon from the Everglacier is topped with a
menacing ice spike that never melts. You gain a +1 bonus to
attack and damage rolls made with this magic weapon. The
pike deals an extra 1d1o cold damage to any target it hits. In
addition, attacks with this weapon and its properties ignore
resistance to cold damage.

When you reduce a Large or smaller creature to o hit
points using this weapon, you can choose to encase that
creature in ice. An encased creature is prevented from falling
prone and is held in place by a shell of ice for 1 minute. If
the creature is unconscious, it does not make death saving
throws while it’s encased in the ice. The ice has AC 12, 20 hit
points, immunity to poison and psychic damage, and vulner-
ability to fire damage. If the encased creature is healed or the
ice is destroyed, the ice crumbles and releases the creature.

Everglacier’s Fury. As an action, you can plunge the pike
into the ground at your feet. When you do, the blade of the
pike magically vanishes into the earth and summons up
to three icy spikes from the ground nearby. Choose up to 3
different targets on the ground you can see within 20 feet
of you. An affected target must succeed on a DC 16 Dexter-
ity saving throw or take 2d8 cold damage as a frozen spike
erupts from the ground beneath it. The spikes immediately
recede into the ground after the effect, and the icy blade of
the pike reappears.

CHROMACLOTH
Weapon (sling), uncommon

This silken cloth is enchanted using a unique blend of abju-
ration and evocation magic, allowing it to be used for a num-
ber of purposes. At any one time it can be one of four colors:
red, yellow, green, or blue. You can change the chromacloth’s
color to another one as an action.

You can wear the chromacloth as a headband or wrap
to gain resistance to the damage type associated with the
cloth’s color. Once the cloth reduces damage taken in this
way, it can’t do so again until the following dawn.

Alternatively, the cloth can be fashioned to be an effective
sling. Ammunition fired from the sling deals damage of a
type matching the cloth’s color instead of bludgeoning.

Refer to the table below for a reference of the chroma-
cloth’s associated colors and damage types:

Color Damage type
Red Fire

Yellow Lightning
Green Poison

Blue Cold

CHARLATAN'S WARDROBE
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CIRCLET OF THE
HuNTsMAN's THIRD EYE

CINNABAR RAPIER

CINNABAR RAPIER
Weapon (rapier), rare

This magic rapier’s blade is alchemically coated in a thin
but toxic layer of cinnabar. The weapon has 10 charges and
regains 1d8+2 expended charges each day at dawn. When you
hit a creature with this weapon, you can expend 1 or more of
its charges. The blade’s poison leeches into the blood of the
creature you struck to deal an extra 1d4 poison damage for
each charge expended in this way.

CIRCLET OF THE HUNTSMAN''S
THIRD EYE
Wondrous item, very rare (requires attunement)

This barbed metal circlet features a grotesque yet ornate-
ly preserved eye hanging from its center. The eye rests on
the forehead of the creature wearing it. While wearing the
circlet, its latent cunning guides your hand, giving you ad-
vantage on Wisdom (Survival) checks.

The circlet has 5 charges and regains all expended charges
daily at dusk. While wearing the circlet, you can use a bonus
action to expend 1 of its charges to cast the hunter’s mark spell
from it. You have advantage on Constitution saving throws
made to maintain concentration on this spell. In addition,
you can expend a 2nd charge when casting hunter’s mark in
this way, or 1 charge as a bonus action on another turn, to
gain truesight out to a range of 120 feet for 1 minute.

Curse. Attuning to the circlet curses you until you are
targeted by the remove curse spell or similar magic. Removing
the circlet fails to end the curse. While cursed, whenever you
roll a1 on an attack roll or ability check, you take 1d6 psychic
damage as the eye’s intense frustration and scorn pierce
your psyche.

CLOAK OF THE
BouNDLESS SPIRIT

CLOAK OF THE BOUNDLESS SPIRIT
Wondrous item, rare (requires attunement)

This swirling, translucent cloak bolsters the fighting spirits
of friendly nearby creatures. The cloak has 3 ch