













































































	Front Cover
	DM’s 2012 Quick Token Reference
	5 Mithral Pieces: no in-game effect
	15 Mithral Pieces: no in-game effect
	100 ft Silk Rope: miscellaneous gear
	Belt of Retrieval: wearer may drink one potion as a Free Action once per combat; cannot be used to apply salves or oils
	Boots of Snow Walking: wearer can walk across snow and not fall through, slip, or incur movement penalties as a result of the unstable surface; only provides protection directly related to snow
	Bracers of Fire: deals an additional 2 damage as Fire when used with a melee weapon or monk’s open-hand attacks; has no effect on ranged attacks [calculated by coaches, noted on party card]
	Bracers of Resolve: +2 to Will saving throws [calculated by coaches, noted on party card]
	Briano’s Blessed Bodhrán: bardsong grants each party member a total of +1 To Hit & +2 Damage (+2 To Hit & +3 Damage if the bard is 5th-level) from melee and ranged attacks when this instrument is played; bard may cast spells while playing this instrum...
	Cadaver Charm: wearer is healed 2 points when the first (or only) monster in the room dies; if the room has multiple monsters, any monster deaths past the first do not trigger the effect of this charm
	Caster’s Gloves: wearer does not suffer the 5% (1 on a d20 roll) spell failure chance caused by casting in a Cold Climate
	Charm Necklace: wearer may be affected by up to three additional charms (for a grand total of up to six charms)
	Charm of Final Repose: wearer may score critical hits when fighting undead; rogues (only) may also perform a Sneak Attack on undead; party members not wearing this charm can neither score crits nor make Sneak Attacks against undead
	Charm of Spell Swapping: The wearer may re-cast a damage or cure spell the character already cast if a higher level spell is sacrificed. If the character does not have any available (not yet cast) higher-level spells, this charm has no effect. It cann...
	Charm of Synergy: Each member of the party wearing this charm gains +1 to max Hit Points for every party member wearing a CoS. If only one party member is wearing a CoS, only that party member’s max HP is increased by 1. If three party members are wea...
	Crown of Might: wearer’s melee attacks (not ranged or spell) gain +1 To Hit and +1 Damage [calculated by coaches, noted on party card]
	Dark Shield: +2 to AC
	Darkmail: +7 to AC
	Darkrift Arrow: on a successful hit from a bow, deals an additional 2 damage as Darkrift; must be declared (turned in) before sliding weapon token [collect after use]
	Darkrift Runestone: on a successful hit with a missile weapon, deals an additional 1 damage as Darkrift [collected & calculated by coaches, noted on party card]
	Defender Helm: +1 to AC & +1 to all saving throws; part of the Defender set [calculated by coaches, noted on party card]
	Defender Platemail: +8 to AC; part of the Defender set
	Defender Shield: +3 to AC; part of the Defender set
	Divine Armor: +4 to AC & +1 to Fortitude saving throws [calculated by coaches, noted on party card]
	Draco-Lich Claw Charm: all physical melee and ranged attacks (not spells) deal an additional 2 damage
	Dragonhide Armor: +6 to AC; part of the Dragonhide set
	Dragonhide Bracers: +4 To Hit and +4 Damage with missile weapon attacks vs. dragons; has no effect on non-dragons; part of the Dragonhide set [because of the circumstantial nature of the bonus, may not be reflected on party card]
	Dwarven Arrow: +1 To Hit vs. all monsters when fired from a bow; on a successful hit against a Giant, deals 1 additional damage; must be declared (turned in) before sliding weapon token [collect after use]
	Dwarven Axe: on a successful hit against a Giant, deals 3 additional damage
	+1 Dwarven Battle Axe: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Bolt: +1 To Hit vs. all monsters when fired from a full-size (i.e., not hand-size) crossbow; on a successful hit against a Giant, deals 1 additional damage; must be declared (turned in) before sliding weapon token [collect after use]
	+2 Dwarven Dire Axe: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Dirk: on a successful hit against a Giant, deals 3 additional damage
	+1 Dwarven Dirk: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Glaive: on a successful hit against a Giant, deals 3 additional damage
	+1 Dwarven Glaive: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Half Plate: +7 to AC & +2 to Fortitude saving throws [calculated by coaches, noted on party card]
	Dwarven Hand Axe: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Heavy Crossbow: can only be fired once every two rounds; on a successful hit against a Giant, deals 3 additional damage; fires normal-size bolts
	+1 Dwarven Heavy Crossbow: can only be fired once every two rounds; on a successful hit against a Giant, deals 3 additional damage; fires normal-size bolts
	Dwarven Lt. Crossbow: on a successful hit against a Giant, deals 3 additional damage; fires normal-size bolts
	Dwarven Lt. Hammer: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Mace: on a successful hit against a Giant, deals 3 additional damage
	+1 Dwarven Mace: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Shield: +1 to AC
	Dwarven Short Bow: on a successful hit against a Giant, deals 3 additional damage
	+1 Dwarven Short Bow: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Sling: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Stout Staff: on a successful hit against a Giant, deals 3 additional damage
	+1 Dwarven Stout Staff: on a successful hit against a Giant, deals 3 additional damage
	Dwarven Throwing Hammer: on a successful hit against a Giant, deals 3 additional damage; can be used in melee or thrown, but does not automatically return; if thrown, can be retrieved after combat is over [do not collect; if thrown, just hold onto the...
