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Introduction

Welcome to Bits of Magicka™: Pocket Items, a
free product in the Bits of Magicka line by
Tabletop Adventures!

Have you ever had idle party scoundrels eye
passersby in the street in your campaign cities, and
try their hand at a little pickpocketing? All of a
sudden, you have to come up with not only a
description of possible targets, but some idea of
what they might be carrying that is commensurate
with the risk. Too often, this devolves into fleecing
commoners for a handful of copper and silver,
before the inevitable hue and cry and pursuit by
the local town guards.

This is where Bits of Magicka: Pocket Items
comes in. This free product presents you with a
score of juicy targets carrying items of potential
interest, including in each case a magical item of
some kind. Not only do you have a wealth of
interesting, but not overbalanced, loot for the
enterprising cutpurses in your group to steal, but
also some idea of who would be carrying it, why,
and what the potential consequences might be
once the victim discovers the theft.

So sit back and relax, knowing that the next time
your characters’ thieving instincts kick in, you'll
be ready for them...quite possibly to their woe!

Using Bits of Magicka™

Whether you are a game master who loves to
create adventure on the fly, a meticulous GM who
crafts adventures well in advance to exacting
specifications, or a beleaguered GM who barely
has time to run published modules “out of the
box,” Bits of Magicka can work for you. Here are
some of the ways:

1. Shooting from the hip: As mentioned above,
this product is well suited for coming up with a
few targets of pocket picking on the fly. Each of
the persons presented here and the items they carry
are admittedly not common to your average town
citizen or traveler, but if thieves wish to go after
easy targets, they should be content with the
handful of coppers they get. Instead, these
characters each stand out in some way, even if
only subtly, and thus promise a greater risk to the
thief.

2. Adventure seeds: A more intriguing possibility
is to bring one or more of the people presented
into your campaign as a minor support character or
otherwise involve them in some way with the
current adventure your group is undertaking.
Perhaps the characters have heard of a local cult to
a loathsome monstrosity and seek to investigate
disappearances related to it; this could put them in
contact with a possible agent of the cult, Dorgram
Hamner (entry #14). Or maybe a party wizard
seeks an exotic spell, only to find it excised from
the book where it was stored (entry #5); the
character might then seek out the lost pages—or
even be accused of stealing them by the rightful
owner!

Stealing from many of the individuals listed may
be the springboard for an entire adventure. People
usually take a dim view of having their valuable
possessions stolen, and many of those with the
most valuable items have powerful friends and
influence that can be turned to hunting down the
culprits.

Reading the Entries

The entries in Bits of Magicka: Pocket Items are
arranged as follows:

TITLE: Gives a brief title describing the work.

THE MARK: A brief description of the potential
target of theft, including a short bracketed section
detailing the character's race, class, and level.
Apart from the bracketed text, this section is
designed to be read aloud to your players.

THE TAKE: An inventory of the valuables the
mark carries, including not only the primary
magical item described in more detail in
subsequent sections, but whatever coins, jewelry,
or other wealth the person might be carrying.

CONSEQUENCES OF DISCOVERY: How the
mark might react if he or she catches a thief in the
act, or what the victim might do once the loss is
discovered. This can range from shrugging it off to
hiring assassins to track down and slay those who
dared the theft.

ITEM APPEARANCE: This is a description of the
primary magic item carried by the individual. As



with the section above on “The Mark,” it is
intended to be read aloud.

ITEM HISTORY: A few brief historical notes on
who created the item and why, and some idea of
what has happened to it. This section focuses more
on notable people and events surrounding the item
rather than being an exhaustive description of each
item’s creation and history. Names of individuals,
places, and organizations involved with the item
are often given, but feel free to replace these with
appropriate names from your own campaign. This
section could be helpful in particular if a party has
access to the services of a bard or historian, or
appropriate divinatory magic. The exact difficulty
of skill and ability checks to determine the
information is also left to you, as it depends
entirely on how significant a role you decide an
item’s history has had in your campaign.

ITEM PROPERTIES: Lists the actual properties
and powers of each magic item, whether it is
essentially the same as an existing magic item, a
variant of it, or something entirely new. This
section also lists the strength and type of magical
and alignment-based auras, if any, for each item,
and the total value of an entry.

