Nightfall Specialty Items 

· Holdout Pistol 

All nobles and most Middle-class merchants carry these tiny, spring loaded firearms up their sleeves for self-defence. Most of the diminutive guns fire but a single round. A holdout pistol is mounted on a special arm band that contains the spring mechanism. 

Damage is 1d10 and has a range of twenty feet. Beyond that, the damage is reduced to 1d6.

· Blood Orb

This tiny glass orbs appear as finely crafted marbles that have had at least twenty canes of ruby red inserted into them. The spheres are warm to the touch and emit a faint pulsing vibration. Once held, the pulsing of the orb gradually synchronises with the wielder’s heartbeat.

A Blood Orb is intended to be surgically implanted, typically within fatty tissue (such as in the abdomen). If implanted into a Wrell or other standard humanoid, the Blood Orb accelerates the healing process to one hit point per hour. If implanted into a Wrailian (Vampire Noble), then the noble will need to feed on blood only half as often. As one might surmise, the Blood Orbs are highly coveted by those very few Vampire Nobles of good alignment, as it reduces their need to drunk blood.

· Fireball Staff

This pyromaniac’s dream is actually a mechanical contrivance, not a magical device. It appears as a wide, bamboo tube with several access panels and two buttons. The first button is actually a thumb-sized pump that primes the firing chamber, while the other button discharges the weapon. 

The staff holds four charges of a viscous, oily fluid (called “sticky fire”). Against the poor unfortunate target, it inflicts 3d4 damage the first round, 2d4 the next, and 1d4 the final round. Of course, a victim with the presence of mind to “stop, drop, and roll” can arrest the burning process at the end of the first round (roll Panic check)

The fuel, sticky fire, costs 5r per charge. It has a 10’ range and an initiative delay of 8.

· Seeker Stone

Looking curiously like a large, cat’s eye marble, this sphere helps the user find missing items. To implement, the user simply tells the sphere what to find (example: “look for my wallet” or “find my keys”). The sought-after item must belong to the user. Obviously, this item is also useful in tracking down pick-pockets (example: “find my stolen dagger”). Evil nobles may also use it for more sinister purposes (example: “find my escaped slave!”)

Once activated, the sphere hovers in the air and floats toward the missing item at a comfortable walking speed. It will continue until the object is found or until the user cancels the command. 

· Icon of Recall

This powerful item has helped more than one Vampire Noble out of a bind. Typically shaped as an ornate golden representation of a local House symbol, this small piece of jewellry and sports the wearer to a predetermined place of safety (typically the noble’s estate).  Once used, the device is discharged for a full week. It’s possible for the device to be reprogrammed, but it is a difficult process. It requires a Mathematics check at -6. A failure destroys the device.

· Gauntlet of Agony

A nasty piece of hand protection, these gauntlets cause great pain in the user’s victims. Aside from the standard +2 damage (added to the user’s punch attack), the gauntlets discharge an electrical current that causes pain through nerve induction. The effect lasts 1d4 rounds. A save versus system shock negates the effect, otherwise the victim is penalised at -4 to all rolls for the duration. The gauntlets can function once per day per level of the user. 

· Everflowing Bottles

The fairly common magical items are favourites amongst the middle class and travelling adventurers.  These bottles can be enchanted to decant water, milk, iced tea, juice, or iced coffee. The bottles maintain a temperature 5° above freezing at all times and can decant four times their volume each day.

· Fake Genie Lamps

At some point in the not too distant past, a merchant from a distant world sought to hoodwink the good citizens of Kenka’Noir’s Landing by selling a huge batch of lamps as “genie lamps”. The merchant made his money and made a hasty escape through a portable Gate.

What do these lamps do, exactly? The make a musical sound that sounds vaguely Middle Eastern, then emits huge quantities of thick white smoke. It eventually fills a spherical volume 3// in radius.  

· Arch of Peace

While this device is technically illegal, many Raven churches outside of the main cities are equipped with these stone arches that dampen telepathic energy. The obvious implication is that Vampire Nobles cannot use their empathic powers inside the protected temples. 

