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INTRODUCTION

The Golden Fleece, Excalibur, the Necronomicon, the One Ring, Storm-
bringer — objects of power and mystery from different times and different worlds,
as famous as those who possessed them.

Fantastic adventure and enchanted items have always gone hand in hand. The
chance of discovering a legendary creation, lost for thousands of years, is a far
stronger motivation for an adventure than any amount of coins. After winning
through peril, your heroes want more than a pile of gold for their trouble! Hence
this book. GURPS Magic Items is a compilation of mysterious treasures designed
to enhance any fantasy campaign. Here are magic items for all occasions —
weapons and armor, clothes and gems, healing wands and cursed lutes.

To make full use of this book, a GM needs the GURPS Basic Set and GURPS
Magic. The items in this book are all suitable for the world of Yrth, and some of
the nonhuman races from GURPS Fantasy Folk are mentioned herein, but neither
Fantasy Folk nor GURPS Fantasy is necessary to use this book.

Magic Items is a collection of ideas, not of rules. As any

adventurer can tell you, finding and using magic items is more
fun than making them, so this book is mainly devoted to
describing new items, rather than extensive rules for
enchantment.

So grab your rusty dagger, put on your chainmail and
muddy boots, and sally forth in search of the fire sword Sirocco,
a suit of Dwarven Mail, and Seven-League Boots to take you to
faraway places . . .

This book was a real collaborative effort. I could have never
filled it up with my ideas alone. All the people who contributed
their own magical inspirations to the book are listed on the front
page. I just want to take this opportunity to add my personal
thanks.

A big “thank you™ also to the guys on the Illuminati BBS, who
came through with some excellent eleventh-hour playtesting. And
finally, a special thanks to Scott Paul Maykrantz. Though every-
one who contributed ideas did an excellent job, Scott’s meticu-

lous, imaginative work stands out. Thanks, Scott, for making this
book much better, and my job a lot easier.
— Chris W. McCubbin

About the Author

Chris W. McCubbin is a nongraduate of the University of Nebraska-Lincoln,
in English. He comes to games by way of the comics industry — he previously
worked as an editor at Fantagraphics Books on their magazines The Comics
Journal and Amazing Heroes.

Since Chris first wrote Magic Items, as staff writer for Steve Jackson Games,
he’s gone on to work at Origin Systems writing computer game documentation
and hint books. He’s presently one of the owners of Incan Monkey God Studios
(www.incanmonkey.com).

Chris lives in Austin with his wife, Lynette, his gracefully aging cat,
Polychrome, and his dog, Penny. Write him at cwm@io.com

ABOdT GURPS

Steve Jackson Games is committed to full
support of the GURPS system. Our address
is SJ Games, Box 18957, Austin, TX 78760.
Please include a self-addressed, stamped
envelope (SASE) any time you write us!
Resources now available include:

Pyramid (www.sjgames.com/pyramid). Our
online magazine includes new rules and arti-
cles for GURPS. It also covers the hobby’s
top games — AD&D, Traveller, World of
Darkness, Call of Cthulhu, Shadowrun and
many more — and other SJ Games releases
like In Nomine, INWO, Car Wars, Toon,
Ogre Miniatures and more. And Pyramid
subscribers also have access to playtest files
online, to see (and comment on) new books
before they’re released.

New supplements and adventures. GURPS
continues to grow, and we’ll be happy to let
you know what’s new. A current catalog is
available for an SASE. Or check out our Web
site (below).

Errata. Everyone makes mistakes, includ-
ing us — but we do our best to fix our errors.
Up-to-date errata sheets for all GURPS
releases, including this book, are always
available from SJ Games; be sure to include
an SASE with your request. Or download
them from the Web — see below.

Q&A. We do our best to answer any game
question accompanied by an SASE.

Gamer input. We value your comments.
We will consider them, not only for new
products, but also when we update this book
on later printings!

Internet. Visit us on the World Wide Web
at www.sjgames.com for an online catalog,
errata and updates, and hundreds of pages
of information. We also have conferences
on Compuserve and AOL. GURPS has its
own Usenet group, too: rec.games.{rp.gurps.

GURPSnet. Much of the online discussion
of GURPS happens on this e-mail list. To
join, send mail to majordomo@io.com with
“subscribe GURPSnet-L” in the body, or
point your World Wide Web browser to:
www.io.com/GURPSnet/www.

Page References

See GURPS Compendium I, p. 181, for
a full list of abbreviations for GURPS titles.
Rules and statistics in this book are specifi-
cally for the GURPS Basic Set, Third
Edition Revised. Any page reference that
begins with a B refers to a page in the Basic
Set —e.g., p. B102 means p. 102 of the Basic
Set, Third Edition Revised. Any page refer-
ence that begins with an M refers to a page
in GURPS Magic.




