Treasure Card





A sack of copper pieces in an old cloth sack.  The bag is soiled and mouldering, as if it has lain there a while, and the coins show the stamp of an extinct government.  A few dead insects fall out of the bag when you up-end it. �
�
Treasure Card





A small wooden box about the size of a man’s hand. It is inlaid with gilded runes, and appears to be very old.  Its finish is still highly lacquered and appears to be constructed from rich cherry wood. It could be used to store jewelry, but currently does not contain anything.


�
�
Treasure Card:





A silver flask containing spoiled wine. Its finish is deeply tarnished, and bears the inscription “Good drinking to you, old friend. Jahka Walker.” It could be cleaned out and reused for its intended purpose.  If melted down, it contains enough silver to create two silver bullets. It could potentially hold one healing potion.


�
�
Treasure Card:





An old belt pouch made of crubling and brittle leather. Rats have chewed on the leather, but its contents appear intact - a handful of glass pieces and a smattering of fragments. Nestled amongst the coins is a petrified chunk of rat excrement.


�
�
Treasure Card:





A bone handled revolver that seems to take custom shells that are no longer manufactured. The cylinder could hold nine shells, but only 1d6 are filled.  Of these, the ancient bullets have a 65% chance to misfire. A character with metalcraft, weaponsmith, and engineering could make new bullets by using one existing shell as a template. The gun delivers 2d6 damage.


�
�
Treasure Card:





A stainless steel gauntlet with the emblem of Del Tannon, the God of War. If the wearer is of the Del Tannonite faith, the glove grants the user +1 damage on fist attacks.  Other properties include rust immunity and negates the effects of one critical fumble per day. If the optional parrying rules are used (in which it is possible to overload a parrying device), the gauntlet has a parrying value of 10 points.


�
�
Treasure Card:





A potion bottle containing a int(2) healing potion.  The bottle itself is cobalt blue, and finely crafted.


�
�
Treasure Card:





A wooden case containing a exquisitely crafted chess set in which the pieces are made from green marble for one side and black on the other. The chess board squares alternate with ivory and cherry squares. The green side pieces show pieces representing the Church of Holy Truth, with High Bishop (King), War Bishop (Queen), Priests (bishops), Protectors (rooks), Paladins (knights), and Deacons (pawns), while the black side represents the Scaxathromites with the Spiritual Lord (King), Temporal Lord (Queen), Priests (bishops), Nexuses (Rooks), Horsemen (knights), and Undead soldiers (pawns). 


�
�
Treasure Card:





A hand grenade with the pin still in it.  When detonated, it will have the effect of an int(4) explosive with the added effect of shrapnel (save versus area effect or take double normal damage for an explosive of this intensity.)  Because this device is very old, the item could detonate spontaneously if significantly jarred.


�
�
Treasure Card:





A welding kit that includes a striker, a torch, a bottle of compressed oxygen, and a bottle of compressed acetylene.  It has an hour of continuous use before the tanks must be refilled.


�
�
Treasure Card:





A silver whistle that when blown creates a magical light equivalent to an int(3) Light (as in the innate power.) The whistle can be used three times per day. If used by a weilder of good alignment, the whistle leaves a sweet taste in one’s mouth, while it tastes bitter to one who is evil,, but otherwise has no difference in functionality.


�
�
Treasure Card:





A brace of tiny glass vials. The first contains an int(4) poison, while the second contains an int(4) antidote. The third contains a “strong” base, while the fourth contains a “strong” buffer. The fifth contains an entropic catalyst that generates a 450 degree heat upon the object it is poured upon for 15 minutes. The sixth contains an entholpic catalyst that freezes an object for 15 minutes. The seventh is an int(4) healing potion.  


�
�
Treasure Card:





A longsword bearing the sigil of House Evenstar. The hilt is crafted from ivory with gold inlay. If the weilder of the sword is actually a descendant of the Evenstar noble family (1% chance), the weapon functions at +1 to BAtCh and +2 to damage. Otherwise, the sword will still be resistant to rust and weigh 1/2 the norm for a weapon of this type.


�
�
Treasure Card:





A cobalt blue mason jar about the size of a man’s heart. An etched logo reads “Tanna McKay’s Pickled Beets: 31 Varieties!” It is stoppered with a large cork and contains a cache of glass pieces and a small red velvet sack of clear marbles. The marbles, when crushed, will dispel any toxic gas in a 2// radius for one turn. The sack contains 4d4 marbles.


�
�
Treasure Card:





A single die from a gambler’s table. It is made from polished granite. For whomever rolls the die, one of the following may happen, depending on what face the die lands on: 1.) Heals 1 HP, 2.) Restores 1 B-M-S, 3.) Restores one use of an innate power, 4.) Harms for 1 HP, 5.) Drains 1 B-M-S, 6.) Drains an innate power.


�
�
Treasure Card:





A small pouch made from calf skin, stained black. It is strung from a long strand of rawhide. Inside the pouch is a single gold coin.





Estimated value: 1 copper for the bag, 1 GP for the coin�
�
Treasure Card:





A golden flask that contains 10 ounces of pure water. The flask bears the standard of the Church of Holy Truth. Once the water is imbibed, the flask will automatically refill itself a turn later. Approximately every 20 days the flask will produce an int(4) healing potion instead. To determine if a potion is produced that day, roll a d20, where d20=20 indicates a potion instead of water.


�
�
Treasure Card:





A burlap bag tied shut with a thin cord. Inside is contained 2d4 standard lightsticks. 





