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Lethal Distracter








The lethal distracter  is a black, egg shaped object the size of a man's head. There is a peep hole at the pointy end. Anyone looking into the peephole is instantly caught by the distracter.  The trap resembles the phantasmal killer  spell in that the victim is forced to fight a fearsome foe. The foe has the same armor class and the same number of hit points as the victim at full health, and fights as a specialized fighter of the same level, using a longsword. The enemy is very quick (-1 to initiative) and fights to the death.





The battle is quick, lasting only for one round. However, subjective time is slower, and the victim actually fights for ten rounds, subjective time.





If, at any time during the fight, someone blocks the peep hole, then the victim is forcibly ejected from the battle, and must make a system shock roll, or die of shock. Remember, as the victims time is so much slower, if a friend states his intention to block the peep hole, he must make an initiative roll. The number rolled indicates on which of the victim's rounds the blocking takes place (i.e.. if the friend rolls a 6, then the victim must fight for only six rounds before being ejected from the distracter ).





Characters killed in the distracter  are quite dead. If the Player Character kills the foe, or is still alive at the end of the battle, he is ejected from the battle, and all damage suffered is instantly healed.
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Teleportation Pod








This device is a circular platform, about 2 feet in diameter, and glows with a soft blue light. It is inscribed with various runes of power. The device is keyed to a specific location, and will teleport  anyone or thing which steps or lands upon it to that location.





Any character who steps upon the pod and willingly allows the pod to work it's magic upon him therefore gets no saving throw. Thus, any other magics which have been cast upon the pod and made permanent (dispel magic, flesh to stone, etc.) also will work upon the character, with no saving throw.
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Mnemnosyne's Ambrosia








This purplish liquid tastes slightly of roses. When added to any magical potion, it increases it's effectiveness. When added to a potion of healing, the potion is augmented, and becomes a potion of extra healing.  Potions with a duration have their duration extended by 20%. Potions which inflict damage have the damage increased by 20%. Potions of youth  and longevity  gain special powers from the ambrosia, and decrease the imbiber's age by double the amount rolled, if the potion is augmented by the ambrosia. 
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Rock of Draining








This rock is a deep purple, with veins of silver running through it. It was discovered years ago by the dwarves as they mined for ore. A visiting mage realized that it was magical, and bought it from the dwarves for study. The rock resisted all attempts at magical identifying, but it's purpose slowly became clear. If any magical items were brought into the same room, the rock would begin to drain the magic from that item.





The rock takes one round to determine it's target, then begins to drain it's magic quickly. in the following order:





Charged magical items (wands, staffs, etc.) at the rate of one charge per round. 


Magical weapons and items with pluses (e.g.. sword +2, ring of protection +1, etc.) at the rate of one plus every three rounds. 


Other magical items (ring of blinking, rug of flying, etc.), taking one full turn to drain


each item. 


The rock will totally ignore scrolls, spell books, magical effects (stone skins, contingencies, etc.) magical traps, and the like, affecting only magical items.





If the magical item being drained is removed from the room in which the rock rests, the rock will no longer drain this item. If this item is brought back into the room, it stands the same chances of any other item of being drained.





If, after five days, the rock has not drained any magic from an item, it will use it's stored magical energy to teleport  away to another location.





If outdoors, or in a very large room, the rock has a draining range of 100 feet.