Night Shroud

This dark, flowing cloak of thin material makes the wearer
much harder to see in conditions of partial darkness. All normal
Vision rolls to spot the wearer, and combat rolls against the wear-
er, are made with penalties for partial darkness doubled (up to a
maximum of -10). The wearer of the cloak, on the other hand,
gets the Dark Vision advantage.

The obscuring effect is thought to be the product of an
enchantment having Shape Darkness and Dark Vision as prereq-
uisites.

Component Spells: hypothetical “Night Shroud” spell.

Asking Price: $35,000.

Personality Hats

One of these hats will make the wearer act like whatever
class or profession customarily wears it. Examples might include
an accountant’s visor, a fool’s cap, a guardsman’s helm, a king’s
crown, or hats appropriate to pirates, fops, firemen, harlots or
ladies in waiting.

The hats will compel the wearer to behave outwardly in a
manor appropriate to the headgear. The wearer does not acquire
the skills necessary to actually perform the job associated with
the hat, he merely acquires mannerisms and patterns of behavior
appropriate to such a person. The hat will not affect the wearer’s
behavior beyond the quirk level. A person wearing a nun’s wim-
ple, for example, would not lose their Lecherous disadvantage,
they would just feel much guiltier when they succumbed to it.

The wearer will gain a +5 to his Acting and Disguise skills
when impersonating someone appropriate to the hat.

A very few of these hats actually do lend the character
appropriate skills and advantages when worn. Much more com-
mon are tricked versions which imbue the character with appro-
priate disadvantages (Intolerance for commoners for a king, or
Odious Personal Habit — Sluttishness for a prostitute), or even a
Delusion that he has acquired skills he does not actually possess!
The hats are also often enchanted with Hex to make them impos-
sible to remove.

Personality Hats are the exclusive creation of the lep-
rechauns, who have been known to — during the night — slip
cursed hats onto an entire party that has had the misfortune to
annoy them.

Component Spells: unknown.

Asking Price: $300 and up (uncursed, unenhanced hats).

Playclothes

A set of magical Playclothes is usually a one-piece garment
for a child, that will not allow the wearer to go near danger (wild
animals, water, steep cliffs, etc.). They will do nothing to prevent
the danger from approaching the child, but they will compel their
wearer to run away from an approaching menace.

The garment will fit the child from infancy until his weight
tops 100 Ibs, but many children will not tolerate them for so long.

Playclothes are made using a simple variant of the Sugges-
tion spell, plus a variant of the Hex spell that specifies that the
garment may only be removed by an adult. The spell is somewhat
inexpensive, because of the impressionable mind of the target
(Game Masters may allow older children wearing this garment a
Will roll to resist the promptings of the Suggestion — if a small
adult wears the garment, he will get a Will roll at +5 to resist the
promptings).
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The garments were originally devised by the elves, who
value their children above all else. This is one magical secret
which the elves freely share with all interested parties.
Component Spells: Suggestion, Hex.
Asking Price: $8,000.

Quality Label

This rather common item is a cloth label which can be easi-
ly attached to any garment with ordinary needle and thread. That
garment then takes on the appearance of rich quality, suitable for
upper-class clothing (see p. B210).

The garment, and anything worn along with it, will appear to
be new, well-made, well fitting and of the finest material. It will
not make the outfit look (or smell) any cleaner than it actually is.
It will not disguise tears or rips, though it will mask even the
crudest repairs. It will still appear as the same sort of garment. An
excellent striped shirt over a fine pair of checkered pants (for
instance) would still clash, and a pair of rich-quality overalls
would not be appropriate at a dress ball.

Component Spells: 1llusion Disguise (variant).

Asking Price: 7,500.

Runner’s Shoes

These light, flexible leather slippers give the wearer a
Running skill of DX+4, or +4 to existing skill, whichever is
greater (maximum skill 18). In addition, the runner never loses
any fatigue, no matter how far or for how long he runs (lack of
food, water, or sleep will still affect him).

Component Spells: Lend Skill, unknown.

Asking Price: $50,000.

Satyr’s Feet

These ordinary, rather crude boots will magically leave
tracks of cloven hooves. The wearer of the boots gains a +3 to
DX, which will affect Speed, Move, active defenses and physical
skills normally.

Each wearing, however, also gives the wearer the Gluttony
and Lecherousness disadvantages while he’s wearing them, and
for 24 hours thereafter. Those who already possess these disad-
vantages will find their impulses greatly amplified — Will rolls to
resist their inclinations will be at -5.

These boots are made by the leprechauns, who delight in
selling them to big folk — without first making the boots’” draw-
backs plain!

Component Spells: Dexterity, unknown.

Asking Price: $100,000.