Estimated value: The value of the lightsticks�
�
Treasure Card:





A rusty iron box sealed with a heavily corroded padlock. Inside are four boxes of shells, with 50 shells in each box. Box #1 has magnesium shells that inflict an extra 1d6 in fire damage. Box #2 has lead shot bullets that convert the attack into an area effect attack. Box #3 has sedative darts that work as an int(4) non-lethal poison. Box #4 are enhanced with an int(2) toxic poison.


�
�
Treasure Card:





A boomerang bearing shamanic sigils of the Tu-Ogg faith (elemental earth). It always returns and strikes flying creatures at +1 to BAtCh and +1 to damage. These bonuses are doubled if the weilder is of the Tu-Ogg follower.





Estimated value: 1d4 silver pieces�
�
Treasure Card:





A silver bracelet made for a woman’s wrist. A small citron (an orange semiprecious stone) is mounted at every seventh link. When worn, the gemstones faintly glow, illuminating a 3’ radius sufficiently for reading. If the wielder is evil, the bracelet inflicts one point of damage per day. If the weilder is of good alignment, it heals the wearer for one point at the beginning of each day.


�
�
Treasure Card:





A gold signet ring bearing the sigil of House Jagwyn. Small, blood-colored rubies encircle the engraved Gouse symbol. To even wear the ring, the user must be evil. Any other alignment will cause the ring to fall off one’s finger. Once per day, the ring can cast the following powers (each at the cost of one point of B-M-S of the user): Magical darkness (2// radius), Suppression of Empathic Powers (10// radius), Command Undead (as if by a 1st level evil Priest), Detect Good (6// radius). Each of the aforementioned powers last for one turn. 





 If the weilder is actually a descendant of House Jagwyn (d100 = 01), the user can assume all the powers, abilities, and limitations of a Vampire Count.


�
�
Treasure Card:





A book containing 100 pages of thick, slightly yellowed vellum paper bound in snakeskin leather. The front of the book is emblazoned with ancient sigils describing it as the personal notes of Saint Vera, the patron saint of healing. If translated, the symbols read “Health for the sick / freedom for the possessed / sight for the blind / life for the dead.” The book functions as long as the following conditions are met: The user is not evil, knows Ancient Languages, knows Read Sigils (3). 





Each time a page is turned, the reader is granted Healing(4), Herbalism(4), Advanced Medical(4) for a period of one turn. Once all the pages have been read, the book automatically disappears, only to reappear in another part of the world (or perhaps on another world.)�
�
Treasure Card:





A ceramic urn with richly green jade glazing. The designs on the jug depict a tropical forest during a storm. The jug is shaped like a rain drop, having a narrow throat and a wide base. The neck has four small handles, allowing it to be carried via rope. The container could hold exactly one gallon of liquids. Almost any liquid poured into the container is instantly turned into purified water. If can perform this function once per day. If urine is poured into it, however, the urn is desecrated, causing it to vanish immediately.


�
�
Treasure Card:





A suit of leather armor, made to fit a Human male approximately 6’6” and 275 lbs. The back of the jacket component is emblazoned with a forest primeval scene in full color, and the sun bears the mark of Domalon (god of the hunt.)





The armor is completely resistant to damage from mundane weapons and water (the wearer could still take damage, but the armor remains intact.) If the user worships Domalon, the armor functions at +2.


�
�
Treasure Card





An antique set of playing cards in which the kings are Gunslingers, queens are female Priests, and jacks are Cavaliers. The cards shuffle well and grant the dealer the Gambling(1) proficiency so long as he has the position of dealer. The back of the cards show an impossibly intricate network of Celtic knots that seem to overlap into infinity.





The cards function normally until someone draws a full house containing  aces-over-eights. Whomever draws that hand must immediately roll a save vs. Death magic or die.�
�
Treasure Card





A narrow metal box made from impact resistant stainless steel. Inside the box is a single scredriver made from high carbon steel. The tool has a black plastic handle. While it appears completely mundane, the device has in fact been mathematically enhanced so that the scredriver tip automatically configures to match the screw head.  The use of this tool adds +10% to open locks and set/disarm traps.  Used as a weapon, it functions as a stiletto.�
�
Treasure Card





A piece of platinum colored chalk that is fount in a black velour pouch. The chalk is about as long as a man’s finger and about as wide. It has been so mathematically enhanced that it almost seems to bend space around it. When the user draws a door or a window on an otherwise black wall, a new door or window will mysteriously appear -  so long as the wall is 2’ thick or less. The newly created portal lasts for a turn. The chalk is good for 15 doors or 30 windows, whatever comes first (ie. A window is half the size of a door and must be crawled through, not walked through.)�
�
Treasure Card





A woman’s ring, made from intertwined silver and gold, bearing a single ruby stone. The ruby can emit a laser that inflicts 3d6 damage with a range of 12// (uses the wielder’s missile BAtCh). It can store only one charge and fired but once per day, but can be repleneshed by the user by expending a point of Body-Mind-Spirit. If the wielder is a Mathematician, the replenishment cost is halved.�
�
Treasure Card





A bronze shield bearing the standard of the Church of Holy Thruth. The shield is painted with a sapphire glaze mixed with flecks of silver. The standard displays the triune knot and cross employed by Paladins about a thousand years ago. It is a medium sized shield and adds AC+2 to the user.





If a non-good person should touch it, they instantly are confronted with their own sin (panic check or go isane.) A good aligned person must save versus spiritual powers or actually become a Paladin.�
�






