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C H A P T E R 1 

MAGIC ITEMS 

WHEREVER ONE tr ave ls throughout the 

w o r l d ( a n d beyond) , m a g i c i tems a re h igh ly sought 
a l ter (or the i r benef i ts bo th sma l l a n d large. 

A d v e n t u r e r s seek out m a g i c a l t reasures to he lp 
t hem a c h i e v e their goals . M a n y o f those t reasures 
h a v e h is tor ies that insp i re r u m o r s a n d s p a w n quests. 

T h i s chap te r p resents m o r e m a g i c i tems to fill out 
adven tu re rs ' w i s h l ists. 

• A r m o r : S t rong mate r ia l s a n d pro tec t ive magic 
k e e p b lades a n d arrow's a w a y f r o m y o u r f lesh. 

• W e a p o n s : S t r i ke fear into y o u r e n e m i e s w h e n y o u 
w ie l d a w e a p o n of power . 

• A m m u n i t i o n : A r r o w s , bolts, a n d s l ing stones g ive 
y o u a combat edge at range . 

• I m p l e m e n t s : H o l y symbo ls , o rbs . rods , staffs, 
t omes , totems, a n d w a n d s c h a n n e l v o u r mag ic a n d 
g ran t spec ia l benef i ts . 

• A r m s S l o t I t e m s : S h i e l d s to g u a r d y o u a n d 
bracers to smi te y o u r foes. 

• F e e t S l o t I t e m s : W h e n you need to move qu icke r , 
j u m p farther, or dodge better, step into one o f 
these i tems. 

• H a n d s S l o t I t e m s : M a g i c gloves a m i gaunt lets not 
on l y keep your h a n d s w a r m but keep y o u a l i ve . 

• H e a d S l o t I t e m s : M a g i c to bolster the m i n d , body, 
a n d spir i t . 

• N e c k S l o t I t e m s : I m p r o v e y o u r defenses in sty le! 

• R i n g s : J e w e l r y i m b u e d w i t h p o w e r f u l a n d va r i ed 

e n c h a n t m e n t s . 

• W a i s t S l o t I t e m s : T h e s e i tems c a n improve y o u r 

hea l th a n d inc rease y o u r skil ls—as w e l l as ho ld 

y o u r pan ts up. 

• W o n d r o u s I t e m s : S t r a n g e a n d fantast ic i tems 

w i t h a w i d e range o f uses. 
• L a i r I t e m s : N e w w o n d r o u s i tems to e n h a n c e your 

base of operat ions. 

• T a t t o o s : T h e best t h ing about m a g i c o f the f lesh 
is that it's inseparab le f rom y o u . 

• C o n s u m a b l e s : U s e these one-shot i tems to get 
out of a tough s i tuat ion. 

S e v e r a l o f the i tem descr ip t ions a r e augmen ted by 

s idebars that offer lore or backg round about the 

i t em, p lus one or m o r e adven tu re hooks invo lv ing 

the i tem a n d how the cha rac te rs m igh t acqu i re it. 

C H A P T E R 1 | M a g i c I t e m s 

I 



ARMOR o r o f S h a r e d H e a l t h 

No attack is too devastating to be turned aside. 

A r m o r is a n in tegra l par t o f a n y a d v e n t u r e r s gear. 
F r o m the w iza rd ' s robes a n d the barbar ian 's h ide to 
the bard 's < h a i n m a i l a n d the pa lad in 's plate, a rmor 's 
pro tect ion is ava i lab le to eve ry hero . 

E n c h a n t m e n t s imp rove the weare r ' s A r m o r ( ! lass . 
w h e t h e r bv t i l l ing plale a rmor ' s gaps w i t h shields of 
force or h a r d e n i n g lea ther a r m o r in to someth ing that 
c a n s lop a bal l ista shot. S e a s o n e d adven tu re rs c a n 
d e p e n d on magic a r m o r to protect t h e m e v e n I r o m 
the teeth o f a n anc ient w y r m . 

A t least some o f the t ime . 

A r m o r o f A e g i s E x p a n s i o n Level 2 -

[•techs oj magicalforce swirl around this light armor, coalescing 
to deflect titlarks tii|aiusl you and your companions. 