Self-Cleaning Clothes

Many enchanters know how to enhance a garment with the
Clean and Purify Air spells so that the garment can never become
soiled or hold an unpleasant odor. Though expensive, this is a
quite common clothing enchantment.

Component Spells: Clean, Purify Air (variants).

Asking Price: $20,000.

Self-Repairing Clothing

Clothing can be enchanted so that it will not stay torn or
damaged for more than an instant — rips mend themselves, holes
fill in. The magic only ceases to work if more than 5 of the item
is destroyed. This has no affect on the protective value of the
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Brawler’s Gauntlets

These hard leather gloves give the wearer a +5 to ST, but
once worn and used in combat, the victim permanently acquires
a 15-point Compulsive Behavior to seek out the most dangerous
quarters (ghettos, dockside taverns, orc encampments, and the
like) and attack the toughest individuals there, hand to hand. The
victim must also make a Will roll to refuse any challenge to fight,
no matter how hopeless or inappropriate, and once engaged in
any fight with weapons, the wearer must make a Will roll at the
end of the first combat turn to avoid throwing down his weapon
and attacking with gloved hands.

The physical gloves can be removed at will, but the curse
will linger until a Remove Curse is cast on the victim. The curse
cannot be removed from the gloves, only from the victim. If a
victim is cured, then dons the gloves again, the curse will re-acti-
vate and another Remove Curse will be necessary. The increase
to ST only applies while the gauntlets are physically worn.

It is said that the Gloves were originally enchanted with only
a Might spell of maximum ST, but 350 years ago they were
stolen by a notorious brigand, who used them while leading the
sack of a temple of pacifist holy men, killing and torturing many.
The day after the crime, an ancient holy man appeared before the
brigand and announced that because he had unleashed his violent
nature against the defenseless, his deity would see to it that he
henceforth would direct his violence against the strong. The out-
law drew his sword to kill the old prophet, but was instead com-
pelled to drop the blade and attack his chief lieutenant, an ogre.
In the ensuing brawl the brigand was slain and the prophet
slipped away. The gauntlets have borne their curse from that day.

Component Spells: Might, unknown.

Asking Price: $150,000.

Ravenous Gem

This is a flawless gem of any sort or size. The gem will “eat”
any other precious stone stored in the same container, or any
other Gem within 30’, and not protected from the Ravenous Gem
by some sort of wall or obstruction.

The gem will eat up to 2d other stones each day, starting
with the largest present. It will never cause another stone to van-
ish while any intelligent creature is watching (either in person or
through magical scrying).

As it eats, the Ravenous Gem will increase in size and value,
gaining half the value of every stone it eats (GMs should remem-
ber that + /2 value is not necessarily the same as +50% weight in
carats). The gem will readily devour Powerstones and other mag-
ical gems as well. It gains value from such stones normally, but
never any of the devoured stone’s magical ability.

Ravenous Gems are a well-known Powerstone glitch (a pos-
sible result of critical failure on the Powerstone skill roll). When
a stone becomes Ravenous it does not lose any other powers.

Ravenous Gems must be melted in lava, destroyed by magic,
or abandoned in some remote or secure place. Any attempt to
destroy the stone through crushing, grinding or chipping will
only result in each fragment (no matter how small) becoming
Ravenous. Ravenous stones will not devour one another.

Component Spells: Powerstone (critical failure).

Asking Price: 30% of the gem’s current value.

Chipmunk Nut

This is an ordinary nut of almost any sort. Anyone carrying
it will be plagued constantly by chipmunks, squirrels, gophers,
prairie dogs and similar small rodents. Until the bearer disposes
of the nut — or the rodents succeed in stealing it — dozens of small
beasts will constantly follow the bearer, eating his provisions,
scaring off other game, stealing small valuables and climbing
into his clothes while he sleeps.

Though normally no more than a nuisance, a Chipmunk Nut
once caused the downfall of a great kingdom. The realm was rav-
aged by famine, and an ally nation assembled a relief caravan,
sending all the grain they could spare. One of the guards, how-
ever, was an agent of an enemy nation, who placed a Chipmunk
Nut in a small metal box, concealing it in a different wagon each
morning. By the time the trick was discovered the marauding
rodents had decimated the grain supply. The caravan was a fail-
ure and the starving nation soon surrendered to its enemies in
exchange for a tiny ration of bread.

The Chipmunk Nut grows naturally from trees of the appro-
priate types in high- or very-high mana areas. In their natural
environment the trees and their fruit are not particularly attractive
to rodents, but sometimes when a nut is removed to a normal
mana area the magic activates, making it a Chipmunk Nut.

Component Spells: natural magic.

Asking Price: $250.

