Welcome to Questland

O

ur game owes a lot to the spirit of tabletop
roleplaying games. Magic and swordplay,
mysterious shadow enemy, various monsters
and heroes who oppose them. We might be
cursing the RNG more than
dice, but the spirit of the story
is the same. Valia is looking
for heroes, and who better than a rag-tag group
of adventurers or murder hobos that can be
found around your home table? Or perhaps,
these days especially, at the virtual
tabletop.
In the spirit of #stayathome we want to
offer you a way to introduce some of the Valia's
heroes, magical items, and monsters into
your home games. This is the first,
though hopefully not the last, homebrew
supplement for 5e based on Questland.
The first chapter containst statistics of
the most prominent NPCs in the game,
including the all-time favourites like Holger
or Weasel. They can join your adventures as
trusted NPCs or as adversaries.
The second part takes a couple of our
favourite monsters and reimagines them with
the stats that can be used in your game.
Part three takes on the talents and re-imagines them
as magic spells for various classes.
And finally part four is chock-full of some of the best items
from the game, including the staples like Hecatombus and
the Pax and the newest offerings like Oni Warrior Armor and
Dragon's Vitality. Their abilities and stories were reshaped
for your use, but in the spirit of the items you know and love.
Let us know if you incorporate them, and what you
think of them. If you enjoy this offering for
your home games, we would love to bring
more Questland to your home games
in the future. Have we missed your
favourite weapon or talent? Is
there anything else you'd like
to see? Or perhaps you have ideas on how to incorporate the
world of Valia into your games? We'd love to discuss it on
Discord or Facebook.
Keep safe, #stayathome.
Questland Team.
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WELCOME TO QUESTLAND

Tara
Rebelled elven guardian, paladin of
protection

Tara has been brought up by a strict father, whose ambitions
for her headed in the direction of scholarly work. He has
been close to arranging for her to be sent for study in the
Valia's most prominent library when Tara declared her wish
to join a religious order and train as a Paladin. Her father
laughed in her face at the time - while she had rudimentary
weapon training, he could not imagine his daughter as a
warrior. Especially since until then, he was unaware of any
inclination she might have towards a religious path.
If you asked Tara, it might have been because he was too
busy planning her future to pay any attention to her, but her
father definitely didn't ask her. That was the whole problem.
The god she chose, one of protection and healing, was not
perhaps the most obvious choice for the prospective elf
guardian and scholar, but his worship was widespread in the
human settlements neighbouring the elven lands, and Tara
spent most of her free time there - and some of the time that
she was supposed to devote to her studies.
She has been taken under the wing by Alema, a cleric close
to her retirement, who have been visitting the villages. Tara
has initially considered following in her footsteps, but she
had little talent for healing and no temperament for it, but
she did have the skill for fighting that her father definitely
ignored. She decided that if she could not help people by
healing, she could do that by fighting bandits and monsters
that plagued them.
Tara's main drive is to help people. She has travelled across
Valia doing just that, and in recent years that has turned
more than anything else, to monster slaying, first alone, then
with Holger and others. These days, however, not only are the
monsters more plentiful and more daring, they also turn out
to be frighteningly immune to most magic and weapons. In
her zeal to help, Tara has turned to books - research was
something she never liked, but was well trained in - and
determined, with help from Navenor, that a strong protection
was cast on all the monsters by something frighteningly
powerful, and that nobody born in Valia could defeat them.
She set out, first alone and then with Holger, to seek our
Heroes and adventurers coming from distant lands.

Tara

medium humanoid, neutral good
Armor Class 16 (studded leather)
Hit Points 120(16d8 + 48)
Speed 40ft.

STR

DEX

CON

INT

WIS

CHA

19 (+4) 15 (+2) 16 (+3) 13 (+1) 15 (+2) 17 (+3)
Saving Throws Wis +6, Cha +7
Skills Athletics +8, Persuasion +7, Perception +6
Senses passive Perception 5, Darkvision 30ft
Languages Common, Elvish, Sylvan, Celestial
Challenge 11 (7,200 XP)

Aura of Protection. Tara and friendly creatures within
30 feet of her have advantage on saving throws.
Spellcasting. Tara's spellcasting ability is Charisma
(spell save DC 15, +7 to hit with spell attacks). She
can cast the following spells innately without
expending somatic or material components.
3/day each: protection from evil and good,
sanctuary
1/day each: lesser restoration, spiritual weapon,
zone of truth

Sacred Weapons. Tara's weapon attacks are magical.
When she hits with any weapon, the weapon deals
an extra 18 (4d8) radiant damage (included in the
attack).