The Arch of Peace also dissuades evil-aligned being from entering the church. The Arch causes evil people to experience severe skin irritation that persists until the trespasser leaves. It causes no damage, but the affected creature functions at -4 to all rolls for the duration. No saving throw is possible. 

Finally, the Arch of Peace forbids Undead of 1-2 Hit Dice from entering. Should such a creature be forced enter, it takes 1d6 damage per round that it trespasses. 

· Ring of Invisibility

This is more of a gag gift than anything else. The object’s power turn the ring, not use user, invisible!

· Ring of Life Support 

This ring has saves the lives of more than one adventurer. It remains quiescent until the wearer is injured below -10 HP. It then discharges its energy to bring the wielder up to 1 HP. Once used, the ring remains dormant for 24 hours. A wise adventurer would pretend to still be dead until his/her assailant leaves. 

· Ring of the Buckler Shield

As the name implies, the ring’s power conjures a circular plane of energy that grants protection equivalent to that of a buckler shield. 

· Ring of Poison

This non-magical ring is an assassin’s favourite. The main jewel on the ring swivels to open a small compartment that can store a single dose of powdered poison. Of course, a clever adventurer could store other small objects in the ring instead of poison.

· Ring of Slicing

This ring is one to be given to an enemy. The ring remains quiescent for 2d4 weeks before activating. Once it activates, however, the wearer must make a save versus magical weapon or have his/her finger severed. If the save is successful, then the victim takes 1d4 points of damage each round (from blood loss) until the ring is removed (by Dispel Magic or from physically cutting the ring in half). If cut from the target’s finger, the ring repairs itself over a 24 hour period.

· Ring of False Healing

This is another trapped item. When the wielder’s hit points drop to 0, the ring injects a concentrated dose of adrenaline into the wielder’s bloodstream. This gives the user the impression that he/she has been healed. It is a false impression, however, since the ring does not heal at all. 

Once invoked, the user can fight normally down to -30 HP, at which time the user drops over dead. Beyond -10HP, the wielder is effectively dead, but is able to keep fighting anyway; healing potions are ineffective at this point. The adrenaline lasts for one round per point of Constitution. If the user is at -11 HP or less when the drug recedes, the user still dies. 

· Ring of Useful Flame 

A utilitarian ring to be sure, it is one few adventurers would wish to pass up. This simple copper band can light fires, repair small metal objects, create torchlight, and the like.

Matchlight: The ring generates a flame the size of a match head. It’s useful for lighting stoves or cigarettes.

Campfire starter:  The ring generates a flame the size of an egg. It’s useful for lighting a camp fire.

Torch: The ring summons a 6” sphere of flame that provides the light and heat of a standard torch.

Hand warmer: The ring can generate subtle heat to warm one’s hands on a chilly night.

Welder: The ring generates a tiny point of fire suitable for making repairs to small metal goods.

· Ring of Reaction

This ring is a non-fatal variant of the Ring of False Healing. When activated, it injects the user with a modest dose of adrenaline that temporarily boost the user’s combat speed by +3. The effect lasts for round per point of Constitution. Once the effect ends, the user gets very sleepy . If the user fails a save versus system shock, the user passes out for half an hour.

· Universal Tool

A mechanic’s dream, the Universal Tool appears as an ordinary steel rod when not in use. Upon command, the Universal Tool can take the shape of all manner of screw drivers, an awl, a socket wrench (of various sizes), pliers, a small hammer, or any other common tool that weighs a pound or less. 

· Gauntlet of Life Stealing

This loathsome armoured glove grants the wielder the ability to drain life energy from his/her victims. The gauntlet has two modes of operation: drain health and drain life. Both require a simple touch attack. The former has a save versus system shock, while the latter requires a save versus death magic. This item is popular with Wargonwyr Priests. 

Drain Health: Victim loses 3d8+3 HP, but can be healed normally.