Chivalric Talisman

Once donned, this talisman cannot be removed without a
Remove Curse. The wearer acquires a 15-point Code of Honor
disadvantage, severely limiting his options in battle. While wear-
ing the talisman he cannot attack an unconscious or helpless foe,
attack without first issuing a challenge, attack an unarmed foe
with weapons or an unmounted foe from horseback, attack a non-
magic-using foe with magic, or indulge in any other “unsports-
manlike” behavior in combat (GM’s discretion) without making
a Will roll -5.

The Talisman is worn on a chain or thong as a pendant. It is
Hexed, and cannot be removed once donned, without powerful
magic.

Like the Brawler’s Gauntlets (above) this is a “wrath of the
gods” item. It is said to have been imposed on a knight of 400
years ago who attacked his foes while they slept, in defiance of
his vows. Though honored by his king for the victory, the leader
of his order pronounced the curse on the talisman, and com-
manded the knight to wear it ever after. On his death, the curse
lingered in the Talisman.

Component Spells: Hex, unknown.

Asking Price: $15,000.

Choker Chain

These notorious assassination devices represents a simple
combination of the Contract, Hex, and Delay spells. When the
chain (which can be any sort of metal necklace) is clasped around
the victim’s neck it becomes unremovable. After a certain
amount of time (enough to allow the assassin to escape) it begins
to contract on the victim’s neck, until the victim strangles. The
chain may be removed with the Remove Enchantment spell.




Variable Disguise

This is a full-body suit, including a full hood, stockings and
gloves. It allows the user to assume the outward aspect of anyone
he can visualize clearly. An IQ or Disguise roll is required when
the person to be imitated isn’t present, assuming the imperson-
ator has access to a good picture or magical image of the subject.
This roll is at -5 if the wearer is working entirely from memory.
However, Eidetic Memory makes this roll automatic if the imper-
sonator has ever seen the subject up close and in person. If the
impersonator is working from a verbal description, both the per-

son describing and the user have to make an IQ roll at -5. The
disguise acts as a Perfect Illusion.

The Variable Disguises are the masterpiece of a brilliant illu-
sionist and enchanter who died 85 years ago. He’s known to have
made four, but there are persistent rumors that he either made
several more, or passed along the secret to an apprentice before
his death.

Component Spells: variant Perfect Illusion spell.

Asking Price: $100,000.

X SeEcuriTY DEVICES INEENENRNEATES

Concealing Floorboard

The Concealing Floorboard is a secret magical hiding place
in the form of a rough-hewn board, typically about 8”x 2’ and 1”
thick. When the board is placed on any wooden floor, a magical
space 1’ deep is created beneath it, and it immediately becomes
invisible to everyone except the one who placed it there. It can-
not be detected by touch or by tapping to find hollow spots,
either. The board can be lifted to reveal the hiding place, but if
the board is taken more than 1’ away from the hiding place, the
hiding place ceases to exist, and anything that was inside it is
simply transferred to the floor that reappears where the space
used to be. The board can be detected by the See Secrets or Mage
Sight spells.

The board is known to use a variant of the Shape Plant spell
which allows the board to blend in with wood floors, and a lim-
ited variant of See Secrets that allows the placer to see the board
thereafter.

Several enchanters claim to know the technique involved.

Component Spells: Shape Plant (variant), See Secrets (vari-
ant), hypothetical “Create Space” spell.

Asking Price: $50,000.

Counterfeit Checker

The Counterfeit Checker is a jeweler’s loupe (an optical
device like a fat monocle) that reveals if a coin, art object, jewel,
etc. is genuine. The effect is resisted by the Scryguard spell.

Counterfeit Checkers are the exclusive creations of the
dwarves. They are known to operate with a unique Knowledge
college spell similar to See Secrets. The exact casting of this
spell, however, is a closely guarded secret.

Component Spells: Discover Counterfeit (secret, unique
dwarven spell).

Asking Price: $30,000.

Cowardly Key

This is one of the most amusing security devices, if not the
most powerful. If used by anyone except the proper owner, the
key will begin to writhe violently in the user’s hand when it gets
within one hex of the lock, calling out in a loud voice “No! No!
I don’t want to go in there! Put me down! Help!” The key must
then be carried at least three hexes away from the lock before it
will shut up. The touch of its rightful owner will also quiet the
key, as will a Remove Enchantment spell, which will return it
permanently to its normal state. It is completely impossible to get
the key in the keyhole while it is writhing.
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Such keys have been used for more than 500 years. They
recognize their owner through a variant on the Loyal Sword
spell, they move through an extremely limited variant on the
Golem spell, and they get their voice from a simple Voices spell.
Several modern wizards know how to make the key, but many
enchanters consider such an item a frivolous use of power.

Component Spells: Loyal Sword (variant), Delay, Voices,
Golem (variant).

Asking Price: $50,000.

