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Magic items are a big part of most fantasy settings and games. Here are two systems for creating them. 

 

 

Legendary objects represent daring adventurers putting part of their essence in a chosen object that has 

been through adventures with them. 

 

At the end of a supernatural quest, you can give up +1 in an attribute, and give a piece of gear a mystical 

advantage. This doesn’t work with any random item at hand, it must be something that is near and dear to 

you, with emotional and symbolic significance. 

 

You can put any number of advantages into an object (maximum one at the end of each quest) but cannot 

put the same advantage on an object twice. Here is a list of advantages, subject to DM approval. 

 

 +1 to hit. 

 Conditional +2 to hit (against spellcasters, against reptiles, etc.) 

 +1 Wound to its user that goes away when the object is not on the user’s person. 

 Put one of your talents in the object. 

o If a constant talent the bearer also has, add 1 improvement when using it. 

o If arena or rested talent the bearer also has, add 1 use. 

o If someone who does not have that talent uses the object, they can use the talent. 

 Recharge 1 rested talent. 

 Reduce 1 Awesome Point cost for a favorite Awesome Point costing action. 

 Protection from 1 special kind of attack, up to 1 Wound or +2 resistance. 

 Summon a magical being once (if appropriate). 

 

Good candidates include the weapon used to kill a dragon taking on some of its power, a good-luck charm 

from the character’s deceased mother offering protection, a cleric’s holy symbol being more profoundly 

blessed by the god, and so on. 

 

 

For wizards, mages, necromancers, illusionists, and shamen, enchanting objects works the same way. 

First gain a talent, “Create x” (where “x” is the kind of enchantment you want to use.) Then each 

enchantment takes the time specified by the talent, and the materials, and any other processes. To infuse 

the magic into the object, the spellcasting character loses a point from 1 Attribute (usually specified by 

the talent.)  

 

Different traditions of magic and different research from various areas of the world can create talents that 

end up making the same objects and enchantments, but use different methods. If the spellcaster does not 

take the creating talent, but tries to follow the instructions from a book, they will lack the familiarity, 

skill, and instinct to manage the process. Because of the flexibility here, mystic research can create 

variants of mystic objects that have more or fewer drawbacks, different parameters and abilities, and 

basically whatever the DM will allow. Here are some sample enchantment talents. 

 

 Create Ring of Darkvision. Mage talent. The ring must have been crafted by a dwarf, and it requires 

at least a sliver of darkstone embedded in it. It must be enchanted once a night for 10 nights, with 

dwarves intoning ancient rites for it 24 hours a day and no light coming into its presence. The final 



http://fictivefantasies.wordpress.com/ 

night, bathe it in your blood and lose 1 Awareness, and the ring is complete. The wearer can 

constantly see 30 feet in the dark. 

 

 Create Ring of Darkvision. Wizard talent. Craft the ring of a precise formula of starmetal, mithril, 

and silver. Take it above the clouds to bask in the moon and starlight when the constellations of the 

Wyvern, the Ettin, and the Demagogue are in the western sky, for a full month. Compel a blind elf to 

swallow the ring, and when it has moved through the elf and been ritually cleansed, lose 1 

Commitment and the ring is complete. The wearer can constantly see 30 feet in the dark. 

 

 Create Ring of Darkvision. Illusionist talent. Carefully remove the cornea lenses of a deep-sea 

angler-fish and cure them in a formula that renders them tough as leather. Then slit them into strips 

and braid them into the shape of a ring, and cure them in a formula that renders them tough as steel, 

and translucent. Lose 1 Daring, and the ring is complete; when worn, it is invisible and adjusts to fit 

the finger of the bearer (humanoid sizes only.) The wearer can constantly see 30 feet in the dark. 

 

 Create Ring of Darkvision. Necromancer talent. Bind the spirit of a blind warrior to a vertebrae of 

an elven wizard from the base of the skull. Paint the vertebrae with special sigils in a tarry ink made 

from the corruption of a vat of 66 moles and some other special ingredients, including grave earth and 

the shedding of fine steel a thousand years old. Place in a dwarf skull sealed shut with steel plates, 

along with precisely 82 corpse beetles that have only tasted the flesh of those you killed with your 

necromancy. After a month, open the skull and remove the vertebrae, casting the final enchantment 

and losing 1 Charm. The bone will have been sculpted to a ring shape that will adjust to fit any 

humanoid finger. The wearer can constantly see 30 feet in the dark. 

 

 Create Ring of Darkvision. Shaman talent. Find the spirit of a bat, a mole, and a cave fish. Persuade 

or force them to enter a ring that includes a strand of your hair. Each spirit you put in (up to 1 per 

your level) will serve for 1 year and then depart, and when the last spirit departs the magic is gone. 

The wearer can constantly see 30 feet in the dark. 

 

Shamen generally only pay an attribute point when they create something permanent, trapping a spirit in 

an object until the object is broken. 

 

 

The more powerful the enchantment is, the more unique components and difficult timing issues should be 

required. Alternatively, talents could require spending more attribute points, losing talent slots, leveling 

during the process, human sacrifice, or other powerful substitutes to fuel the magic. 

 

This system is deliberately vague. The DM’s world is strongly affected by the type and number of magic 

items available. By using this system, the DM can motivate quests for components and circumstances, for 

wizards (possibly including characters) who want to make an item. Some enchantments might not be very 

utilitarian, they might instead open an ancient door or release a specific suffering spirit. 

 

You can create magic items with this, and you can keep them magical instead of mechanical. Characters 

do not need to know how an object was enchanted in order to use it, but having this system in the 

background allows the DM to create rich histories for magic items at will, and limit their creation too. 