Actions
Multiattack. Tara makes three attacks with longbow.
Longbow. Ranged Weapon Attack. +8 to hit, range
150/600 ft., one target. Hit: 8 (1d8 + 4) piercing
damage plus 18 (4d8) radiant damage.

NPCs
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Holger
Retired mercenary, duchess of valia

Holger has made a name for himself as a sword for hire.
Occasionally, a mace for hire, a crossbow for hire, and, on one
memorable occasion, a rolling pin for hire.
In the early days of his career, Holger had two rules: never
do anything for free, and always eat a good breakfast that
somebody else pays for. He has travelled across Valia, mostly
working on his own and sometimes teaming up with other
mercenaries, and dealing with bandits, pirates, and
occasional beastly pests. With time, the roads grew more
dangerous and monsters started to encroach on the villages,
all coming from the East. Holger has been more than apt
against even skilled fighters, but some monsters were a
danger even to him.
He has been, grudgingly convinced to play nice with others.
The first person who weathered him down into a long-term
cooperation was Tara, an elven paladin and, in Holger's
opinion, unbearable do-gooder and know-it-all. But even he
couldn't deny that they worked well together, and in time,
their band grew to include others, like Navenor, the mage,
Rufus, the artificer, or Hugo, the swashbuckling rogue. Some
of them are properly retired now, some found other ways to
serve against the Shadow.
Holger definitely hoped to belong to the first group, but he
has never been able to leave a job unfinished, and besides, he
says he could not in good conscience leave Tara to advise and
train the Heroes on her own - they might never learn how to
even properly lift a sword.

Holger

medium humanoid, true neutral
Armor Class 18 (Plate)
Hit Points 143(22d8 + 44)
Speed 30ft.

STR

DEX

CON

INT

WIS

CHA

20 (+5) 15 (+2) 14 (+2) 12 (+1) 14 (+2) 14 (+2)
Saving Throws STR +9, CON +6
Skills Athletics +9, Intimidation +5, Perception +4
Senses passive Perception 14
Languages Common
Challenge 9 (6,000 XP)

Indomitable (2/Day) Holger rerolls a failed saving
throw.
Second Wind (Recharges after a Short or Long Rest).
As a bonus action, Holger can regain 20 hit points.
Mage Slayer. Holger can use a reaction to make a
melee attack against a spellcaster and has
advantage on saving throws against spell within 5
ft.

Actions
Multiattack. Holger makes three attacks with his
greatsword or his shortbow.
Greatsword. Melee Weapon Attack: +9 to hit, reach
5 ft., one target. Hit: 12 (2d6 + 5) slashing damage,
plus 7 (2d6) slashing damage if the champion has
more than half of its total hit points remaining.
Shortbow Ranged Weapon Attack: +6 to hit, range
80/320 ft., one target. Hit: 5 (1d6 + 2) piercing
damage, plus 7 (2d6) piercing damage if the
champion has more than half of its total hit points
remaining.
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Ylmerin
The Last Serafin, Guardian of Orbs

Little is known about Ylmerin. She is said to be helping
Holger, Tara, and the Heroes of Valia in defeating the
Shadow, however, stories about her are inconsistent,
sometimes contradictory, and sometimes clearly impossible.
Unlike Holger and Tara, Ylmerin is rarely seen around the
city in her true form. Usually she travels in her animal shape,
as a small Weasel. Most of the city's inhabitants have never
seen Ylmerin and only know Weasel, though the city's Heroes
have been privy to that knowledge.
Some of the most powerful Adventurers are also privy to
another secret. Ylmerin shares history with the Shadow
himself. The villain proclaims her as his mother - though how
exactly he was brought forth, by what magic, Ylmerin has not
yet fully disclosed. It is perhaps the guilt for being part of the
Shadow's creation that drew Ylmerin out of centuries of
hiding and made her lend her aid to the Heroes. The guilt
might also be why she hides behind Weasel.