Flossbond

While apparently just a narrow ribbon of silk, satin or even
paper, a Flossbond is actually a powerful restraining device.
Flossbonds are /4 wide, and usually 6” long, though the user can
extend them to at least 3°, sometimes longer. The Flossbonds are
PD 3, DR 5 and take 20 points of damage before they break (once
they do break, however, they lose their magic). They can be
loosely wrapped around someone’s wrists, arms or legs to bind
them securely, with an effective ST 30.

Flossbonds bind themselves with the Knots spell. They are
also enchanted with a variant of the Loyal Sword spell that caus-
es them to untie only when the command word is spoken by the
same person who originally set the bonds. The spell that gives
them their great strength remains a mystery.

A great number of Flossbonds were apparently brought into
the world about 600 years ago, from extradimensional sources.
All the world’s Flossbonds are from that original “shipment.”

Component Spells: Knots, Loyal Sword (variant).

Asking Price: $30,000 (more for longer specimens).

Inquisitor’s Hood

This pointed, full-face hood lends the wearer the Interro-
gation skill at IQ+4 or adds +4 to existing skill, whichever is
greater (maximum skill 20). It also gives the wearer the ability to
cast the Compel Truth spell at will.

The Hood is a rather common magic item, and is used by
many governments and organizations. Both powered (usable by
nonmages) and nonpowered versions are made.

Component Spells: Lend Skill, Compel Truth.

Asking Price: $75,000 (nonpowered).

Marking Manacles
These are apparently normal iron manacles which automati-
cally cast the Dye spell on the prisoner when they’re snapped on
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Abaddon, the Chariot of Death . . . .. 82

Accurate Shield ................. 28
Agonizing Whip................. 98
Alarum........................ 89
Alchemical Arrow ............... 94
Alicorn........................ 48
All-Purpose Identity Paper......... 71
Ambrosia’s Wand. ............... 66
Animate Armor ................. 24
Aper’s Prompter. . ............... 71
ArmorRing ........ .. ... .. .. ... 24
Arthurian Ensemble. . ............ 89
Artificial Archmage .............. 60
Assassin’s Knife. . ............... 98
Attentive Insect .. ............... 71
Attractive Jewelry ............... 53
Avalanche Sling ................. 94
Banishment Censer ............. 103
BeastStaff ..................... 67
Beauty’s Veil ................ ... 32
Beggar-King’s Cloak .. ........... 71
Berserker’'s Axe ................. 98
Bickering Brothers, The........... 89
Binding Uniforms ............... 32
Birth Control Talisman. . .......... 48
Blank Cards . ................... 72
Bloodberries. . ................. 103
Bomb-Prodd.................... 94
Brawler’s Gauntlets . ............. 39
Bungee Sash.................... 32
Burbane’s Staff. . ................ 67
Burrowing Blowpipe ............. 95
Cacophonous and

Harmonious Bangles ........... 53
Carello’s Convenient Handle. . ... .. 73
Cat’sPaws ..................... 32
Cauldron of Rebirth, The......... 103
Chameleon Suit . ................ 72
Change Purse ................... 32
Chariots of Hell, The . .. .......... 82
Chipmunk Nut . ................. 39
Chivalric Talisman . .............. 39
ChokerChain................... 39
Chronos’ Watches. . .............. 53
Clenching Ring ................. 40
ClownSuit..................... 32
Color-Changing Cloth . ........... 33
Comfortable Clothing ............ 33
Commander’s Sword . ............ 90
Complete Thief’s Kit, The......... 72
Concealing Floorboard. . .......... 78
Concealing Glove. . .............. 72
Contagious Stone . . .............. 28

Convenient Diversion. ............ 73
Counterfeit Checker.............. 78
CowardlyKey .................. 78
Cross-Dresser’s Jabot. . ........... 40
CrystalMap . ................... 60
Dagger Tube.................... 97
DancingDice ................... 73
Dancing Shoes . ................. 33
Deceiver....................... 90
Defender....................... 90
Demi-Buckler................... 28
Demon Armor .................. 24
DemonWand .................. 103
Dervish Blades. ................. 99
DipsRing ..................... 73
Dis, the Chariot of Fear........... 82
DivinerCoins. .................. 61
Diviner’s Tiles .................. 60
Doomfeather. . .................. 40
Dragonhide. . ................... 25
Druid’s Revenge. . ............... 40
DwarvenMail. .................. 25
EarDrum ...................... 40
Ecstasy Ring. ................... 54
Elemental Generator ............. 61
Elmer’sRope ................... 41
Elven Silversilk ................. 25
Emergency Rope ................ 73
Enchanter’s Scabbard. ............ 61
Enchanter’s Staff ................ 67
Endowment Staff . ............... 67
Enveloping Bolas................ 97
Equalizer ...................... 90
Equestrian Armor. . .............. 26
Erindir’s Endless Path ............ 83
Eristan’s Sword . ................ 90
Escape Shield................... 83
Evasive Armor .................. 26
Everfull Coin Purse .............. 73
EyelessFace.................... 73
Faerie Shoes.................... 33
Fencing Satchel ................. 74
Fertility Talisman................ 48
FeverCloths.................... 48
Flossbond...................... 78
Flying Carpets and Brooms .. ...... 83
Forger’'sQuill................... 74
Fortifier. . ...................... 48
Fouling Stone. . ................. 41
GafferChest. . .................. 41
Gawain’sBelt. .................. 89
Gender Bender.................. 33
Gift of Forgetfulness ............. 41

