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CHAPTER 1

WHEREVER ONE travels throughout the
world (and beyond), magic items are highly sought
alter for their benefits both small and large.
Adventurers seek out magical treasures to help
them achieve their goals. Many ol those treasures
have histories that inspire rumors and spawn quests.
This chapter presents more magic items to fill out
adventurers’ wish lists.
4+ Armor: Strong materials and protective n
keep blades and arrows away from your flesh.
Weapons: Strike fear into your enemies when you
wield a weapon of power.
Ammunition: Arrows, bolts, and sling stones g
you a combat edge at range.

Irﬂplcxnents: IIUI_\-‘ symbols, orbs, rods, stafls,

tomes, totems. and wands channel your magic and

grant special benefits.

Arms Slot Items: Shields to guard you and

bracers to smite your foes.

Feet Slot [tems: When you need to move qu

jump farther, or dodge better, step into one of

these items.

Hands Slot Items: Magic gloves and gauntlets not

only keep your hands warm but keep you alive.

Head Slot Ttems: Magic to bolster the mind, body,

and spirit.

Neck Slot Items: Improve vour defe in style

Rings: Jewelry imbued with powerful and varied

enchantments.

Waist Slot Items: These items can improve

health and increase your skills—as well as hold

your pants up.

Wondrous Items: Strange and fantastic items

with a wide range of uses.

Lair Ttems: New wondrous items to enhance your
se of operations.

Tattoos: The best thing about magic of the flesh

is that it's inseparable from you.

Consumables: Use these one-shot items to get

out ol a tough situation.

Several of the item descriptions are augmented by
sidebars that offer lore or background about the

item, |)1U5 one or more ﬂd\-’(‘llllll'(‘ hooks il'l\-‘l."l]\-'il'lg

the item and how the characters might acquire it.
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ARMOR

No attack is too devastating to be turned aside.

Armor is an integral part of any adventurer’s gear.
From the wizard's robes and the barbarian’s hide to
the bard’s chainmail and the paladin’s plate, armor’s
protection is available to every hero.

Enchantments improve the wearer’s Armor Class,
whether by filling plate armor’s gaps with shields of
force or hardening leather armor into something that
can stop a ballista shot. Scasoned adventurers can
depend on magic armor to protect them even from
the teeth of an ancient wyrm.

At least some of the time.

Armor of Aegis Expansion Level 2+

Flecks of magical force swirl around this light armon, coalescing
to deflect attacks against you and your companions.

2 +1 520 gp W17 +4 65,000 gp
M7 +2 2,600 gp Lvl 22 +5 325,000 gp
Lvi12 +3  13000gp Lvl27 +6 1625000 gp

Armor: Cloth, leather

Enhancement: AC

Power (Encounter): Immediate Interrupt. Trigger: A crea-
ture you have marked with your aegis of shielding power
targets you and at least one of your allies with an attack.
Effect: The damage of the triggering creature’s attack
damage is reduced by 5 + the armor’s enhancement
bonus.
Level 12 or 17: 10 + enhancement bonus.
Level 22 or 27: 15 -+ enhancement bonus.

Armor of Dark Deeds Lavel 144

Swirling with shadows, this armor masks you from your
enemies,

Wi14 +3 21000 gp Lvl 24 +5 525,000 gp
19 +4 105000 gp W29 +6 2625000 gp
Armor: Leather, hide

Enhancement: AC

Property: When you attack an enemy that is granting
combat advantage to you, you gain concealment until the
end of your next turn.

Armor of Enduring Health Level 23+

While wearing this armor, you can draw more deeply on your

inner resources.

Lvl 23 +5 425000 gp

Armor: Hide, chain

Enhancement: AC

Property: You can use your second wind one additional time
per encounter.

IM28 +6 2125000 gp
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Armor of Shared Health Level 30

This golden chainmail glows with divine energy that heals you
when you help others.

W30 +6 3125000 gp

Armor: Chain

Enhancement: AC

Property: When you use a healing power that benefits an
ally. you also regain hit points equal to one-half the hit
points that ally regains.

