[E9] Magic & Psionic Items

[E?] MAGIC ITEMS LIST

ARMOR

This is by half plus (AC/Saves):

Bulk:  very   bulky  fairly  non-   ---

Type: Armor   Armor  Armor  Armor  Shield

Bonus   XPV    XPV    XPV    XPV    XPV

 -1     200    100    100    100    100

 +0     200    100     75     50     50

 +1     300    250    200    150    150

 +2     600    500    400    350    300

 +3    1000    750    600    550    500

 +4    1250   1000    900    800    750

 +5    1750   1500   1250   1000   1000

 +6    2500   2000   2000   2000   1500

 +7    4000   4000   4000   4000   3000

 +8    8000   8000   8000   8000   6000

 +9   16000  16000  16000  16000  12000

 +10  32000  32000  32000  32000  24000

Example: Plate Mail +3 AC/+5 Saves costs

  2250 XP (750 + 1500).

Bonuses to Saves due to armor apply to

  all categories, including non-physical

  things such as Psionic Blast.

You can also specify individual things

  you would get the bonus for, this is at

  half the difference in XPV.

Thus, a Shield +1, +4 vs. Missiles (AC

  only) costs 450 XP (150+(750-150)/2).

  If you add +2 Saves it costs 750 XP.

Categories allowed for this rule:

  vs. Missiles           (for AC half)

  vs. Melee              (for AC half)

  vs. Spell Effects      (for Save half)

  vs. Psionic Effects    (for Save half)

  vs. a type of opponent (as per weapon)

  in a type of terrain (underground,etc.)

The XP values given above are also used 

  to "combine" multiple suits of armor to

  get higher plusses.  Thus, if you add

  two suits of Leather Armor +4/+2

  (800/350 XP each) you get a suit of

  Leather Armor +5/+3 (1600/700 XP).

Note also that a suit of armor's plusses

  may change if it is Polymorphed; the

  above armor becomes +5/+2 if it became

  Plate Mail (bulky).

Finally, you can add extra abilites:

ARMOR ABILITIES

All saves of 1 are 2         500  Don 

Command                         500  DMG1

Blending                        300  DMG1

Etherealness                   1500  DMG1

Fear                           1000  DMG1

Free Action                 1000  Don

Greater Train of Thought
 1400
DM
Your Psi & Martial Arts save using Psi1 Ultra Blast calc

Healing                         500  OA

Hold All Stats              2000  Don

Immune to (basic element)     10000  Angb

Immune to Bludgeoning Wpn   5000  Don

Immune to Edged Wpn        15000  Don

Immune to Piercing Wpn     10000  Don

Immune to (school/sphere)  10000  Don

Lesser Train of Thought
  700 
DM
Your Psi & Martial Arts save using Psi1 Psi Blast calc

Meaningless BlahR
 2100
DM
You ignore & don't generate blahR shifts due to level

Meaningless Saves
 1300
DM
You ignore & don't generate save shifts due to level

Missile Attraction/Attractor    100  DMG1

No Summoning Sickness       1000  Don

Polymorphing Dragon Scale      8000  Don

Possession                      100  OA

Presence                        500  OA

Rage                            100  DMG1

Regenerate 1/4 of hp total /r

Resist (basic element)         1000  Angb

Resist (Para element)          2000  Angb

Resist (Quasi element)         3000  Angb

Resist (Semi element)          5000  Angb

+1 (individual, not whole spell) Stoneskin /r, Max = 100.