Glide Boots .................... 33
Glutton’s Mint . ................. 41
Goldbow. . ... 95
Golem Shield .. ................. 28
Grand Ascentor ................. 62
Grapple Bow ................... 74
Greater Runestones .............. 61
GremlinGems .................. 54
Hag’sOpal ..................... 41
Halitosis Tankard . ............... 42
HalopianCell .. ................. 74
HeadJar...................... 104
Healer’sGlass .................. 48
Healing Glove .................. 49
Healing Grass. . ................. 49
Healing Slumber Bracelet . ........ 49
Hidden Swords. ................. 91
Hitobana....................... 74
HoldingRing . .................. 74
Hoop Portals. ................... 83
HotfingerRing . .. ............... 54
Hufewdo’s Portal, or

Hufewdo’s Hoop. . ............. 84
Hypnosis Medallion. ............. 54
Immunity Ring.................. 54
Impact Medallion. ............... 29
Incandescent Nail................ 74
Inconspicuous Veil .. ............. 34
Infinite Sleeves. ................. 34
Innocence Stone................. 75
Inquisitor’s Hood . .. ............. 78
Insanity Blots. .................. 42
Intoxicating Goblet .............. 42
Invisible Armor ................. 26
Invulnerable Kobold, The ......... 54
Itching Powder. ................. 42
Itchy-Finger Gloves . .. ........... 75
Jailing Key .......... ... ... ... 42
JonasBlade .................... 91
Juggernaut Armor. . .............. 26
Kickboxer’s Shirt............... 100
Knack Tattoos. . ................. 62
Knifeman’s Sleeves . ............. 97
Lamp of the Shadow Ark, The. . .. .. 84
Landscape Cape .. ............... 34
Lapis Potentissimus . .. ........... 62
Liar’s Brooch .. ................. 75
Liberating Talisman . ............. 75
LifeToken ..................... 49
Lightning Staff. .. ............... 68
Loophole Pen................... 75
Loosefingers. .. ................. 91
Lorestone ...................... 62
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Loyal Coin..................... 75
Lucky Pieces ................... 55
MadNut....................... 42
Maelstrom ..................... 91
Mage’sSeat .................... 62
Magebinding Bracelets ........... 42
MagicFans.................. ... 34
Magical Purge .................. 63
Maladroit Table ................. 43
Mana Compass. . .. .....ovuvenn.. 63
ManaPool ..................... 63
ManaRing ......... ... .. ... ... 63
ManaVortex.................... 64
Mangler, The ................... 99
Mapmaker ........... .. ... ..... 75
Marduk, the Chariot of Fire........ 82
Marking Manacles . .............. 78
Mentor ........................ 92
Merciful Bow, The............... 95
Message Stick .......... ... ..., 75
Mind Exchanger................. 43
Mirror of Discernment. ........... 64
Mislabeled Potions. .............. 43
Mocking Box . .................. 76
Money Belt. .............. ... ... 34
Monster Box. . .................. 43
Mother’s Brooch/Father’s Brooch . . . 55
Mountebank’s Stick .. ............ 92
Multitudinous Sword . . ........... 92
Mummy Case.................. 104
Musical Interlude . . .............. 55
Musical Jabot. . ................. 43
Nameflower .. .................. 64
Nature Amulet .................. 29
Needle Sword. .................. 92
Nemesis Javelin .. ............... 97
Netstones . ..................... 95
New Caliburn. .................. 89
Nicodemus’ Foolproof Laboratory. . . 64
Night Shroud . .................. 34
Niven’s Nightglider .............. 76
Oblivious Lute .. ................ 43
Ocular Patch. . .................. 49
Omnipresent Crystal ............. 64
One Size Fits AllRing. ........... 44
Orientation Talisman . ............ 65
Ostrich Lair .................... 76
Painless Limb Setter ............. 50
Paragon............ ... ... .. ... 92
PassportKey.................... 76
Patrician Jabot . ................. 44
Penetrating Bow. ................ 95
Pentagram Disk . ................ 65
Personality Hats. .. .............. 35
Pertwee’s Potent Pinions . ......... 85
Phantom....................... 93
Pink Arrows .. .................. 96
Plane-Shifting Fork .............. 65
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Playclothes. .. .................. 35
Portable Door. .................. 76
Portent Crystal . . ................ 55
Powerstone Charger.............. 65
Powerstone Recharging Rack ...... 65
Powerstone Screen............... 66
Privacy Coin. ................... 79
Problem Box ................... 44
Protective Brooch. . .............. 56
Pugilist’s Gloves. .. ............. 100
Purge Stone ............ ... ..., 50
Quality Label . .................. 35
Rainmaker Ring . ................ 56
Rapid FireRing ................. 96
Rapid Firing Crossbow ........... 96
RavenousGem.................. 39
Resurrection Crypt.............. 104
Revenge Wand .................. 44
Reversion Arrows. . .............. 96
Ring Sheath .................... 93
Rookie Armor. . ................. 27
Rowan Wood Shield. ............. 28
Runner’s Shoes. ................. 35
SafeSafe ........... ... ... ... 79
Sage’sBand .................... 56
Satyr’s Feet. .................... 35
Scabbard. ........... ... .. ... 89
Secret Jimmy . .................. 77
Self-Cleaning Clothes ............ 35
Self-Repairing Clothing. .......... 35
Sense-Enhancing Helmets . ... ... .. 27
Serpent Lord’s Band ............. 56
Seven-League Boots. . ............ 85
Shadow Cloak .................. 77
Shielding Garments . ............. 66
Shifting Coat Shield. ............. 28
Shimmery Axe, The.............. 98
Shocking Mace. . ................ 99
Sickness Eater .................. 50
Siege-Bow ........ ... Lol 96
SIrocco . ..o 93
SkeletonKey .................. 105
Sky Pinnace .................... 85
Slave Collar . ................... 44
Slayer Sword . ........... ... .... 93
Sleepless Charm. . ............... 56
Smiter. ... 93
Sophisticated Ensemble . .......... 35
Soul Orb............ ... ... ... 105
Spellcaster’s Robe .. ............. 66
Spellcatcher Ring. .. ............. 56
Spider Palanquin ................ 85
Spirit Generator . . .............. 105
Spypiece. .. ..o 77
Steadfast. .............. ... .... 93
Stonefist Bracers ............... 100
Stoneform Amulet ............... 29
Storm Amulet. .................. 57
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Strongmind Ring . ............... 57
Stupefaction Bow................ 97
Sun King’s Armor ............... 27
Sunlight Gems . ................ 106
Super Suture. ........ .. ... ... 50
Surefoot Slippers . ............... 77
Surtur’s and Ymir’s Swords. . ...... 93
Switch Sword. .................. 94
Sylvan Staff . ................... 68
Tacky Brooch................... 45
Talisman of Recollection.......... 57
Teleportation Hat . . .............. 36
Thirsty Flask ................... 45
Thrym’sAxe.................... 98