Ylmerin

No matter the form, Ylmerin is always a little brash, full of
herself, and unlikely to answer questions. In her true form,
she has a tendency towards vanity, while Weasel exhibits
uninhibited passion for food and fight.
Ylmerin's skills don't like in the fight. Unless in the guise of
the Weasel, whose claws and bite can be quite dangerous - or
at least highly disruptive. The Serafin were devoted to
studying magic and the other planes. Some say that the
magic contained in the orbs is not of the material plane and
instead has been harnessed from somewhere else. The
theory has not been confirmed, however, with the appearance
of Ylmerin and witnessing her skillset, it might not be too farfetched. She can be an invaluable source of knowledge and
support to the Heroes - if they convince her to trust them and
to share what she knows.

Cantrips (at will): fire bolt, mage hand, minor illusion,
prestidigitaion, ray of frost

Medium humanoid, chaotic good

1st level (4 slots): comprehend languages, detect
magic, identify, mage armor

Armor Class 18
Hit Points 99(18d8 + 18)
Speed 30ft.

2nd level (3 slots): darkness, invisibility, misty step
3rd level (3 slots): counterspell, dispel magic, sending

STR

DEX

CON

INT

WIS

CHA

10 (+0) 14 (+2) 12 (+1) 20 (+5) 15 +2) 16 (+3)
Saving Throws INT +9, WIS +6
Skills Arcana +13, History +13
Senses passive Perception 12
Languages Common, Celestial
Challenge 12 (8,400 XP)

Magic Resistance. Ylmerin has advantage on saving
throws against spells and magical effects.
Spellcasting. Ylmerin is an 18th level spellcaster. Her
spellcasting ability is Intelligence (Spell Save DC 17, +9
to hit with spell attacks. She can shape shift into her
Weasel form at will and has the following spells
prepared.

4th level (3 slots): banishment, confusion, private
sanctum
5th level (3 slots): contact other plane, legend lore,
planar binding
6th level (1 slot): true seeing
7th level (1 slot): etherealness
8th level (1 slot): antimagic field
9th level (1 slot): astral projection

Actions
Dagger. Melee or Ranged Weapon Attack: +6 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 4 (1d4 +
2) piercing damage.

NPCs
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Weasel (Ylmerin)

Pack Tactics. Weasel has advantage on an attack roll
against a creature if at least one of the hyena's allies is
within 5 feet of the creature and the ally isn't
incapacitaed.

Small creature, chaotic good
Armor Class 12
Hit Points 7(1d4 + 5)
Speed 20ft.

STR

DEX

CON

Actions
INT

WIS

CHA

3 (-3) 16 (+3) 12 (+1) 20 (+5) 15 (+2) 16 (+3)
Senses darkvision 30ft
Languages Common, Celestial
Challenge 2 (450 XP)

YLMERIN (WEASEL FORM)
element of surprise!
Ylmerin, the last of the Serafins, the Guardians of Orbs, can
shapeshift at will into a Weasel form. While she maintains all
her mental capabilities, Weasel cannot cast spells. She can,
however, hold her own in a fight, as the magic of the shift
allows her to wield weapons - not to mention, she gains a
mighty bite.

The Serafins

Little is known about the mysterious Guardians of the Orbs,
apart from the fact that they have been the ones to discover
and utilise the very first such items in Valia.
The Orbs have been studied for quite some time now. We
know that they enhance and improve magic items in various
ways, from increasing their attack possibilities, to granting
the wielder improved health and stamina.
Legends say that the Serafin knew more about the powers
of the Orbs, including ways of enhancing them even beyond
their normal powers. That knowledge, however, seemed lost
to the ages.
The appearance of Ylmerin changes the game for those
interested in understanding the Orbs. Not only is there now a
source of knowledge about them, but also she seems to
possess abilities and magics long lost in the land.
Her shapeshifting abilities could remind scholars of the
druids of distant lands - though druids have never been seen
in Valia. And unlike them, Ylmerin seems to only shift into
one form, which is not quite like an animal, as it retains the
abilities of speech and can use all manner of tools and
weapons.
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Multiattack. Weasel makes two Melee Weapon Attacks:
one Bite and one with Paws, or two Shortsword
attacks.
Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one
target. Hit 6 (1d8 + 1)
Paws of Fury. Melee Weapon Attack: +4 to hit, reach
5ft., one target. Hit 6 (1d8 + 1)
Shortsword. Melee Weapon Attack: +4 to hit, reach 5ft.,
one target. Hit 5 (1d6 + 1)