Armor of Shared Valor Lavel 15+
When you exhort your allies to find courage, you find it yourself,

vi15 +3 25,000 gp Lvi25 +§ 625,000 gp
Lvi20 +4 125000 gp Ivi30 +6 3,125.000 gp
Armor: Leather, chain

Enhancement: AC

Property: When you use a power that grants an ally a bonus
to any defense, you gain an equal bonus of the same type
to the same defense. This bonus lasts until the power's
effect ends or until the end of your next turn,

Armor of Sudden Recovery Level 3+
You shrug off deadly conditions casily in this supple armor.
i3 +1 680 gp Lvi18 +4 85,000 gp
vi8 +2 3400 gp Ivi23 45 425,000 gp
13 +3  17000gp Lvi28 +6 225000 gp
Armor: Cloth, leather

Enhancement: AC

Property: You gain a +1 item bonus to saving throws against
ongoing damage.

Power (Daily + Healing): Minor Action. You can use this
power when you're taking ongoing damage. The ongo-
ing damage ends, and you gain regeneration equal to
the amount of the ongoing damage until the end of the
encounter,

Bastion Armor

This blocky armor, usually crafted in the dwarven style, is a
favorite of dwarven defenders.

Level 7+

37 iy S o 2,600 gp Lvl22 +5 325,000 gp
Lvl12 +3 13,000 gp Lvl27 +6 1,625,000 gp
Lvl17 +4  65000gp

Armor: Scale, plate

Enhancement: AC

Power (Encounter): Minor Action. You end a mark on you
or an ally adjacent to you.

Blackilock Robe Level 124

Wiapped in this tattered black cloth, you can briefly transform
into a flock of ravens.

vl12 +3 13,000 gp vl22 +5 325,000 gp
Lvi17 +4 65000 gp Lvl27 +6 1625000 gp
Armor: Cloth ¥

Enhancement: AC

Power (Daily): Immediate Reaction, Trigger: You take
damage from an attack. Effect: You fly 8 squares and be-
come insubstantial until the start of your next turn.




Coruscating Armor = ey
This glittering steel armor masks your exact location from en-
emies that would impede vou.

2 +1 520 gp 17 +4 65,000 gp
W7 +2 2,600 gp Lvl22 +5 325,000 gp
V12 +3 13,000 gp Lvl 27 +6 1625000 gp

Armor: Scale, plate

Enhancement: AC

Power (Daily): Minor Action. Until the end of your next
turn, you don't provoke opportunity attacks and can’t be
grabbed. This power doesn't end an existing grab.

The warding on this armor punishes the first enemy to strike
you in battle.

vl10 +2 5,000 gp Lvl 25 +5 625,000 gp
lvl15 +3 25,000 gp lvi30 +6 325000 gp
vli20 4 125000 £p
Armor: Cloth, leather, hide
Enhancement: AC
Property: The first enemy that hits you during an encounter
takes ongoing 5 damage (save ends).
Level 20, 25, or 30: Ongoing 10 damage (save ends).

Dazzling Plate _Level 4
Favored by paladins of Pelor, this shining suit of polished mith-
ral plate strengthens your spirit und dazzles your foes.

w4 + 840 gp W19 +4 105000 gp
M9 +2  4200gp IvI24 +5 525000 gp

Ivi14 +3 21,000 gp lv29 +6 2,625,000 gp

Armor: Plate

Enhancement: AC

Property: You gain a +2 item bonus to all defenses against
charm, fear, and psychic effects,

Power (Daily): Minor Action. Each enemy adjacent to you
takes a -2 penalty to attack rolls (save ends).

Death’s Brink Armor I _ -
This black metal armor has the image of an outthrust hand
emblazoned on its breast.

7 +2 2,600 gp vl 22 +5 325,000 gp
W12 +3 13,000 gp lvl27 +6 1,625,000 gp
IM17 +4  65.000gp
Armor: Scale, plate
Enhancement: AC
Property: While you're dying, you don’t die until you fail
four death saving throws.
Power (Daily): No Action. Trigger: You roll a death saving
throw and dislike the result. Effect: You gain a +2 bonus
to the saving throw.
Level 12 or 17: +3 bonus.
Level 22 or 27: +4 bonus.

 ARMOR OF SHARED VALOR

The ballad of Velira is also the legend of the armor of

shared valor. A bard who came from across the sea when -

the waters of the world were ice and the land was still
unformed, Velira brought the magic of fire and music to
the scattered tribes of humanoids and helped defend
them against all invaders. Her most powerful tool was the
armor she created for herself: As she shielded an entire
tribe with the magic of her songs, she too became a more
powerful protector.

Suits of armor of shared valor exist today, but they're
thought to be lesser copies of the original.

