
Enchanted Equipment 
 
Battlestones 
 
Enchanters make these so that even when they are in places that do not allow arms and armor, they can be 
prepared to fight. Battlestones can only be used by those with the Enchanter skill. 
 
Enchanters grip the stone and spend 1 Resolve, instantly activating the stone. When the enchanter’s fist 
opens, releasing the stone, the enchantment scatters. It can be reset by gripping the stone and spending 
another Resolve. 
 
• Runic Armor. Shimmering force encases the bearer. It counts as armor, allowing an unarmored 

enchanter to use the full armor rating. 
 

• Runic Shield. A shield made of magical force springs from your fist. It can either give +1 step on 
Armor, or serve as a weapon, decided at the beginning of each round. 

 
• Runic Weapon. A weapon made of magical force springs from your fist. It can be hurled as a range 

weapon, and another will take shape as it dissipates after striking. 
 
Greater Battlestones have elaborations on the rune, so that the enchanter using them can roll 2 dice and 
keep the higher result. 
 
Extremely rare Master Battlestones have all three runes scribed into them, and one Resolve activates 
them all at once. Suddenly an unarmed, unarmored dwarf is clad in eldritch energy mail with weapons 
made of magical force! 
 
Only a few Ultimate Battlestones exist. They have all three runes with elaborations, so with one Resolve 
all three runes activate and also any roll with the arms and armor provided gets 2 rolls, keep the higher. 
 
Honor Vessels 
 
These weapons are tied up in the founding of the clan, or in a heroic tale of its victory in dire adversity. 
Each of these weapons has a Resolve pool inside it equal to the clan’s Prestige rating (which can go up or 
down). This pool can be refilled when the bearer acts to regain Resolve in a way that would make the clan 
proud. The bearer can use Resolve from the vessel any time it is in hand. 
 
These weapons are symbolic of a clan in urgent circumstances who has chosen a champion to resolve 
those circumstances. Only the most trusted of the clan’s warriors are entrusted with these weapons, and 
losing or breaking one is a shame that lasts for twenty four generations. 
 
The Resolve pool can only be accessed or affected by a Leader combat role character from the vessel’s 
clan, or by someone appointed by the jarl in a religious ceremony. 
 
Deathless Skill Rings 
 
Sometimes enchanters work with the greatest masters, and capture their skill in a ring in the last decade or 
so of their lives. These rings raise the skill level of the bearer by one; from unskilled to secondary, or 
secondary to primary. Someone with a primary skill who wears the ring will benefit from an upgrade 



from that skill while wearing the ring, and can learn the upgrade from the ring (and then the ring will 
manifest a different upgrade.)  
 
These rings are in short supply, and they only work for dwarves. Each of them has a chip of stone from 
the clanhome of the contributing master and the enacting enchanter. 
 
Force Clasp 
 
These clasps can be worn in the hair, or in a beard, but they must touch the bearer’s hair to work. While 
wearing a Force Clasp, the bearer can trade 1 Vitality to regain 1 Resolve, or spend 2 Resolve at once. 
 
Lightstone 
 
These stones are often worked into jewelry, armor, or weapons. They can be rocks or gems. When the 
bearer wills it, they glow with the light of a candle, or a torch. Some greater lightstones can be coaxed to 
much brighter levels by spending a point of Resolve and wishing it. 
 
 