However, Ylmerin has been as elusive as she is intriguing.
While she revealed herself to Holger, Tara, and the
mysterious heroes of the land, she remains hidden in her
animal form.

Lava Dragon

Claws. Melee Weapon Attack: +14 to hit, reach 5 ft.,
one target. Hit: 15 (2d6 + 8) slashing damage.

Huge dragon, chaotic evil

Tail. Melee Weapon Attack: +14 to hit, reach 15 ft., one
target. Hit: 17 (2d8 + 8) bludgeoning damage.

Armor Class 20 (Natural Armor)
Hit Points 250(19d12 + 127)
Speed 40ft., climb 40ft., fly 80ft.

STR

DEX

CON

INT

WIS

CHA

27 (+8) 12 (+1) 24 (+7) 18 (+4) 12 (+1) 22 (+6)
Saving Throws DEX +6, CON +13, WIS +7, CHA +12
Damage Immunities fire
Senses Blindsight 60 ft., Darkvision 120 ft., Passive
Perception 23
Languages Common, Draconic, Infernal
Challenge 17 (18,500 XP)

Legendary Resistance (3/Day). If the dragon fails a saving
throw, it can choose to succeed instead.
Heart of Flame. The Lava Dragon's chest emits light
within 90ft radius.
Molten form. Whenever the dragon takes a melee attack
from a creature, this creature must make a DC 10
Dexterity saving throw or take 1d6 of fire damage. On
a successful save, the creature takes no damage.

Actions
Multiattack. The dragon can use its Frightful Presence.
It then makes three attacks, one with its bite and two
with its claws.

Frightful Presence. Each creature of the dragon's choice
that is within 120 feet of the dragon and aware of it
must succeed on a DC 19 Wisdom saving throw or
become frightened for 1 minute. A creature can repeat
the saving throw at the end of each of its turns, ending
the effect on itself on a success. If a creature's saving
throw is successful or the effect ends for it, the
creature is immune to the dragon's Frightful Presence
for the next 24 hours.
Lava spit (Recharge 5-6). The dragon spits lava rocks in a
60-foot cone. Each creature in that area must make a
DC 20 Dexterity saving throw, taking 32 (9d6) fire
damage and 32 (9d6) bludgeoning on a failed save, or
half as much damage on a successful one.

Legendary Actions
The dragon can take 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature's turn. The dragon regains spent
legendary actions at the start of its turn.

Tail Attack. The dragon makes a tail attack.
Wing Attack (Costs 2 actions). The dragon beats its
wings. Each creature within 10 feet of the dragon must
succeed on a DC 20 Dexterity saving throw or take 15
(2d6 + 8) bludgeoning damage and be knocked prone.
The dragon can then fly up to half its flying speed.

Bite. Melee Weapon Attack: +14 to hit, reach 10ft., one
target. Hit 13 (1d10 + 8) piercing damage plus 10
(3d6) fire damage.

MONSTERS
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Cold White

Bearbarian

Armor Class 18
Hit Points 123 (18d6 + 42)
Speed 30ft., fly 30ft.

Armor Class 18
Hit Points 142 (19d8 + 57)
Speed 40ft.