Vulnerability                    100  DMG1

Absorption  (0,lose 1 half plus: Absorb an Energy Drain)
3500
RC0


Breathing  (Don't need air cont.)
1000
RC0


Clairaudience  (Clairaudience cont.)
3000
RC0


Clairvoyance  (Clairvoyance cont.)
3000
RC0


Deceiving  (Alter Appearance I Change Self cont.)
4000
RC0


Detect Evil/Good  (cont.)
1000
RC0


Detect Gems  (cont.)
1000
RC0


Detect Magic  (cont.)
1000
RC0


Detect Metal  (cont.)
1000
RC0


ESP  (cont.)
3000
RC0


Find Secret Doors
0
RC0


Find Traps  (cont.)
2000
RC0


Finding  (1 M: Locate Object)
3000
RC0


Flying I  (Fly cont.)
3000
RC0


Healing  (Heals user at 6 hp per turn)
600
RC0


Illusion  (1 M: Create a Phantasmal Force)
2000
RC0


Levitation  (Levitation cont.)
2000
RC0


Remove Curse  (Immune Curse)
2000
RC0


See Invis  (See Invisible cont.)
2000
RC0


Telekinesis  (1 M: TK 2000 lbs.)
5000
RC0


Telepathy  (1 M: Telepathy with one creature)
2000
RC0


Teleportation  (1M:Teleport)
5000
RC0


Wishing  (1 M, 1 ch: Wish; N = # charges  #*)
3000
RC0


X-ray vision  (cont.)
5000
RC0


Charm  (You charm people who hit you (save))
2000
RC0


Cure Wounds  (1M,1/d: Cure 50% of damage taken)
1200
RC0


Electricity  (Resist Lightning; Lightning Shield)
6000
RC0


Energy Drain  (When they hit you, they lose 1 level per hit)
7000
RC0


Ethereality  (at will)
2000
RC0


Haste  (+1 P, +1 V. does not stack with Haste)
3000
RC0


Invisibility  (1V: Invisibility)
2000
RC0


Offending  (Can use +AC/saves as +TH/+dmg Slaying)
6000
RC0


Reflection  (Gaze & Light & Prismatic Reflection cont.)
5000
RC0


WEAPONS

This is by half plus (TH/dmg):

Size     H      L      M      S    T/ammo

Bonus   XPV    XPV    XPV    XPV    XPV

 -1     100    100    100    100    100

 +0     100     75     50     50     25

 +1     250    200    150    150     50

 +2     500    400    350    300    100

 +3     750    600    550    500    250

 +4    1000    900    800    750    500

 +5    1500   1250   1000   1000    750

 +6    2000   2000   2000   1500   1000

 +7    4000   4000   3000   3000   2000

 +8    8000   8000   8000   6000   4000

 +9   16000  16000  16000  12000   8000

 +10  32000  32000  32000  24000  16000

 x2   10000  10000  10000  10000  10000

 x3   20000  20000  20000  20000  20000

 x4   40000  40000  40000  40000  40000

Example: Two-Handed Sword +5 TH/+4 dmg

  costs 3250 XP (2000 + 1250).

I didn't have room for size G, just use

  the "very" line on armor.

Weapons that are -1 are cursed/returning.

Ammo is never destroyed when used.

You can also specify individual things

  you would get the bonus for, this is at

  half the difference in XPV.

Opponent types:

Alternate Reality creatures

Animals

Avians

Beholders

Cold-Using

Concordant group

Creatures of 1 alignment

Creatures of 1 plane

Demons/Devils

Dragons/Reptiles

Elementals

Fire-Using

Giant-Class

Golems (& Constructs)

Group of Classes

Humans (& Demi-Humans)

Insects

Lycanthropes

Magic-Using

Plants

Psinoic-Using

Regenerating

Size Class L+

Size Class S-

Slimes (& Oozes/Jellies)

Undead

Water-dwelling creatures

The combining and Polymorphing rules are

  the same as per armor.

If by some means a weapon becomes armor

  (or vice versa) equate TH half-plusses

  with AC, and dmg with Save.

Finally, the extra powers.  Any weapon

  may have any power, e.g. a "Vorpal Club

  of Piercing" is perfectly legal.

WEAPON ABILITIES

Accuracy (all ranges are S)   1000  DMG1

All 1's are 2's to hit     3000  Don

Anything                     10000  UA

Balance (+1 to Balance)        300  OA

Blast Blade



 600 
i/Bla
On a natural 6 (not 20): 6d4 fire damage (even if missed)

Buckle                         200  UA

Cleaving



3000   DM
Mordenkainen's Disjunct an armor/weapon per 100 dmg done

Chromatic Blade


 200
i/Bla
On a natural 19-20: Chromatic Orb the target (CL = 1d12)


Considered a "x2" wpn      9000  Don

Cursed Backbiting              100  DMG1

Cursed Berserking              100  DMG1

Dancing                       1400  UA

Darkness



 900
i/Bla
Weapon does zero damage; [drain 4d6 hp & stun(save-1)]/hit

Defender                      1000  DMG1

Detection (as per Int weapon)  300  OA

Digger




 600
i/Al-
+1/+1 and double damage vs. Earth/Stone; 1V: Dig as spell

Disease



 200 
i/Bla
On a natural 19-20: Random disease





Disintegrate               8000  Don

Disruption                    1500  DMG1

Distance (double ranges)       500  DMG1

Dwarven Thrower               1000  DMG1

Final Word (+1 attack per r)  5000  UA

Fish Command                   200  DMG1

Flame (+2d4 fire dmg)          500  OA

Flame Tongue                   500  DMG1

Frost Brand                    700  DMG1

Gambling



1200
i/Bla
Gamble # when attacking; hit: +# dmg; miss or 1: lose # hp

Gets Full Str Bonus (AutoStr)  500  Don

Gets Full Dex Bonus (AutoDex) 1500  Don

Great Weapon Prowess

2000
i/Al-
Automatic Warrior triple spec. in this weapon; 1V: Taunt

Holy Avenger (Unholy Avenger) 1500  Don

Homing (goes around corners)   400  UA

Hornet's Nest (per charge)     750  UA

Hurling (+1TH thrown,returns)  500  UA

Impact (x2 base damage)        500  UA

Imprisonment               1000  Don

Intelligence, low (2L)         500  Don

Intelligence, medium (3L,1M)  1500  Don

Intelligende, high (4L,2M,1H) 3000  Don

Judge of Dead



 900
i/Al-
+2/+2 vs. Undead; See in Darkness; 3/d: Negative Plane Pro.