Lv l2 +1 520 gp L v M 7 +4 65.000 gp 
Lv l7 +2 2.600 gp Lvl 22 +5 325.000 gp 
Lvl 12 + 3 13.000 gp Lvl 27 +6 1.625,000 gp 
Armor: Cloth, leather 
Enhancement: AC 
Power (Encounter): Immediate Interrupt. Trigger. A crea­

ture you have marked with your aeais of shielding power 
targets you and at least one of your allies with an attack. 
EJJect: The damage of the triggering creature's attack 
damage is reduced by 5 + the armor's enhancement 
bonus. 
Level 12 or 17:10 t- enhancement bonus. 
Level 22 or 27:15 + enhancement bonus. 

A r m o r o f D a r k D e e d s 

Swirlinu with shadows, this armor masks you from your 
enemies. 

Lvl 14 ^3 21.000 gp Lvl 24 - 5 52S.0O0gp 
Lv l19 +4 105,000 gp Lvl 29 <6 2,625,000gp 
Armor: leather, hide 
Enhancement: AC 
Property: W h e n you attack an enemy that is granting 

combat advantage to you. you gain concealment until the 
end of your next turn. 

A r m o r o f E n d u r i n g H e a l t h Level 

White wearing this armor, you can draw more deeply on your 
inner resources. 

Lvl 23 ' 5 42S.000gp Lvl 28 +6 2,125,OOOgp 
Armor: Hide, chain 
Enhancement: AC 
Property: You can use your second wind one additional time 

per encounter. 

Level 30 

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

Lvl 30 +6 3.125.000 gp 
A r m o r Chain 
Enhancement: AC 
Property: W h e n you use a healing power that benefits an 

ally, you also regain hit points equal to one-half the hit 
points that ally regains. 

A r m o r o f S h a r e d V a l o r Level I 5 I 

When you exhort your allies to find oourui|e. ion fin, I il yourself! 

Lvl 15 +3 25.000gp Lvl 25 +5 625.000gp 
Lvl 20 +4 125.000 gp Lvl 30 +6 3.125,000 gp 
A r m o r Leather, chain 
Enhancement: AC 
Property: W h e n 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. 

A r m o r o f S u d d e n R e c o v e r y Level 3^ 

Vou shrug off deadly conditions easily in this supple armor. 

Lvl 3 +1 680 gp Lvl 18 +4 85,000 gp 
Lvl 8 +2 3.400 gp Lvl 23 +5 425,000 gp 
Lvl 13 13 1 7.000 gp Lvl 28 +6 2,125.000 gp 
A r m o r 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. 

B a s t i o n A r m o r level 7-

This block}' armor, usually crofted in the thvtirveii Style, is a 
fityortte ofdwarven defenders, 

Lvl 7 -i 2 2,600 gp Lvl 22 +5 
Lvl 27 +6 

325,000 gp 
1,625,000 gp Lvl 12 +3 1 3.000 gp 

Lvl 17 +4 65.000 gp 
A r m o r Scale, plate 
Enhancement: AC 
Power (Encounter): Minor Action. You end a mark on you 

or an ally adjacent to you. 

B l a c k f l o c k R o b e Level 12. 

Wrapped in this tattered Welch doth, you can briefly transform 
into a flock of ravens. 

Lvl 12 +3 13.000 gp Lvl 22 +5 325.000 gp 
Lvl 17 ^ 4 6S.000gp Lvl 27 46 1.62S.OOOgp 
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. 
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C o r u s c a t i n g A r m o r Level 2 •• 

This glittering steel armor masks your exact focatumfrom en­
emies that would Impede you. 

Lvl 2 +1 520 gp L v M 7 +4 65.000 gp 
Lvl 7 +2 2.600 gp Lvl 22 - 5 325,000 gp 
Lvl 12 f3 13.000 gp Lvl 27 +6 1.62 5.000 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. 

Level 10 -t C o u n t e r s t r i k e A r m o r 

I lii' warding an this armor punishes the first enemy to strike 
you In battle. 