	+1 Dwarven Throwing Hammer: on a successful hit against a Giant, deals 3 additional damage; can be used in melee or thrown, but does not automatically return; if thrown, can be retrieved after combat is over [do not collect; if thrown, just hold onto ...
	Earcuff of Energy: once per room, the wearer may re-cast a spell s/he just cast on the following round; the re-cast spell is cast “as a scroll” and thus cannot be modified in any way
	Example: On round three of combat, Alice (playing the elf wizard) casts the last Magic Missile spell on her character card. She correctly answerers the DM’s planar quiz, so the spell does 11 points of damage. Normally that would be her full allotment ...
	Earcuff of Salvation: wearer cannot become undead after dying
	Eldritch Dust: no in-game effect
	Eldritch Runestone: different effect every year [collected by coaches; may or may not be noted on the party card, depending on the effect]
	Fermented Frostberry: heals 1 point of damage [collect on use]
	Figurine of Power: Owl: completely negates one melee or missile hit against the wearer; does not prevent spell, trap, or “push” damage; usable once per adventure [up to the player/party to track]
	Footman Cap: wearer cannot be surprised; part of the Footman set
	Footman Chainmail: +5 to AC; part of the Footman set [calculated by coaches, noted on party card]
	Footman Shield: +2 to AC; part of the Footman set [calculated by coaches, noted on party card]
	Gauntlets of Ogre Power: +2 to Strength (+1 To Hit in melee and +1 Damage with melee and thrown weapons) [calculated by coaches, noted on party card]
	Ghast Agate: no in-game effect
	Ghoul Agate: no in-game effect
	Girdle of Dwarven Health: +2 to max Hit Points [tracked by players]
	Girdle of Frost Giant Strength: +5 to Strength (increases melee To Hit modifier and increases Damage with melee and thrown weapons) [calculated by coaches, noted on party card]
	Girdle of Hill Giant Strength: +3 to Strength (increases melee To Hit modifier and increases Damage with melee and thrown weapons) [calculated by coaches, noted on party card]
	Hill Dwarf Armor: +5 to AC
	Holy Lager: thrown alchemical weapon, affects undead only [collect on use]
	Horn of Blasting: A character sounding this deals 2 points of Force damage to all monsters in the room. A HoB may only be sounded once per room per player, but if the party has more than one HoB, each character possessing one may use theirs once per r...
	Ioun Stone Lavender Ellipsoid: grants immunity to special attacks delivered by undead touch; special attacks can include ability drain, curse, Death, paralysis, etc.; does not provide immunity to weapon or spell attacks from undead, nor does it preven...
	Ioun Stone Mithral Pyramid: grants +2 to saving throws made vs. undead touch attacks [due to the circumstantial nature of the bonus, may not be reflected on the party card]
	Ioun Stone Topaz Sphere: Darkrift damage inflicted upon the character is reduced by 10 (stacks with Topaz Trilliant)
	Ioun Stone Topaz Trilliant: +2 to all saving throws & Darkrift damage inflicted upon the character is reduced by 10 (stacks with Topaz Sphere) [saving throw bonus will be calculated by coaches and noted on the party card]
	Khing’s Ring of Supreme Evasion: wearer gains +6 to Reflex saving throws and Improved Evasion per the 5th-level monk ability (If the player makes a successful Reflex saving throw against any attack that normally deals half damage on a successful save,...
	Kubu’s Coin of Coincidence: Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea commodo ...
	Lazlo’s Bag of Looting: : Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea commodo co...
	Lens of the Hawk: non-magical ranged weapons gain +1 To Hit; has no effect on magical ranged weapons or any weapon being used in melee; will affect non-magical compound weapons but only if they are thrown; may not be used in conjunction with magical a...