Thulin’s Axe.................... 98
Timecrystal. .. .................. 66
Timejumper’s Ring. .. ............ 57
Titan . ... 94
Trap Light. . ............ .. .. ... 77
Treacher’s Lance ................ 99
Tutoring Sword, The ............. 94
Unfaithful Weapons . ............. 45
Unwelcome Mat. ................ 45
Vampire Cure . .. ............... 106
Vampire Fangs .. ............... 106
Vampire’s Coffin ............... 106
Vampire’s Ring. . ............... 107
Variable Clothing . . .............. 36
Variable Disguise .. .............. 78
Variable Polearm . .............. 100
Veteran’s Armor. .. .............. 27
Vigilant Nail. .. ......... .. ... .. 79
Vigilant Purses . .. ............... 79
Walking Shoes .. ................ 36
Wanderer’s Cloak. . .............. 36
Warding Garments . ... ........... 66
Wardrobe Bands. ................ 57
Warming Ear Muffs .. ............ 36
WarningRod . .................. 68
Warrior’s Charmed Bracelet,

or Amazon Bracelet . .......... 100
Watchbug . ......... ... .. ... 45
Well-Armed Belt ............... 100
Woodlands Sword . .............. 94
WoundMud .................... 50
WoundWand ................... 50
Zig-Zag ATrow . ... ... 97
Zombie Coffin ................. 107
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P-Nbbadon, 82.
Accidental spells, 14, 17.
Amulets, 115-117.
Anachronism, 7.

Arlon, 87.

Armor, 22-27; common spells, 23.

Arros, 89.
Asking price, 21.
Axes, 98.

atto, 31.

Dark Elves, 38, 102.

Darros, 89.

Dis, 82.

Divine gifts, 15.

Do-It-Yourself Enchantments,
7.