Large monstrosity, neutral

Large elemental, unaligned

STR

DEX

CON

INT

WIS

CHA

20 (+5) 14 (+2) 16 (+3) 8 (-1) 10 (+0) 9 (-1)
Damage Immunities cold, poison
Damage Resistances Lightning, Thunder;
Bludgeoning, Piercing, and Slashing from
Nonmagical Attacks
Condition Immunities Paralyzed, Petrified, Poisoned,
Prone
Damage Vulnerability Fire.
Senses Darkvision 60ft., passive Perception 10
Languages Primordial
Challenge 8 (3,600 XP)

Cold aura. Any creature starting its turn within 5ft.
of the Cold White suffers 2d6 cold damage from its
radiating freezing aura.

Actions
Multiattack. Cold White makes two melee attacks,
one with each of its claws.
Claws. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 8 (1d8 + 4) bludgeoning damage.

The Cold Whites come from the coldest reaches of the Water
Plane, and retain their icy form while on other planes. They
are, however, vulnerable to fire and both avoid it and become
angry and agitated in its presence.
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MONSTERS

STR

DEX

CON

INT

WIS

CHA

24 (+7) 12 (+1) 22 (+6) 6 (-2) 13 (+1) 8 (-1)
Skills Perception +5, Stealth +5
Senses passive Perception 5
Languages Common, Bear
Challenge 14 (10,000 XP)

Keen Smell. The Bearbarian has advantage on
Wisdom (Perception) checks that rely on smell.
Pack Tactics. The Bearbarian has advantage on an
attack roll against a creature if at least one of its
allies is within 5 feet of the creature and the ally
isn't incapacitated
Reckless. The Bearbarian can choose to attack
recklessly. It has advantage on melee attacks during
the turn, but until its next turn all attacks against it
are at an advantage.
Danger Sense. The Bearbarian has an advantage on
Dexterity saving throws against effects that it can
see, such as traps and spells. To gain this benefit, it
can’t be blinded, deafened, or incapacitated.

Actions
Multiattack. The Bearbarian makes two attacks with
its hammer.
Hammer. Melee Weapon Attack: +11 to hit, reach
5ft., one target. Hit 21 (3d6 + 7)
Claws. Melee Weapon Attack: +11 to hit, reach 5 ft.,
one target. Hit: 14 (2d6 + 7)

Magic Spells
Chilling Cold

3rd-level conjuration
Casting Time: 1 action
Range: Touch
Components: A small shard of glass.
Duration: 1 minute
Classes: Cleric, Druid, Warlock
Ice spreads from your fingers to envelop the target
creature. It must make a Wisdom saving throw or be
paralyzed for a minute. At the start of each of its turns, the
creature takes 1d4 Cold damage. The creature repeats the
saving throw at the end of its turn.
Inner Fire

2nd-level evocation
Casting Time: 1 action
Range: Self
Components: V
Duration: 1 minute
Classes: Bard, Sorcerer, Warlock, Wizard
A flame, equivalent in brightness to a torch, envelops your
form. It does not do any damage to you and does not even feel
warm, however, any creature to hit you with a melee attack,
suffers 2d4 fire damage.
Vicious Ivy

4th-level conjuration
Casting Time: 1 action
Range: 20 ft (10ft radius)
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Druid, Ranger, Cleric (Grave), Warlock (Archfey)
The ground in the radius becomes difficult terrain as vines
spring from the ground. Each creature trying to move out of
the radius must make a Strength saving throw or be grappled
as the vines fight to hold it back. A creature starting its turn
in the radius takes 2d6 piercing and 2d6 poison damage.
Magic Thief

3rd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
Classes: Bard, Cleric (Trickery Domain), Rogue (Arcane
Trickster), Sorcerer, Warlock, Wizard
A creature you touch must make a Wisdom saving throw. If
it is capable of casting magic, you drain 1d6 of spell slots
from it, starting from its lowest one available. If it no longer
has spell slots of a level equal or lower than your roll, instead
its higher spell slot goes down by the amount rolled. You gain
the equal amount of spell slots, to be distributed as you wish.