Persuade a Bardic College: Bardic colleges usually
craft and control distribution of armor of shared valor. An
adventurer who seeks such an item must convince the
organization of his or her worthiness. True bardic colleges
are few and far between, but loose fellowships of wander-
ing bards are often called colleges as well. Obtaining their
approval requires getting references and traveling to meet
with scattered members.

Velira's People: The ballad of Velira is regarded as a
fantasy by most, but it has a kernel of truth. The tribes
spoken of in it might yet exist, huddled along fjords and
wandering in arctic regions. Adventurers who locate such
a hidden people might learn the secret of creating armor
of shared valor, or perhaps acquire a suit that has been
stashed away since ancient times.

-
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Gambit armor

Demonscale Levil 9+

Piecemeal skins, scales, and exoskeletons of demons form a
[frightful but sturdy suit of scale armor.

vi9 +2 4,200 gp
Lvi14 +3 21,000 gp
vl 19 +4 105,000 gp
Armor: Scale
Enhancement: AC
Power (Encounter): Immediate Interrupt, Trigger: You take

acid, cold, fire, or lightning damage. Effect: You gain re-

sist 5 to the triggering damage type until the end of the

encounter,

Level 14 or 19: Resist 10.

Level 24 or 29: Resist 15.

Lvl 24 +5
Lvi29 +6

525,000 gp
2,625,000 gp

Formidable Armor Leyel 14+ |

When yow activate this armor, even the mightiest blow can do
little more than scratch vour skin.

vl14 +3 21,000 gp Lvli24 +5 525,000 gp
vi19 +4 105,000 gp Lvl29 +6 2,625,000 gp
Armor: Hide, chain
Enhancerment: AC

Power (Daily): Immediate Interrupt. Trigger: An attack hits
you and doesn't score a critical hit. Effect: The triggering
attack deals the minimum damage.
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Gallant Armor Level 27

This magnificent suit of plate mail rewards you for selflessly

tending vour companions,

Lvl27 +6 1,625,000 gp

Armor: Plate

Enhancement: AC

Property: When you use the lay on hands power on an ally,
you also regain hit points equal to one-half your healing
surge value.

Gambit Armor

Level 13+
Made for those who like to take chances in battle, this armor lets
you risk your own safety Jor a better chance to harm your foes.

Lvl23 +5
Lvl 28 +6

IV 13 +3 17000 gp

Lvi18 +4 85,000 gp

Armor: Cloth, leather

Enhancement: AC

Property: When an enemy scores a critical hit against you,
you can score a critical hit on a roll of 17-20 on your next
attack against that enemy before the end of your next turn.

Power (Daily 4 Stance): Minor Action. Until the stance
ends, you grant combat advantage and any creature you
attack grants combat advantage to you.

425,000 gp
2,125,000 gp

Gambler’s Suit Level 6
Luck is fickle, and this stylish set of leathers plays both sides of
the coin.

M6 +2  1800gp Wi21 +5  225000gp
W11 +3 9,000 gp V26 +6 1125000 gp
W16 +4 45000 gp

Armor: Leather

Enhancement: AC

Property: When you make at least two saving throws, you
can choose to gain a +2 bonus to the first saving throw and
take a -2 penalty to the second.

Power (Daily): Immediate Interrupt. Trigger: An enemy hits
you with an attack. Effect: The triggering enemy rerolls
the attack roll and must use the second result. If that
result is a hit, the attack scores a critical hit.

Genasi Soul Armor Level 44

Elemental energies ripple through this armor, said to coniain
the life energy of a genasi.

4 +1 840 gp 19 +4 105,000 gp
vi9  +2 4,200 gp Lvl24 <5 525,000 gp
14 +3  21000gp V29 +6 2,625,000gp
Armor: Leather, hide

Enhancement: AC

Property: This armor is attuned to one genasi elemental
manifestation (Forcorren Reaws Player’s Guide, page 10)
chosen at the time the armor is created.

Power (Daily): Minor Action. Until the end of the encoun-
ter, you can use the racial encounter power associated
with the armor’s elemental manifestation. If you already
have that racial power, you can use it a second time dur-
ing this encounter.
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Great Cat Armor Level 194

Tnt this sleek suit of hide armor, you bound around the battlefield
like a powerful feline.
vl 19 +4 105,000 gp
vl 24 +5 525,000 gp
Armor: Hide
Enhancement: AC
Property: When you shift, you can shift 1 additional square.
Power (Daily): Move Action. You shift a number of squares
equal to twice the armor’s enhancement bonus.