Dragons, 25, 56.

Dwarves, 14, 23, 25.

IeYates, 15, 38, 102.

Bartolomeus, 70.

Berlow, 47.

Blaatchep, 38.

Black Market, 16, 38, 68.

Bows, 94-97.

Brokers, 8, 18.

Burbane, 67.

Buttons’ Miraculous Dish
Cleaner, 16.

Buying magic items, 6, 8; with
character points, 6.

[§ucito. 73.

Centaurs, 15.

Character creation, 5.

Character points, 6.

Charms, 115-117.

Chastity belts, 32.

Church, 16, 47.

Circles, 12-13.

Clothing, 30-36; common
spells, 31.

Colleges, 13.

Commissioning magic items, 8.

Common Enchantment Table,
118-125.

Component spells, 20.

Cursed items, 5, 37-45; com-
mon curses, 38.

.haz 102.

Elixirs, 112-114.

Ellyllon, 15.

Elves, 12-14, 25.

Enchantment, 7.

Erindir, 83.

Eristan, 90.

Extralegal items, 69-79; com-
mon spells, 70.

Extraplanar artifacts, 15.

Ezarian, 68.

aerie, 12.

Fauns, 15.
Finding magic items, 5.
Fishmen, 15.

ame balance, p. 5.

Gawain’s Belt, 89.
Ghouls, 15.

Gifts, 5.

GM advice, 20.
Gnomes, 14.
Goblins, 14, 25.
Gods, 15.

Guilds, 16.

[&leating, 46-50.
Horse, 26.
Hufwedo, 84.

Bliceal items, 69-79.
Insect Men, 15.
Intelligent swords, 87.

ewelry, 51-57; common
spells, 52.

argreave, 23.

apis Potentissimus, 62.
Laramon the Bard, 44.
Leprechauns, 14, 31, 33.
Liches, 102.

Lost secrets, 14.

Lost spells, 17.

Luxury items, 17.

age’s tools, 58-68; common
spells, 59.

Magic item table, 126-127.

Magic shops, 9-10.

Magical brokers, 8.

Mana basins, 12, 55.

Mana Tree, 11.

Mana, 63.

Maps, 75.

Marduk, 82.

Mekro’s Colossus, 27.

Mer-folk, 61.

Merchants, 8-19.

Mummy, 104.

aming magic items, 8.

Necromancy, 38, 47, 101-
107; common spells, 102.

New Caliburn, 89.

New spells, 17.

New stock items, 125.

Nonviolent items, 16.

@ne—shot enchantment, 21.
Other campaigns, 18.

Eatrons, 15-16.

Powerstones, 39, 59, 62-63,
65, 66, 108, economics,
109; quirks, 110-111.

Price of magic items, 8.

[®uirks, 110-111.

maces, 13.

Ranged weapons, 94-97.
Religion, 47.

Remove Curse, 24.
Renaida, 52.

Research, 17.
Runestones, 62.

ea Elves, 61.

Secret spells, 17.
Shields, 28-29.

Siege engines, 16.
Skill level, 21.
Spacesuit, 24.

Spells, 17, 20.
Starting a campaign, 5.
Staves, 66-68.

Surtur, 93.

Sword Spirit spell, 87.
Swords, 89-94.

echnology, 7

Thief’s items, 69-79; common
spells, 70.

Throwing weapons, 97.

Thulin, 98.

Toys, 17.

Trade in magic items, 9.

Transportation, 80-85.

Traps, 37-45.

Tricks, 37-45.

nderground Market, 16.
Unique magic items, 12.
Unique spells, 17.
Universities, 12-13.
Unknown spells, 17.

Nampires, 102-103, 106-107.
Variant spells, 17.

W Tands. 66-68.

Weapons, 86-100; common
enchantments, 88.

Wizard’s tools, 58-68; common
spells, 59.

ierasumus, 57.

Ymir, 93.
Yrth, 98.

ebulon, 59.

Zylé, 81.
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STUCK FOR AN ADVENTURE?

NO PROBLEM.

Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.

e Free downloadable adventures for
GURPS, In Nomine, and Traveller!

e Fun gaming accessories — shot glasses,
shirts, specialty six-siders, and more!

e PDFs from Atlas Games, Amarillo Design
Bureau, Pelgrane Press, Goodman Games,
and many others - plus gems from
the up-and-comers.

e Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

e Fully searchable files of GURPS Fourth
Edition supplements.

e Digital editions of out-of-print classics,
from Orcslayer and the complete run of ADQ -
to GURPS China and GURPS Ice Age. I >

@ Buy board games and roleplaying PDFs in 2
the same order! Download digital purchases
again whenever you need to.

STEVE JACKSON GAME

warehouse23.com



e23.sjgames.com
www.warehouse23.com
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