Components: V, S
Duration: Concentration, up to 1 minute
Classes: Bard, Cleric, Druid
The ground around you lits up with cold flames, flickering
around you. All range attacks against you are made with
disadvantage, as the faerie lights blurr and confuse the vision.
Any creature that enters the sphere must make a
Constitution saving throw. It takes 4d8 psychic damage on
failure and is blinded until the end of its next turn. On
success, the damage is halved.
Bloodlust

3rd-level transmutation
Casting Time: 1 action
Range: Self
Components: V, S, M (freshly drawn blood)
Duration: 1 minute
Classes: Cleric (War), Druid, Fighter (Eldritch Knight),
Paladin, Ranger
As you mark your face with fresh traces of blood and
whisper the incantation, your body gears for a fight. You gain
5 temporary hitpoints and your hit points maximum
increases by 5 for the duration. All your attacks become
Reckless - you gain advantage on melee weapon attack rolls
using Strength, but all attacks against you have advantage.
Assassin's Way

2nd-level conjuration
Casting Time: 1 action
Range: self
Components: V
Duration: 1 round
Classes. Bard (Swords, Whispers), Ranger, Rogue
As part of the action used to cast this spell, you make a
melee or ranged attack made with a light weapon dealing
piercing or slashing damage. If you score a hit, the target
additionally suffers half of the damage from the attack at the
end of its next turn.
Runic Touch

3rd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: 1 hour
Classes: Bard, Cleric, Druid, Sorcerer
You touch a creature and leave behind a glowing rune. It
grants the creature a temporary enhancement of +2 to one
ability for the duration of the spell.
At Higher Levels: When you cast this spell using a spell
slot of level 4 or higher, you can target one additional creature
for every slot above 3rd.

Faerie Flame

4th-level abjuration
Casting Time: 1 action
Range: 10 feet radius sphere, centered on self
SPELLS
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Magic Items
Azazel Shield

Shield, legendary (requires attunement)
This magic shield has been made for one of the most
prominent devils through a contract with an artificer of
unparallelled skill. The artificer outwitted the devil, trapping
him in the shield itself. The shield is as powerful as it is
malicious.
You gain a +3 bonus to the AC while wielding this shield.
Sentience. The shield is sentient as long as it imprisons
Azazel. It has Intelligence of 22, Wisdom of 18, and Charisma
of 24, as well as hearing and truesight for 120ft. The shield
can understand and speak Common and Infernal, and
communicate telepathically with anyone within 120ft radius.
Azazel will speak to anyone he deems susceptible to
encourage them to use the shield's full powers.
The shield has 10 charges. You can use one or more
charges to cast the following spells: charm person (1 charge),
suggestion (2 charges), fear (3 charges), blight (5 charges),
finger of death (7 charges), power word kill (9 charges). Your
spellcasting ability for these is your Charisma. Upon casting
power word kill you must make a Wisdom Saving Throw, DC
18. Upon failure, Azazel's imprisonment is broken and he
overpowers the wielder's will, taking over their body.

The Pax

Greatsword, legendary (requires attunement)
This magic weapon is made of black metal engraved with
blue runes and encrusted with red gemstones. It is said to
have belonged to a revered mage slayer who made it their
goal to root out necromancy and other evil magics from the
land.
You gain +2 bonus to attack and damage rolls made with
this weapon. While attuned, you have advantage on saving
throws against spells and magic effects.
Once per short rest you can cast dispel magic as part of an
attack made with this weapon. The attack does not have to
hit for the spell to take effect but the weapon must be within
5ft of the target.

Oni Warrior Armor

Plate armor, legendary (requires attunement)
This onyx magical armour feels cold to the touch. Its
billowing cloak leaves behind a slight trail of dark smoke.
You gain +2 to AC while wearing this plate armour, and it
does not impose the stealth penalty.
While in dim light or darkness, you can use your action to
cast invisibility on yourself. The spell ends when you cast a
spell or make an attack.
The armour grants you resistance to cold and necrotic
damage.
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Magic Items
Boots of Wilderness

Boots, legendary (require attunement)
Made of never wilting leaves, the boots have a blueish sheen
that hint at their Feywild origin.
These magical boots allow you to move soundlessly while
in forests, granting you an advantage on Dexterity (Stealth)
checks while in that terrain.
Once per short rest, you can click your heals to double your
speed for the next ten minutes. If travelling through a forest,
the speed triples instead.
The gemstones within the boots contain ten charges. You
can use those charges to cast the following spells: jump (1
charge), longstrider (1 charge), pass without trace (2 charges),
water walk (3 charges), freedom of movement (4 charges),
tree stride (5 charges). The boots regain 1d4+1 charge at
dawn.