Life Stealing                 2000  UA

Lightning                      500  DMG1

Longtooth                      200  UA

Luck Blade                    3500  DMG1

Nine Lives Stealer             500  UA

Ninja Speed (x2 on # attacks) 5000  OA

Of the Planes                 1000  DMG1

Otto's Irresistable Dancing

Piercing                       250  DMG1

Polymorphing (the weapon)     2000  Don

Power Word Blind Brand

Psi2 Tangent Brand
 2400
DM
Generate a Psi2 tangent with each hit

Quickness (+1/2 on # attacks)  500  DMG1

Returning, End of Round        400  Don

Returning, Instant, Travels   2000  Don

Returning, Instant, Teleports 3000  Don

Seeking                        400  DMG1

Sharpness                     4000  UA

Silence (you move silently)    300  OA

Slayer (insert race)(1 ch.)    800  DMG1

Slaying (insert race above)   8000  UA

Speed (+1 P action)           1000  UA

Spell Draining

1000
Opponent loses 1 spell level from memorization per hit (no save, but can use AntiMR)

Stormblade



1500
i/Bla
3/d: Control Weather; 1/w: Shapechange to Storm Giant

Stunning                   7000  Don

Stupidity


1500
Opponent loses 1 point of Int per hit (no save, but can use MR)

Submission                    1000  DMG1

Sun Blade                     1500  UA

Taurus




2000
i/Bla
-16+(wielder's level) TH; -32+(wielder's level)*2 dmg

Teleport Away               500  Don

Throwing (x2 Dex bonus)        700  DMG1

Thunderbolts                  1500  DMG1

Unbreakable                    200  OA

Warning                        800  DMG1

Wind




 700
i/Al-
Wind Blade (+2d4 Air dmg); 2/d: Gust of Wind

Wounding                      3000  UA

Venom                          200  DMG1

Vorpal Weapon                 7000  UA

Yearning                       100  DMG1

Biting  (Permanent Poison Potion brand)
4000
RC0


Blinking  (Suddenly appears at target, ignore defenses)
2700
RC0


Charming  (Charm Monster brand (save))
5000
RC0


Curing  (Cure Light Wounds brand)
1000
RC0


Defending  (Can use +TH/+dmg as +AC/+saves)
3000
RC0


Disarming  (Disarming brand (save))
3000
RC0


Dispelling  (Dispel Magic brand)
3000
RC0


Extinguishing  (Quench Fire brand)
2500
RC0


Extra Damage  (1V,1/d: x4 dmg with this weapon for lOr)
4000
RC0


Flaming  (+3/+3 extra vs. creatures that can be "flamed")
1500
RC0


Flying II  (Maximum range x5)
500
RC0


Holding  (Hold Monster brand (save))
5000
RC0


Lighting  (Light brand)
1000
RC0


Penetrating  (Ignore cover & Inertial Barriers)
1000
RC0


Returning  (Instant Returning)
5000
RC0


Seeking  (Auto hit 1 target per round)
5000
RC0


Silencing  (Silence brand (save))
2000
RC0


Sinking  (+200 dmg if target is size F or larger)
8000
RC0


Slaying  ([choose a race] Slay Race brand (save))
7000
RC0


Slicing  (Natural 19-20: Target slain (save))
6000
RC0


Slowing  (Slow brand (save))
2000
RC0


Speeding  (1M, 1/d: +1V, +1 P for it (stacks w/Haste))
5000
RC0


Stunning  (Stun brand (save))
5000
RC0


Super Plusses  (+5/+5 (past limit of 10 half-plusses))
5000
RC0


Teleporting  (Teleport (random with error) brand (save))
5000
RC0


Transporting  (Teleport (caster's choice) brand (save))
9000
RC0


Wounding  (Degenerate 1 hp/r)
4500
RC0


Stupidity
1500
Opponent loses 1 point of Int per hit (no save, but can use MR)

Weapons: Below -1 penalty can be bought, they count as being a + of that quantity for

    what they can affect; e.g. a -3 weapon can affect a creature requiring +3 or better.

    Such weapons cost 100 XP per additional minus up to a maximum of 1000 XP at -10.
  A (2 (divide by 2) weapon is cursed (like a -1 is) and costs 1000 XP.

Phoenix items converted to Collective:

Bonus PSPs can be used as PSPs, or divide by 2 and it becomes Spell Levels for Wizards/Priests.

Flaming is +10 fire damage.  Frost is +10 cold damage.  Shocking is +10 electrical damage.  Poisoned is +10 poison dmg.

Vorpal is per D&D.  Sharp is double base damage on 17-20. Vampiric is vampiric regen 10%.