ARMOR

Lvl29 46 2,625000gp

Healer’s Armor

This sturdy armor enhances your ability to heal your allies.

Level b+

s +1 1,000 gp Lvl20 +4 125,000 gp
10 +2 5.000 gp Lvl 25 +5 625,000 gp
15 +3  25,000gp Lvi30 +6 3,125,000 gp
Armor: Hide, chain

Enhancement: AC

Property: When you use a healing power, the target regains
additional hit points equal to the armor's enhancement
bonus.

HOLY RADIANCE ARMOR
Xelfide was a den of iniquity, sin, and debauchery. The
town, inhabited by villains, leeches, and other low char-
acters, existed outside the realm of law and decency. In
such a place, good had little chance to flourish.

Fifty years ago, a traveling cleric of Pelor known as
Koslin came to Xelfide with the intention of purifying it.
His first attempt was met with outright resistance, vio-
lence, and theft. After that disaster, the cleric's resolve
faltered—until he received a vision from Pelor that showed
him standing in the town square at noon and praying.

Koslin went to the square, obeying what he saw as
a mission from his god. At first, he attracted sneers and
laughs, but as he continued to pray, his armor began to
glow with increasing brilliance. This demonstration of
divine blessing won Koslin many converts to the wor-
ship of Pelor. Tragically, the cleric was slain by those who
still clung to their evil ways, but not before the town had
turned to a righteous path. Holy radiance armor memorial-
izes this sacred act.

Purify Xelfide, Again: In the years since the death of
Koslin, Xelfide has slowly returned to its old ways. The
corrupt town leaders hold Koslin’s armor and keep it
hidden in their stronghold. If a worthy hero can recover
the armor and wear it again in Pelor’s name, the town
might return to the good.

Remnants of the Underbelly: A few of Xelfide’s most
evil citizens fled to the frontier when Koslin converted the
town to the worship of Pelor. Before they left, they man-
aged to murder the cleric and plunder his armor, which
they buried in their encampment. Now, they plague the
town, paralyzing trade, and stealing and killing with no
remorse. The citizens seek aid from heroes who walk the
same path as Koslin.

Hero’s Armor

This shirt of glimmering chainmail fortifies those who take bold
action in battle.

Level 2+

w2 + 520 gp Wi17 +4 65,000 gp
W7 +2  2600gp 22 +5 325000 gp
vi12 +3 13,000 gp 27 +6 1,625,000 gp
Armor: Chain

Enhancement: AC

Property: When you spend an action point to take an extra
action, you also gain a +2 bonus to all defenses until the
end of your next turn.

Power (Daily 4 Healing): Free Action. Trigger: You spend
an action point. Effect: You forgo the bonus to all de-
fenses granted by the armor’s property. Instead, an ally
within 5 squares of you uses his or her second wind as a
free action.

Holy Adversary's Armor Level 3+

‘When you swear an oath against your prey, divine grace perme-
ates this armor, protecting vou against that creature’s attacks,

3 +1 680 gp vl18 +4 85,000 gp
Lvi8 42 3400 gp Lvl 23 +5 425,000 gp
vl13 +3  17000gp Ivi28 +6 2,125,000 gp
Armor: Cloth

Enhancement: AC

Power (Daily): Minor Action. Until the end of the encoun-
ter, you gain resistance to all damage against attacks by
your current oath of enmity target equal to the armor's
enhancement bonus.

Holy Radiance Armor

This gleaming chainmail glows with the radiance of the sun.

Level 15+

W15 +3 25000 gp Ivi25 +5 625,000 gp
20 +4 125000 gp Lvi30 +6 3,125,000 gp
Armor: Chain

Enhancement: AC

Power (Daily 4 Healing): Minor Action. You expend your
use of a Channel Divinity power for this encounter and
shed bright light 20 squares in all directions. While with-
in the light, you and each ally gain regeneration 3 while
bloodied and a +2 power bonus to saving throws.

Kemstone Armor

Fashioned with the strong but light kemras stone found in
various dominions of the Aswral Sea, this armor stabilizes its
wearer's essence.

Level 8+

g +2 3400 gp Lvl23 +5 425,000 gp
vi13 +3  17000gp Lvl28 +6 2,125,000 gp
18 +4  85000gp

Armor: Scale, plate

Enhancement: AC

Property: You gain a +4 item bonus to all defenses against
polymorph effects.
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