Note: all of the items are indestructible by all known means, including disintegration, and the total Intelligence maxes out at 23.





Shadow Skin


	This Shadow item is a black silk bodysuit. It makes the wearer hit only by +1 weapons, gives him/her 5%/level magic resistance, with a 1% chance/level of reflecting the magic back at the caster, acts as Armor +5 (base AC 10, for a total AC of 5), and is, of course, Chaotic Evil, Intelligence 1 added to the caster and the pool possessed by the Shadow items, removable only by a Wish, and obsessed with resurrecting the Shadow and dominating the entire world








Boots of Shadowy Movement


	These act as Boots of Elvenkind with a 100% chance of moving silently regardless of condition, give the wearer the ability to shadow walk at will, and the ability to teleport between shadows at will within visual range. However, they cannot be removed short of a Wish, are Chaotic Evil, have an intelligence of 1 which they bestow upon the wearer, are obsessed with resurrecting the Shadow and achieving total world domination, and adds 1 Intelligence to both the wearer and the Shadow item’s pool. Finally, the wearer is immune to the Slow spell.








Cloak of Shadows


This acts as a Cloak of Elvenkind with a 100% chance of hiding in shadows in any shadowy area. It also acts as a Cloak of Protection +5. In addition, they make the wearer immune to level draining attacks, and allows him/her to Fly at 24 (A) and assume Wraithform at will. Furthermore, the Cloak has a base Intelligence of 1 which it adds to the wearer and to the item’s pool. However, every time Wraithform is assumed, the Cloak gains 1 Intelligence to add to the Shadow item’s pool. Of course, the Cloak can only be removed by a Wish, is Chaotic Evil, and is obsessed with resurrecting the Shadow and ruling the world.








Shadow Gauntlets


These cursed gauntlets cannot be removed short of a full Wish. The gauntlets are Chaotic Evil, possess an Intelligence of 1 which they add to the wearer and to the total pool of all Shadow items, and are obsessed with resurrecting the Shadow and achieving total world domination.


They can, at will, ignite with a purplish-black flame, the touch of which acts as the Finger of Death Spell (save or die, success & take 2d8+1). Anytime someone is killed this way, the wearer must save vs. spell or shift 1 step towards Chaotic Evil, the Gauntlets gain 1 Intelligence to add to the Shadow item’s pool, and the person killed is animated as a Blackbones under the wearer’s command.


Secondly, the gauntlets have the unique ability of acting as any other magical item which will best fulfill the wearer’s desires. If they wish for eternal life, this might be a ring of regeneration. If they wish to be a mighty warrior, it might be gauntlets of ogre power, etc. If Shadow is resurrected, they act as a ring of regeneration.


Blackbones: as skeleton, with all abilities the person had in life, AC 4, +1 weapon to hit, 5%/level magic resistance, level drain 1 level by touch








Note: As soon as any 1 person dons all 4 items, they merge into a single item: The Shadow Armor. When it’s a reaches a total intelligence of 23, Shadow has been reborn and possesses him or her. The person’s alignment immediately shifts to Chaotic Evil, and gains the following abilities, none of which are any good to them because they have just been destroyed:


40th level Defiler Mage Magic Jarred into a Great Wyrm Red Dragon and then turned into a Dracolich, with the Shadow Armor as his phylactery


Strength: 24


Dexterity: as body


Constitution: N/A


Intelligence: 23 (including +4 from Shadow Armor)


Wisdom: 20


Charisma: N/A


Hit Points: 200


Thac0: 2


AC: -13 (plus items, total -23)


Undead powers: all powers as above, plus immunity to cold, electricity, fire, charm, sleep, enfeeblement, hold, insanity, polymorph, paralyzation, death, fear, poison, & turning; ignore magical bonuses to hit and damage (only base weapon damage, note that favorite spell is protection from magical weapons)


2 Claw Attacks for 2d8 cold damage plus paralyzation (save or be paralyzed for 2d6 rounds) plus Finger of Death


Paralyzing Gaze (40 yard range, save or be paralyzed indefinitely, +3 to save if 6th level+, if save, immune forever)


Breathe Fire (1/3 rounds, 90’ x 30’ cone, 24d10+12, save at ½)


50 yard radius Fear Aura (save vs. petrification at -5 or be at -2 to attack and damage)


120’ Detect Invisible (always active)











Sword of Light


Neutral Good Energy Sword +5 (2-Handed, 1d10 base damage)


+5d4 vs. evil, 2x damage vs. undead & demons


50’ radius Light which turns undead & demons at 9th level (success destroys)


grants Protection from Evil & 50% Magic Resistance to wielder


Dispel Magic (every round, at wielder’s level, immediately after wielder acts)