EL: The Encounter Level indicates the level at
which this entry would be most appropriate for a
group to encounter. Unlike the classic Bits of
Magicka entries, which assigned EL values based

on the actual value of the magic item, the entry for
Pocket Items is more a reflection of the challenge
and threat the mark represents as a target of theft.
In most but not all cases, the value of the take is
commensurate with the level of difficulty. Note
that a particular individual may be easy to steal
from, but still have a high EL value due to the
resources and abilities he or she commands to
track down and punish thieves.

Remember: Bits of Magicka™: Pocket Items is
designed to augment your imagination and make it
easier to add flavor to your game. Never feel
constrained by the exact description, properties, or
history of any entry—feel free to adjust whatever
it takes to suit your particular needs.

If you find Pocket Items to be a useful and
entertaining addition to your gaming library, be
sure to check out the other products in the Bits of
Magicka line!

Damien

Peon of Deviltry
and the good people at Tabletop Adventures

Look for other great resources
written by Greg Ragland and
published by Tabletop Adventures.

Bits of Magicka: Mystic Writings Available Now

Time for a little magic - 100 detailed magical writings, which are not just your everyday scrolls! The exceptional imagination of author Greg
Ragland has turned what might seem to be fairly predictable items into unexpected pieces of adventure. From a scroll that can be read only in
a dream to a huge sheet of brass fastened to a castle wall to a spell in the heart of a jewel, there are 'scrolls' here as you've never seen them
before.

Each item has a physical description (written for a GM to read aloud if desired), a brief history, and complete 3.5 Edition stats. In addition to
the familiar scrolls and books of spells, you will find mystic writings in all shapes and sizes, some hidden or protected in a variety of ways,
whose histories provide possible plot hooks or story ideas. The pieces run the gamut from 50 to over 100,000 gold pieces, and include
Encounter  Levels (ranging from 1 to 20) to make them easy to fit into any treasure hoard.
Buy it Today and Play it Tonight!

Bits of Magicka: Rings and Jewels Coming Fall 2007
Just what every dungeon delver and warrior princess needs to make their ensemble complete: bejeweled baubles and delectable bling.
These magical treasures are perfect to wear, loot or plunder as you please. Try on the Ring of the Infernal Dirge, the Bracelets of Balance, or
the Ring of Thunderbolt Fells. Please your paramour with the Earrings of Subterfuge and the Tiara of the Maiden’s Youth or curse someone
with a night hag’s heartstone. You decide!

Bits of Magicka: Weapons of Mayhem Coming in 2008

Look for this grand resource for magical violence in 2008.



12. Rashed’s Glimmerlight

THE MARK

By the thick layer of dust coating the gray
woolen robes of this diminutive gnomish
traveler [male gnome Mnk6; Spot +10], he
could only be a new arrival to town. He bears
no visible weapons or other adornments on
his simple rope belt, though the robe does
have voluminous-looking pockets.

THE TAKE
The gnome's left pocket holds a wadded, heavily
soiled handkerchief. His right pocket contains a
few coins [3 gp, 8 sp, 9 ¢p], and a small sphere of
clear crystal.

CONSEQUENCES OF DISCOVERY

This traveler, Rashed, views the loss of his small
wealth philosophically, figuring the gods have
placed the items in the hands of those in greater
need, and does not actively pursue the criminals.

ITEM APPEARANCE

Polished to a mirror sheen, this smooth
sphere of clear crystal is surprisingly heavy,
and is about the size of a plum. [When held in
one’s hand:] The sphere erupts in bright
silver light that clearly illuminates the area
around.

ITEM HISTORY

The glimmerlight was created by the monastic
Order of the Silver Flame, a group of gnome
monks who seek physical excellence as a
reflection of the purification of their spirituality.
Rashed, a member of the order, was given the
glimmerlight when he left to travel the land and
gain experience and wisdom on his journey.

ITEM PROPERTIES

When held in hand, this crystal sphere radiates
silver light brightly out to 20 feet, and dimly out to
40 feet. The sphere automatically activates when
grasped, and deactivates one round after being
released.

Faint evocation; CL 5th; Craft Wondrous Item,
continual flame; Price 150 gp. EL 6. Total Value:
153.89 gp.

13. Scrivener's Exotic Inkset

THE MARK

A harried scribe [male human Exp6; Spot +4]
trots along, hair mussed and a smudge of ink
adorning one cheek. Despite his beleaguered
appearance, the quality of his robes marks
his status. He may be an important servant of
a wealthy family, or perhaps the bookkeeper
of a prosperous business. He bears a small
leather satchel slung over one shoulder.

THE TAKE

Contained within the satchel are the scribe's tools,
of masterwork quality: inks, quills, blotting sand, a
knife to trim quill ends, various sheets of blank
paper and parchment, and so forth [total 100 gp
value]. These effectively serve as masterwork
tools for the scribe's profession.

In addition, there are six different varieties of
magical ink.

CONSEQUENCES OF DISCOVERY

Should the scribe's satchel be stolen, he reports the
loss immediately to the noble family for whom he
works; they use their resources to try to track
down the thieves. Their chance of success depends
upon the importance of the noble family in local
affairs.



ITEM APPEARANCE

The whetstone within the pouch is made from an
unusually dark granular stone, smoothed into a
rectangular bar. A rune has been chiseled into the
stone at either end. The coarse grains glifter with an
oily sheen.

ITEM PROPERTIES

The whetstone can sharpen blades at great speed,
with just a single draw across it for each side of the
blade. While this does not unduly improve the
accuracy of the blade in combat, it does save time;
in a profession where being able to sharpen one's
cutlery in a hurry is a boon (such as chef or
weaponsmith), the blade adds a +2 circumstance
bonus to Profession skill checks when determining
weekly income.

Bits of Magicka: Pocket Items ©2007 Tabletop Adventures™, LLC

ITEM APPEARANCE

A teardrop-shaped stone has been set as a pendant
in this fine gold necklace. The stone is polished
smooth and is colored in infriguing bands of lighter
and darker blue, with occasional patches of a
coppery hue. The clasp on the back of the necklace
looks broken. The mount aoffixing the gem to the
necklace has been sculpted to resemble a sea
serpent coiled around the top of the stone.

ITEM PROPERTIES

The pendant functions as an amulet of health +2;
however, it needs to be repaired before it can be
used, requiring 500 gp in materials.

The stone set in the pendant is a chrysocolla—a form
of blue chalcedony

ITEM APPEARANCE

This stone idol is a handspan long, and bears the
semblance of a hulking, primitive apelike figure with a
human face. Something about the proportions of the
body seems vaguely awry, as if the sculptor had little
experience judging the contours of natural forms. Tiny
flakes of obsidian serve as the idol's eyes, staring
blankly out of the human face.

ITEM PROPERTIES

When activated, the Idol of Tur'Gaash transforms into a
hulking beast-thing nine feet tall in the same shape as
the idol. It can be activated up to three times per day,
for a total duration of up to 30 minutes. If slain, it
reverts fo idol form.

The beast-thing does not speak, but it understands
Abyssal. It also can communicate empathically with the
idol’s possessor, if it so desires.

Bits of Magicka: Pocket Items ©2007 Tabletop Adventures™, LLC
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ITEM APPEARANCE

Polished to a mirror sheen, this smooth sphere of
clear crystal is surprisingly heavy, and is about the
size of a plum. [When held in one’s hand:] The
sphere erupts in bright silver light that clearly
illuminates the area around.

ITEM PROPERTIES

When held in hand, this crystal sphere radiates silver
light brightly out to 20 feet, and dimly out to 40 feet.
The sphere automatically activates when grasped,
and deactivates one round after being released.

Bits of Magicka: Pocket Items ©2007 Tabletop Adventures™, LLC Bits of Magicka: Pocket Items ©2007 Tabletop Adventures™, LLC



Open Game License

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed
or adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines to
the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License,
including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark" means the logos, names,
mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material
of Open Game Content. (h) "You" or "Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may
be applied to any Open Game Content distributed using this
License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by
this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and
to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game
Material so affected.

13 Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman,
Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt,
based on original material by E. Gary Gygax and Dave Arneson.

Creature Collection Volume 1 Copyright 2000, Clark Peterson.
Modern System Reference Document Copyright 2002, Wizards of
the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, based on material by Jonathan Tweet, Monte Cook,
Skip Williams, Richard Baker,Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker

Monster Manual II Copyright 2002, Wizards of the Coast, Inc.
Swords of Our Fathers Copyright 2003, The Game Mechanics.
Mutants & Masterminds Copyright 2002, Green Ronin Publishing.
Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.;
Andy Collins, Jesse Decker, David Noonan, Rich Redman.

The Hypertext d20 SRD Copyright 2004, Jans W Carton.

Bits of Magicka: Pocket Items. Copyright 2007, Tabletop
Adventures, LLC; Author Greg Ragland.
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