Charms & Fetishes
PRIMITIVE CHARMS

Araq's Heart:  mummified; increases stamina (+1) 

Amber Wasp:  venom; induces great pain (+2 torture) 

Azoryl-hide:  cloak; levitation (Rating 2) 

Bane's eye:  amulet; detect illusions (+2)  

Bat manta eye:  amulet; detect invisible (+2)  

Beastman fang:  necklace; improves perception (+1)  

Cavebat's horn:  scrimshaw; improves hearing (+2) 

Crag Spider claws:  gloves; climbing (Rating 3) 

Darkling eye:  amulet; ultravision 

Dragon claw:  earrings; enhances strength (+1) 

Exomorph hide:  cloak; camouflage (Rating 4) 

Faerie wings:  jewelry; enhances wits (+1) 

Ferran claws:  necklace; enhances dexterity (+1) 

Frostwere hide:  cloak; cold resistance (1/2 damage) 

Gnomekin heart:  mummified; enhances stamina (+1) 

Gryph feather:  cape; aerial combat skill (Rating 3) 

Kra horn:  scrimshaw; breathe underwater (Rating 3) 

Mang root:  wand; converse with plants (Rating 2) 

Sardonicus skull:  enhances intelligence (+1) 

Sauran hide:  cloak; fire resistance (1/2 damage) 

Sawila plumes:  necklace; enhances charisma (+1) 

Serpent skin:  boots; stealth skill (Rating 3) 

Shaitan's hair:  knotted; protection from demons (+1) 

Shrieker plumes:  headdress; armour for body (+1) 

Smokk bone:  wand; treasure detection, 50 feet. 

Snipe shell:  carved; magic resistance (+1) 

Weirdling tooth:  pendant; confers good luck (+1) 

Werebeast tusk:  scrimshaw; protects from warp (+1) 

Wisp hair:  knotted;  illumination for 10 feet. 

Water sprite scales:  bracelet; prevents getting wet. 

Notes:  these charms cannot raise attribute more than 1 over the racial maximums.  The difficulty level for enchanting is usually 1-3, equivalent to the benefits.  Note that only a certain number of charms can be worn by any one being at the same time.   

EXOTIC MAGICAL ITEMS
Animate Ink:  this magical Dhuna ink is created from the pigment of exomorphs, whisperweed and several rare herbs.  The ink yields a picture that changes when looked upon, and often grows into new pictures and sizes.  D1 

Animate items:  include such curiosities as talking mirrors, animate suits of armour, books which turn to the last read page, doors which open/shut automatically, skulls which recite verse, chests which wail when a thief approaches, and so forth.  They are constructed by binding a minor spirit (Level 1-3) permanently to the item through the  use of a Truename.  D1-3 

Ariane Tamar:  are enchanted, polished orbs of blue stone which hover around their owner, and are used to store the memories of any who mind-meld with them.  D4 

All-seeing Eye:  a variety of charms which detects unbelievers and infidels, and glows when it detects enemies of the religion.  It is primarily used by Aamanians, paladins and Rajans.  D4 

Arimite Snooper:  these special pale-white stones turn blood-red when exposed to toxic substances, and are invaluable for wealthy and unpopular people.  D3 

Bodor Musical charms:  these devices resemble hollow metallic spheres, but emit the most wondrous and subtle music when held to the ear.  They are used to convey messages by the Bodorians.  D1 

Graven Images:  used in Chana to cast curses and hexes, they work on the idea of sympathetic magic, and are similar to raffia dolls.  They can be mutilated, pinned and destroyed, and if a spell is used to bind the soul of the person in question (see ritual magic), they serve as connections through astral space.  D2 

Djaffir masks:  made of cured and engraved aht-ra leather, these form-fitting masks are always worn by the Djaffir and confer protection from manipulation.  This may explain the Djaffir's amazing haggling skills.  D4 

Drukh flutes:  these flutes are employed by Drukh shamans to cast various fear, violence and even death spells by conferring a bonus (+1-2) to these spells.  D4 

Guara rope:  fashioned from the hair of dead murderers and imbued with magical energy, this special rope has the property of swallowing the soul of the person it was used to strangle.   D8 

Globe of Change:  fashioned from a single piece of vitrified warpstone, these deadly stones explode when thrown and create a Chaos zone for 20 feet around them. 

Giant Idols:  large statues, carved from wood, stone, plants or even metals, usually in the visage of a demon, devil, deva, elemental or spirit of Nature.  They help in negotiations with all manner of spirits concerning such spells as bringing  (+1).  D4 

Insect totem:  well-trained insects are magically coated with quicksilver and are fed kesh so as to bond them to their handler.  Thus the spirit of the Totem enters their bodies and can be called forth to enlarge the insect to giant proportions.  Useful for the combat shaman.  Equivalent to insect growth at Force 4.  D4 

Juju:  this foul undead creature is a zombie under the control of a witch doctor.  The process of creating this monstrosity is extremely gruesome, and difficult.  D5 

Kra-mundel:  the skull of a Sandworm which has been plugged with silver and embellished with runes is the perfect divination aid, providing insight through the magical foresight of Shai-Hulud.  D3 

Kra-zuul:  magically crafted from the dorsal spine of a Sandworm, this staff has the power to leads it's bearer to the nearest water source within 3 kilometres.  D3 

Mandalan Rune stones:  used by the Mandalans in their divination spells, they confer a +1 bonus.  D3 

Muse Instruments:  he Muses of Astar make special musical instruments which can alter the emotions of the listeners, making them sad, happy, energetic, passive, etc.  Only skilled (Rating 6+) musicians can employ these powerful manipulative harps, organs, satyr pipes and lutes.  SD7 

Necrophage hand:  used as weapons of assassination because they move of their own accord, these hands can  throttle a person with a vice grip as strong as a giant's.  D5 

Necrophage Head:  an enchanted head has unusual insights into the affairs of Death, and can predict great deaths in the offing, massacres, or specific deaths less than d20 x 6 hours in advance.  D6 

Oceanian Weather Globes:  these large, blue-green orbs swirl and display the current and predicted weather conditions in a 100 km region around them.  D4 

Opal orbs:  when enchanted by the Maruk, they serve as repositories of good and ill luck; to be used when necessary in conjunction with the proper spells.  SD4 

Peace charm:  the Mandalans craft these small trinkets from pieces of metal, stones, crystals and feathers to produce a charm that dispels the hostile intentions of any sentient human.   SD5 

Painted Masks:  used by many different primitive cultures, these elaborate ceremonial masks come in hundreds of styles, colours and shapes, for they all confer a +2 bonus when dealing with spirits of Nature or Elementals.  D3 

Potted Quaga meat:  the meat of this delicious mollusk, when properly prepared, becomes a powerful aphrodisiac.  It is made only by the Dhuna witches.  SD1 

Rhabdomantic candle:  when lit, the fumes of this candle fade the veil between the real and astral planes, calling the spirit of a dead person to whom it is attuned.  SD4-7, depending on the age and power of the spirit.  Some spirits have been known to break free. 

Silverthread costumes:  due to the magical weaving of these tailors, the costumes are often imbued with the spirits of ancient powers who wish to enter this world.  Possession is a grave danger when wearing these clothes.  SD7-10, depending on the spirit to be woven. 

Sauran Dragon Icons:  are used by Saurans and Sauruds to mesmerize and hypnotize very stupid dragons (Int 2-).  The poor beasts can only understand very simple commands and can rarely be trained properly.  D4  

Sawila Wind charms:  these intricate devices, constructed of resonant rainbow Kra scales, resemble beautiful wind chimes.  Sawila arrange them in various sequences and hang them from huts and trees to produce fascinating melodies which can weave powerful spells over a period of time.  SD6 

Scarab of Death:  is a small jewelled brooch that glows magically.  When worn or near a warm living being, it begins to burrow into the body, through clothes, skin, muscles and bone until it reaches the heart and kills the victim in 1-4 rounds.  D7 

Scrying Crystals:  made by the Xanadus and others, these massive, polished and carved blue diamonds allow the user to view any location in the world, either from descriptions or memory.  D6 

Soulstones:  these rubies and black diamonds contain the souls of long-dead people who have been somehow trapped in astral space and were summoned into the prepared gem by a shaman.  Soulstones can impart the powers, attributes or skills of the soul that is imprisoned.  SD7-9, depending on the power of the soul. 

Shrunken Heads:  made from the freshly killed heads of travelers who were forced to drink a pint of kesh, these fetishes can answer three questions per day using all the faculties of their former owners.

Stranglevine rope:  this animate rope obeys all of its owner's verbal commands, bending, twisting, knotting and tying in all manner of configurations.  D4 

Spiritstaff:  carved from the thighbone of a dragon or similar reptile, these staffs protect the holder from possession by malevolent spirits and are secrets of the tomb-robbers.  D5 

Slave Collar:  used by the Farad to control unruly slaves, these gruesome collars constrict upon command.  D3 

Spirit Jars:  used by Nagra spirit-trackers, these phials hold their souls, and so protect them from unwanted manipulation magic.  SD6 

Thaecian Orbs:  finely crafted amberglass spheres which are then enchanted to hold spells; when the sphere is broken , the spell contained inside is released and takes effect. The orbs may also be imbued with illusory scenes and images which can be viewed by 

pressing the orb to the forehead.  SD6  

Warpstone:  solidified pieces of the Warp have scattered across the entire globe from the explosion of the Warpgates, and are imbued with tremendous magical potential - unfortunately, contact with it leads to massive mutation and chaos.   A Patternstone has the opposite effect, creating perfect order and stasis in everything. 

Witch's hand charm:  this Maruk charm reflects the ill luck cast on a person (usually through a spell) onto another random bystander, thus protecting the wielder.  SD5 

Wrist vipers:  trained in special rituals by shamans, these vicious pets are located on the wrists and can be used as lethal hand-to-hand attacks, doing 3d6 damage from poison once.  SD4 

Zuba bag:  is a small pouch filled with corpse dust and worn around the neck.  It allows the wearer to disbelieve any illusions created by demons (sometimes works for spells too).  D4 

Drohem (10/25/2010):  this article was posted to the archived Talislanta Central website.