Drain Life: Victim loses 1d6 HP in Death Magic Damage.

· Amulet of Blood Seeking

A “must have” for the more lazy Vampire Nobles. It directs the wearer to the weakest Wrell within a mile radius. Some of these rings (30%) are keyed to find only Wrell targets, while the majority (60%) are keyed to find Wrells, suitable humanoids, and suitable animals. The remaining 10% will find only suitable animals.

· Orb of Impact 

This useful holdout weapon appears as a simple steel sphere 1” in diameter. When commanded to do so, it can strike a target up to 10// away, inflicting 1d8 damage. The missile returns to the user the following round.

· Sphere of Slicing

While designed primarily as a construction tool, this object can also be used as a weapon. When activated, This glassy sphere hovers in the air and extends a spinning, one-dimensional line of force that can easily cut wood, stone, or metal. It is the magical equivalent to a circular saw.

Against fleshly targets, the device inflicts 2d6+1 damage, while against Constructs the damage is 4d6+2. The Sphere of Slicing was designed for precise craftsmanship, not combat, however. Thus, the Sphere only moves slowly through the air. This translates into a +4 Bonus for the target’s parry.

· Jeweller's Loupe of Identification 

This expensive, somewhat rare tool allows the user to identify the magical, supernatural, and mathematical properties of a device. This function can be used three times per day. Even after the daily charges are expended, the device will still allow the user to appraise ordinary jewellry at +1. 

· Box of Endless Doomsday Rations

While Doomsday Rations are dry, fairly tasteless, and hard, the do have the beneficial properties of satisfying the daily caloric, nutritional, and fibre requirements for most humanoids.  This small cherrywood box produces ten ration bars per day -- enough to keep three or four humanoids alive indefinitely. Most humanoids require 2.5 ration bars per day. A Fey needs only two, while a Changeling requires three per day. The  box produces rations to match the nutritional needs of the person who opens the lid. 

· Magical Compass

A useful tool on worlds with a very weak magnetic field (like Nightfall or Mars), the Magical Compass points to geographic North, not the planet’s magnetic North pole. The planet must have a rating of at least Magic[3] for the device to function properly. At Magic[2] or Magic[1], the device will appear to work, but give incorrect results . The compass looks like a 2” circular piece of glass, framed in copper. The needle is a glowing red line that points north.

· Wargonwyr Staff
The cult-cell leaders (which may or may not be actual Priests) of Wargonwyr often wield magical staves into combat. While no two staves are decorated identically, they often share a group of characteristics. These staves are wooden, painted black, and lacquered. They are light, sturdy, and slightly flexible. They may be adorned with jewels, or possible the skull of an animal or humanoid. The staves are not innately evil, however; they are simply used by evil people. Wielding a confiscated Wargonwyr staff will not affect the user’s alignment. The staves tend to have one power per five levels of the owner. The staff’s powers can be used once per day per level of the user.

Powers of a Wargonwyr staff:

· [L1-L4] Hard Hit: Staff inflicts 1d12 instead of 1d8

· [L5-L9] Shoots an energy bolt (1d12 damage, 12// range)

· [L10-L14] Magical Shotgun: 1d20, 6// cone.

· [L15-L19] Siphon Life Force: Drains 1d10 HP, all foes in 6// cone. This inflicts standard damage, not Death Magic.

· [L20+] Slicing Ray: 3d20, 10// range.

· Whip of Great Utility

Created by the master weaponsmith, Lord Matthias of the Handgun, this whip initially appears as a black bullwhip with a ceramic handle. The handle has four buttons on it that cause the device to change function. 

· Button 1: Whip (1d8+2). This is the normal mode.

· Button 2:  Lasso (0 damage). 20’ range, +2 to hit. Successful attack will snare target.

· Button 3: Thin ladder. The device becomes a rope ladder 10’ long, complete with mooring hooks on one end.

· Button 4: Rigid Pole: The whip can become rigid and be wielded as a pole vault.