Gloves of Total Triumph

Wondrous item, legendary (require attunement)
These magical gloves depict an eagle, with feathers dipped in
gold that never tarnishes.
Your strength score is 22 when you wear these gloves,
unless it was already higher.. The gloves also raise your
maximum possible score by 2.
You gain immunity to radiant damage.
Any weapon you wield while wearing these gloves becomes
a magic weapon for as long as you hold it. In addition, the
weapon deals additional 2d6 radiant damage.
If you score a critical hit while wielding a weapon with the
use of the gloves, you can make another attack with that
weapon.

Depth of Despair

Shield, legendary (requires attunement)
The magical shield gleams with a bluish hue. On the surface
of it, one can see slowly moving ripples of water.
While holding this shield, you gain +2 to AC and have
resistance to psychic damage.
You can stand and walk on water as if it was solid ground
while attuned to this shield.
Once per long rest, you can use this shield to cast conjure
elemental and create a water elemental as per the rules of
the spell.

Malachite truncheon

Mace, legendary (requires attunement)
The malachite weapon shines with an unhealthy glow. The
wielder, while attuned, can hear a distant echo of screams
whenever picking up the weapon.
You gain +3 bonus to attack and damage rolls made with
the truncheon.
While wielding it, you gain immunity to necrotic damage.
Whenever the truncheon deals damage to a creature, it
radiates necrotic energy within 20 feet radius sphere. Each
creature within the sphere takes 3d6 necrotic damage.

MAGIC ITEMS
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Magic Items
Crown of the Cinderlord

Helmet, legendary (requires attunement)
The helmet is said to have been forged in the fires of
dragonbreath, and that it is a part of a powerful suit of
armour - and that upon completion, the set would grant its
owner the powers of an ancient red dragon.
While wearing this helmet you have +2 to your AC. In
addition, the helmet grants resistance to fire damage.
You can understand and speak Draconic. You also have
advantage on all Charisma checks against dragons and
dragonborn.
Once per short rest you can use a bonus action to cast
Dragon's Breath (fire), on yourself.

Dragon's Vitality

Pendant, legendary (requires attunement)
This onyx pendant contains dragon blood encased in amber.
It has been imbued with powers of healing and protection,
and it is said to grant its owners unusual recovery speed.
While wearing this pendant, your Constitution is 24. If it
was already higher, this has no effect. It also raises your
maximum Constitution score by 4.
The pendant lets its owner take the benefits of a long rest
after a short rest. This property can only be used once before
two long rests are needed for it to be available again.

Hecatombus

Maul, artifact (requires attunement)
Hecatombus is rumoured to have been forged in the fires of
hell, and the eyes on the ram skull always glow red.
Sentience Hecatombus is a sentient lawful evil magic
weapon, with Intelligence of 20, Wisdom of 14, and Charisma
of 18. It has hearing and darkvision for 120 feet. The weapon
communicates with its wielder telepatically, and can speak
and understand Common and Infernal.
Personality Hecatombus houses a devil inside, who
intends to earn its release by supplying its master with new
souls. As such, it will push the wielder towards lawful evil
actions, manipulating their dreams and sowing seeds of
paranoia and malice. Hecatombus hates demons and
celestials alike. It will help its wielder craft battle plans - as
long as it sees an advantage for corruption.
Dormant
You gain +1 to attack and damage rolls and each critical hit
scored with the weapon deals additional 2d6 necrotic
damage. You can speak, read, and write Infernal. Once per
short rest you can use Hecatombus to learn one stat, ability,
or feat of a creature you hit with it.
Awakened
Hecatombus' attack and damage bonus increases to +2 and
the additional crit damage to 3d6. You gain resistance to
necrotic damage.
Exalted
Damage and attack bonus increases to +3 and crit dmg to
4d6. You gain resistance to poison and fire damage. Once per
day you can use Hecatombus to cast the dominate monster
spell without using any components.
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