	Lyre of Echoes: the bardsong effect from this instrument lasts for one round after the bard stops playing, thus the bard need only sing every other round to keep the effect up continuously; there is neither an extra benefit nor a penalty for playing t...
	Bards may switch to playing a different instrument in the “off-rounds”. However, the effects of the instrument being played in those off-rounds will replace (not stack with) the effects granted by LoE for that round.
	Magnificent Bard’s Instrument: bardsong grants each party member a total of +1 To Hit and +3 to Damage (+2 To Hit & +4 Damage if the bard is 5th-level) from physical melee and ranged attacks (not spells) when this instrument is played
	+2 Mithral Bracers: +2 to AC; part of the Mithral set
	+3 Mithral Bracers: +3 to AC; part of the Mithral set
	Mithral Cluster: no in-game effect
	Mithral Geode: no in-game effect
	Mountain Dwarf Armor: +3 AC; part of the Mountain Dwarf set
	Mountain Dwarf Boots: +2 to Reflex saves vs. slips and falls; part of the Mountain Dwarf set [because of the circumstantial nature of the bonus, may not be reflected on party card]
	Mountain Dwarf Mitts: wearer is immune to the weapon drop chance caused by fighting in a Cold Climate; part of the Mountain Dwarf set
	Mummy Scarab: no in-game effect
	Necklace of Biting: any monster who hits the wearer with a melee attack takes 1 point of damage
	Oak Runestone: If a character under this effect hits a monster with a melee weapon, that monster may not fly for one round. Multiple O.R. melee hits in the same round do not stack, but if the monster is hit with the O.R. effect every round, the monste...
	Round 1: Monster wins initiative, attacks. On the party’s turn, Player A successfully makes an O.R. melee strike on the monster.
	Round 2: Monster goes first but cannot fly yet because Player A’s turn hasn't come around again.
	[collected by coaches, noted on party card]
	Pewter Mug: can hold liquid
	Potion Blessed Brandy: heals 5 points of damage and eliminates all the special harmful effects resulting from an undead touch attack [collect on use]
	Potion Death Draught: eliminates all the special harmful effects resulting from an undead touch attack [collect on use]
	Potion Dwarven Doppelbock: +6 Strength (+3 To Hit with melee attacks, +3 Damage from melee and thrown weapon attacks) but –2 to AC for one room; multiple uses do not stack [collect on use]
	Potion Dwarven Draught: +6 to Fortitude saving throws for one room; multiple uses do not stack [collect on use]
	Potion Dwarven Pilsner: heals 5 points of damage but player is stunned for one round (Stunned: victim drops whatever is in its hands; cannot attack or cast spells/play bardsong; –2 AC penalty)
	Potion Leaping Attack: imbiber may attack flying/levitating (not just at range, the monster must be in the air) monsters with melee weapons; like most potions, drinking this takes one round, so the player would not be able to attack a flying monster u...
	Potion Pelor’s Rage: imbiber’s melee attacks vs. undead gain +1 To Hit & +1 Damage; lasts one room, multiple uses do not stack [collect on use]
	Potion Polymorph (Cave Bear): turns drinker into a cave bear, lasts one room, DRU, EWZ, & WIZ only [collect on use]
	Reaper’s Pick: mundane weapon
	Ring of Brilliance: when fighting with a two-handed melee weapon, wearer does 3 additional points of Sacred damage on a successful attack (the Sacred portion of the damage is doubled vs. undead)
	Ring of Earth Elemental Command: –5 damage from Sonic, deals 2 points of Sonic damage to any attacker that hits the wearer in melee
	Ring of Enervation: when fighting with a two-handed melee weapon, wearer does 2 additional points of Darkrift damage on a successful attack (energy-draining undead are immune to Darkrift energy, but other undead are damaged normally)
	Ring of Evasion: wearer gains Evasion per the 4th-level monk ability (If the player makes a successful Reflex saving throw against any attack that normally deals half damage on a successful save, take no damage instead.)
	Ring of Improved Evasion: wearer gains Improved Evasion per the 5th-level monk ability (If the player makes a successful Reflex saving throw against any attack that normally deals half damage on a successful save, take no damage instead. If the saving...