Lvl 10 +2 5.000 gp Lvl 25 i 5 625.000 gp 
Lvl 15 +3 25.000 gp Lvl 30 +6 3.125.000 gp 
Lvl 20 i 4 12 5.000 gp 
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). 

D a z z l i n g P l a t e Level 4 j 

Favored by paladins ofPelor, this shining suit oj polished m'nh 
ral plate strengthens your spirit and dazzles your foes. 

Lvl 4 +1 840 gp Lvl 19 +4 105.000 gp 
Lvl 9 +2 4.200 gp Lvl 24 +5 525.000 gp 
Lvl 14 +3 21.000 gp Lvl 29 +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). 

Level 7" D e a t h ' s B r i n k A r m o r 

This black metal armor has the image of an outthrust hand 
emblazoned on its breast. 

Lvl 7 +2 2.600 gp Lvl 22 +5 325.000 gp 
Lvl 12 - 3 13.000 gp Lvl 27 4-6 1.625.000 gp 
Lvl 17 - 4 6 5.000 gp 
Armor Scale, plate 
Enhancement: AC 

Property: Whi le 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 72 or 17:4-3 bonus. 
level 22 or 27: +4 bonus. 

ARMOR OF SHARED VALOR 
T h e bal lad of Vel i ra is also the legend of the armor of 
shared valor. A bard w h o c a m e f rom across the sea w h e n 
the w a t e r s of the wor ld w e r e ice and the land w a s still 
un formed, Vel ira brought the magic of fire a n d mus ic to 
the scat tered t r ibes of h u m a n o i d s and he lped de fend 
t h e m against al l invaders. H e r most powerfu l tool w a s the 
a rmo r she created for herself. A s she sh ie lded an ent ire 
tr ibe w i t h the magic of her songs, she too b e c a m e a more 
power fu l protector. 

Sui ts of armor of shared valor exist today, but they ' re 
thought to b e lesser copies of the original. 

P e r s u a d e a B a r d i c C o l l e g e : Bard ic co l leges usually 
craft and control distr ibut ion of armor of shared valor. A n 
adventurer w h o seeks such an i tem must conv ince the 
organization of his o r her wor th iness. True bardic col leges 
are few and far b e t w e e n , but loose fel lowships of wander ­
ing bards are of ten cal led col leges as we l l . Obta in ing their 
approval requires gett ing references and traveling to mee t 
w i t h scat tered m e m b e r s . 

Ve l i ra ' s P e o p l e : T h e bal lad of Vel ira is regarded as a 
fantasy by most , but it has a kernel of t ruth. T h e tr ibes 
spoken of in it might yet exist, hudd led a long fjords and 
wander ing in arctic regions. Adventurers w h o locate such 
a h idden people might learn the secret of creat ing armor 
of shared valor, or perhaps acquire a suit that has been 
s tashed a w a y s ince anc ien t t imes. 

Armor of shared valor 
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Gambit armor 

D e m o n s c a l e Level o 

Piecemeal skins, scales, and exoskeletons of demons form a 
frightful hut sturdy suit of scale armor, 

Lvl 9 +2 4,200 gp Lvl 24 +5 525,000 gp 
Lvl 14 - 3 21.000 gp Lvl 29 +6 2.62 5.000 gp 
Lvl 19 * 4 105.000 gp 
Armor: Scale 
Enhancement: AC 
Power (Encounter): Immediate Interrupt. Trigger: You lake 

acid, cold, fire, or lightning damage. Effect: You gain re 
sist 5 to the triggering damage type until the end of the 
encounter. 
level! 4 or 19: Resist 10. 
Level 24 or 29: Resist 1 5. 

F o r m i d a b l e A r m o r Level 14+ 

Whenyou activate this armor, even the nij(<;litiesr Man* can do 
little more than scratch your skin. 

Lvl 14 4-3 21.000 gp Lv l24 +5 525.000gp 
Lvl 19 4-4 lOS.OOOgp Lv l29 +6 2.625,000gp 
Armor: Hide, chain 
Enhancement: AC 
Power (Daily): Immediate Interrupt. Trigger An attack hits 

you and doesn't score a critical hit. EJJect: The triggering 
attack deals the minimum damage. 

