Azrukir Arrows
· Name means “Null Metal” in Khazadi.  It is flat black in colour, with no reflective properties whatsoever.  It is non-ferrous, barely malleable and not ductile at all.  It is hard and brittle, and does not take to alloying very well.  Only iron, pure silver and, oddly, copper alloy with Azrukir well.

· Azrukir is dense and heavy.  It has a range increment penalty of 25%.

· Azruikir arrows deal 1d8 points of damage.  In order to use its special properties, the arrowheads must be specifically designed, and are not considered broadhead or bodkin.  The arrowheads are diamond-shaped and have special runes carved on their surfaces.

· Azrukir counts as a magic item for purposes of damage reduction.  

· Because of its density and the mass with which it fires, armour is not as effective against Azrukir arrows.  It gains a +2 to attack against opponents wearing armour; this bonus raises to a total of +4 if the armour is mostly metal.

· On an attack roll of 19-20, the anti-magical nature of Azrukir is released.  It explodes in an anti-magic burst, affecting the target with a targeted dispel magic effect with a caster level of 10 in addition to dealing its normal damage.  The Azrukir arrow is destroyed if this power is used.

Total arrows Jack forged for Rruk:  21