G a l l a n t A r m o r level 27 

This magnificent suit of plate mail rewards you for seljlessly 
tending your Companions. 

Lvl 27 4-6 1,625,000 gp 
Armor: Plate 
Enhancement: AC 
Property: W h e n you use the lay on hands power on an ally, 

you also regain hit points equal to one-half your healing 
surge value. 

G a m b i t A r m o r Level 13 

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

Lvl 13 +3 17,000 gp Lvl 23 +5 425,000gp 
Lvl 18 4-4 85,000 gp Lvl 28 +6 2.125.000gp 
Armor: Cloth, leather 
Enhancement AC 
Property: W h e n an enemy scores a critical hit against you. 

you can score a critical hit on a roll of 1 7-20 on your next 
attack against that enemy before the end of your next turn. 

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

G a m b l e r ' s S u i t Level 6 

Utck isfickle, and this stylish set of leathers plays both sides of 
the coin. 

Lv l6 4-2 1.800gp Lvl 21 4-5 22S.000gp 
Lvl 11 +3 9,000 gp Lvl 26 ^6 1.125,000 gp 
Lvl 16 +4 45,000 gp 
Armor: Leather 
Enhancement: AC 
Property: W h e n 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. EJJect: 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. 

G e n a s i S o u l A r m o r Level 4 

Memento! energies ripple through this armor, said to contain 
the life energy of a genasi. 

Lv l4 4-1 840gp Lvl 19 * 4 105,000gp 
Lv l9 +2 4,200gp Lvl 24 4-5 52S.000gp 
Lv l14 4-3 21,000gp Lvl 29 +6 2,625.000gp 
Armor: Leather, hide 
Enhancement: AC 
Property: This armor is attuned to one genasi elemental 

manifestation (FORGOTTEN REAIAIS Players 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. 

C U A P T H K I Magic Items 



Great Cat Armor leve l 1 4 * Hero's Armor Level 2 1 

In (his sleek suit of hide armor.you hound around the battlefield 
me a powerful feline. 

Lvl 19 +4 10S.000gp Lvl 29 +6 2.625,000 gp 
Lvl 24 ^ 5 525.000 gp 
Armor: Hide 
Enhancement: AC 
Property: W h e n 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. 

Healer's Armor Level 5+ 

This sturdy armor enhances your uhility to heal your allies. 

Lvl b +1 1,000 gp Lvl 20 +4 12 5,000 gp 
Lvl 10 - 2 5.000 gp Lvl 25 +5 625,000 gp 
Lvl 15 - 3 2S.000gp Lvl 30 i4 3,125.000 gp 
Armor: Hide, chain 
Enhancement: AC 

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

HOLY RADIANCE ARMOR 
Xelfide was a d e n of iniquity, sin. a n d debauchery . T h e 

town, inhabited by vi l lains, l eeches , and o ther l ow char­

acters, existed outside the rea lm of l a w a n d decency . In 

such a place, good had little c h a n c e to flourish. 

Fifty years ago, a travel ing cler ic of Pe lor k n o w n as 

Koslin came to Xel f ide w i t h the in tent ion of puri fying it. 

His first a t tempt w a s m e t w i th outr ight resistance, v io­

lence, and theft. A f te r that disaster, t he cleric 's resolve 

faltered—until he received a vision f rom Pelor that s h o w e d 

him standing in t he t o w n square at noon and praying. 

Koslin w e n t to the square, obey ing w h a t h e s a w as 

a mission f rom his god. At first, he a t t rac ted sneers and 

laughs, but as he cont inued to pray, his a rmor began to 

glow wi th increasing br i l l iance. Th is demons t ra t i on of 

divine blessing w o n Kosl in m a n y conver ts to the wo r ­

ship of Pelor. Tragically, the cleric w a s slain by those w h o 

still clung to their evi l w a y s , but not before the t o w n had 

turned to a righteous path. Hofy rod'tance armor memor ia l ­

izes this sacred ac t . 

Puri fy Xe l f i de , A g a i n : In t he years s ince the d e a t h of 

Koslin, Xelfide has s lowly returned to its old w a y s . T h e 

corrupt t own leaders hold Kosl in 's a r m o r and keep it 

hidden in their st ronghold. If a w o r t h y hero can recover 

the armor and w e a r it again in Pe lo r ' s n a m e , the t o w n 

might return to the good . 

Remnan ts o f t h e U n d e r b e l l y : A f e w of Xel f ide 's most 

evil citizens fled to the frontier w h e n Koslin conver ted the 

town to the worsh ip of Pelor. Be fo re they left, they m a n ­

aged to murder t he c ler ic and p lunder his armor, w h i c h 

they buried in thei r e n c a m p m e n t . N o w , they p lague the 

town, paralyzing t rade, and steal ing and kil l ing w i t h no 

remorse. The cit izens seek aid f rom heroes w h o wa l k the 

same path as Kosl in. 

This shirt of glimmering chaimnail fortifies those who take bold 
anion in battle. 

Lvl 2 4-1 520gp Lvl 17 +4 65,000gp 
Lvl 7 +2 2.600 gp Lvl 22 +5 325,000 gp 
Lvl 12 +3 13.000 gp Lvl 27 +6 1.625.000 gp 
Armor: Chain 
Enhancement : AC 
Property: W h e n 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 lurn. 

Power (Dai ly • 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 Levri j -

When you swear an oath against your prey, divine grace perme­
ates tins armor, protecting you a<niiusi thai creature's attacks. 

Lvl 3 +1 680 gp Lvl 18 +4 85,000 gp 
Lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl 13 +3 17.000 gp Lvl 28 +6 2.1 25.000 gp 
Armor: Cloth 
Enhancement: AC 
Power (Dai ly): 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 Level 15-

This gleaming chaiuuuiiJtffmvs with the radiance of the sun. 

Lvl 15 +3 25.000gp Lvl 25 +5 625.000gp 
Lvl 20 +4 125,000 gp Lvl 30 4-6 3,125.000 gp 
Armor: Chain 
Enhancement: AC 
Power (Daily • Healing): Minor Action. You expend your 

use of a Channel Divinity power for this encounter and 
shed bright light 20 squares in all directions. Wh i le with­
in the light, you and each ally gain regeneration 3 while 
bloodied and a + 2 power bonus to saving throws. 

Kemstone Armor Level 8 

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

Lvl 8 4-2 3.400 gp Lvl 23 4-5 425.000 gp 
Lvl 13 +3 17.000 gp Lvl 28 ' 6 2.125.000 gp 
Lvl 18 4-4 85,000 gp 
Armor: Scale, plate 
Enhancement: AC 
Property: You gain a 4-4 item bonus to all defenses against 

polymorph effects. 
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L i f e f o n t A r m o r Level 4 - M a g n e t i c A r m o r Level 9 

Embedded with ancient and powerful prima] symbols, this ar­
mor lias saved the life pj more than one warden. 

Lvl 4 +1 840 gp Lvl 19 +4 105.000 gp 
Lvl 9 +2 1.200 gp Lvl 24 +5 525.000 gp 
Lvl 14 +3 21.000gp Lvl 29 +6 2,625.000gp 
Armor: Hide 
Enhancement: AC 
Properly: W h e n you make saving throws at the start of your 

turn using the Font of Life class feature, you gain a 4-1 item 
bonus to each saving throw. 

Power (Daily): No Action. Trigger: You start your turn and 
have the Font of Life class feature. Effect: You make a sav­
ing throw against each effect that a save can end instead 
of just one. 

RAT KILLER'S COAT 
T h e rec lus ive mage S a r k u d o h id his labora tory d e e p 
under the capital ci ty out of a desire for privacy. To his 
chagr in , h e d iscovered that by ply ing his t rade in the 
sewers , he had invited a dungeon to his doorstep. Deal ing 
w i t h sl imes, molds, ve rm in , giant bugs, and the like w a s 
so frustrating and t ime-consuming that Sarkudo almost 
gave up and left. 

Sarkudo had long observed o n e of the ci ty 's rat catch­
ers and w a s baffled as to h o w the man had surv ived so 
long in such a dangerous p lace, a r m e d w i t h only a sharp 
stick a n d a small but v ic ious dog. The wizard asked h im 
w h a t his secret w a s . The rat catcher opened Sarkudo's 
eyes by reveal ing the secret lore of the sewers a n d h o w 
to live in harmony w i t h the unique env i ronment . Sarkudo 
was so impressed that h e hired the rat catcher to help 
redesign his lab, and in short order, it was attracting m u c h 
less trouble. 

The wizard also m a d e a protect ive coat for his assis­
tant , w h i c h the rat ca tcher in turn passed on to his heir. 
The child aspired to a grander career, namely adventur ing. 
T h e coat served its w e a r e r so we l l in batt le that fe l low 
adventurers made versions of their o w n , and rat killers 
coats soon became popular. 

T h e K ing of Cats : The King of Cats is a very specialized 
shop, carry ing special i tems such as silver weaponry , rat 
poison, a n d exotic tools. Ruff ians are extort ing protect ion 
money f rom the owner , w h o seeks assistance in stopping 
them. S h e offers a rat killers coat as a reward . 

T h e G r i e v i n g Fami l y : S v e n is a hunter of ve rmin and 
a minor adventurer. H e en te red the sewers over a w e e k 
ago and hasn' t been seen since. His w i fe has given up 
hope but wan ts someone to recover the body for a proper 
burial. W h o e v e r accompl ishes this task can keep the tools 
of Sven ' s t rade, inc luding his magic coat , if he 's real ly 
dead . 

Studded with lode<tones. this heavy armor pulls ireuttires into 
your reach. 

Lvl 9 +2 4,200 gp Lvl 24 +5 525.000 gp 
Lvl 14 +3 21.000gp Lvl 29 +6 2,625,000gp 
Lv l19 +4 105,000 gp 
Armor: Scale, plate 
Enhancement: AC 
Power (Daily): Minor Action. You pull one creature within 

3 squares of you 3 squares. If you pull it into a square 
adjacent to you, it's also immobilized (save ends). 
Level 14 or 19: One creature within 5 squares. 
Level 24 or 29: One creature within 10 squares, and you 

pull it 5 squares. 

M a r a u d e r ' s A r m o r Level / -

Tin's heavy,fur lined armor is favored by barbarian pirates who 
rush into the fray. 

Lvl 7 +2 2.600 gp Lvl 22 +5 325.000 gp 
Lvl 12 4-3 13,000 gp Lvl 27 4-6 1,625,000 gp 
Lvl 17 +4 65.000 gp 
Armor. Leather, hide 
Enhancement: AC 
Property: W h e n you charge, you gain a +1 bonus to AC until 

the end of your next turn. 
Level 12 or 17: +2 bonus. 
Level 22 or 27: i 3 bonus. 

Power (Daily • Healing): Free Action. Trigger: You hit with 
a charge attack. Effect: You make a saving throw with a 
bonus equal to the armor's enhancement bonus, or you 
spend a healing surge and regain additional hit points 
equal to the armor's enhancement bonus. 

M i n d A r m o r Level 23> 

At a moment's notice,you can surround this adamantine armor 
with a psychic field that protects you from mental attack. 

Lvl 23 +5 425.000 gp Lvl 28 +6 2,125.000 gp 
Armor: Scale, plate 
Enhancement: AC 
Property: You gain resist 1 5 psychic. 
Power (Daily): Minor Action. Until the end of the encoun 

ten any enemy that attacks you with a charm, fear, illu­
sion, psychic, or sleep power rolls the attack roll twice 
and must use the lower result. 

M o o n A r m o r Level 3 • 

'litis armor is made from deposits of a Strange ore that some 
believe earne from the moon. 

Lvl 3 +1 680 gp Lvl 18 +4 85.000 gp 
Lvl 8 - 2 3,400 gp Lvl 23 +5 425,000 gp 
Lvl 13 +3 17.000 gp Lvl 28 +6 2,125,000 gp 
Armor: Chain 
Enhancement: AC 
Property: Whi le you're in darkness or dim light (including 

starlight), you gain a+1 bonus to AC. 
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