	Ring of Intrusion: the wearer’s first successful physical (not spell) attack against a monster ignores Damage Reduction; functions once per room per wearer
	Rod of Seven Parts, Segment 5: +1 to Strength [calculated by coaches, noted on party card]
	Sacred Arrow: when fired from a bow, a successful hit does 3 additional points of Sacred damage (the Sacred portion of the damage is doubled vs. undead); must be declared (turned in) before sliding weapon token [collect after use]
	Sacred Hand Grenade: alchemical thrown weapon which deals Sacred damage (Sacred damage is doubled vs. undead); counting to three is not strictly required prior to throwing [collect on use]
	Sacred Sling Stone: when launched from a sling, a successful hit does 2 additional points of Sacred damage (the Sacred portion of the damage is doubled vs. undead); must be declared (turned in) before sliding weapon token [collect after use]
	Scroll Chill Touch: deals 6 points of Cold damage to target if at least AC 15 is hit (use the scroll token in the slider) [collect on use]
	Scroll Dark Arrow: deals 6 points of Darkrift damage to target if at least AC 15 (use the scroll token in the slider) is hit (energy-draining undead are immune to Darkrift energy, but other undead are damaged normally) [collect on use]
	Scroll Dark Aura: targeted party member gains +1 to AC in non-daylight conditions; lasts one room [collect on use]
	Scroll Darkrift Darts: deals 4 points of Darkrift damage to all monsters in room (energy-draining undead are immune to Darkrift energy, but other undead are damaged normally) [collect on use]
	Scroll Detect Undead: reveals the location of all undead in the room; lasts one room [collect on use]
	Scroll Siphon Spirit: heals 8 points of damage if a monster in the room has been defeated; does not function in rooms with no monster or if a monster has not been defeated; will function if the room has more than one monster if at least one of the mon...
	Scroll Soul Spear: deals 15 points of Force damage if a monster in the room has been defeated; will function if the room has more than one monster if at least one of the monsters has been defeated [collect on use]
	Scroll Speak with Dead: allows all party members to speak with dead characters; lasts one room [collect on use]
	Scroll Sunray: deals 7 points of Sacred damage (14 vs. undead) to target if at least AC 15 is hit (use the scroll token in the slider) [collect on use]
	Scroll Urgent Health: normally heals 8 points of damage; if the target’s current HP total is 15 or less, heals a total of 12 points of damage [collect on use]
	Scythe: mundane weapon
	Scythe of Reaping: sliding a “natural 20” with this weapon heals the wielder 3 points of damage
	Shade Cloak: +1 to AC, +1 to all saving throws, speak with dead at will; does not allow the whole party to speak with dead characters—just the wearer [AC and saving throw bonuses will be calculated by coaches and noted on the party card]
	Shadow Cloak: +1 to AC and +1 to all saving throws [calculated by coaches, noted on party card]
	Shirt of Spiritward: if a character dies while wearing this shirt, s/he may participate in combat by sliding an empty puck; the dead character’s “attacks” can’t directly harm the monster, but can still bump or be bumped by other pucks
	Silkweave Shirt: physical missile attack damage inflicted upon the wearer is reduced by 1 point per attack
	Silverweave Shirt: melee attack damage inflicted upon the wearer is reduced by 1 point per attack
	Skull Helm: +1 to AC
	Sling Bullet of Acid: when launched from a sling, a successful hit does 2 additional points of Acid damage; must be declared (turned in) before sliding weapon token [collect after use]
	Sniper Spectacles: all of the wearer’s ranged attacks (either physical or spells requiring a slide) gain +3 To Hit [calculated by coaches, noted on party card]
	Spectre’s Spectacles: saving throws vs. gaze attacks gain +10 to the roll [because of the circumstantial nature of the bonus, may not be reflected on party card]
	Spirit Runestone: user’s weapons do not suffer the normal 50% miss chance when attacking incorporeal monsters [collected by coaches]
	Sun Runestone: user’s melee weapons do 1 additional point of Sacred damage (the Sacred portion of the damage is doubled vs. undead) [collected by coaches]
	Supreme Ring of Elemental Command: –10 damage from Cold, Fire, Shock, and Sonic, deals 3 points of Eldritch damage to any monster that hits the wearer in melee
	Surtr’s Girdle of Fire Giant Strength: +7 to Strength (increases melee To Hit modifier and increases Damage with melee and thrown weapons) [calculated by coaches, noted on party card]
	TaMor’s +4 Mithral Bracers: +4 to AC; part of the Mithral set
	Templar Armor: +9 to AC; part of the Templar set
	Templar Helmet: +3 to AC; part of the Templar set
	Templar Shield: +4 to AC; part of the Templar set
	Topaz Infused Armor: +4 to AC and Darkrift damage inflicted upon the character is reduced by 5
	Vile Armor: +6 to AC
	Walking Stick: wielder gains +2 to Reflex saves vs. slips and falls when holding/fighting with this weapon [because of the circumstantial nature of the bonus, may not be reflected on party card]
	Wand of Forcebolts: deals 4 points of Force damage to all monsters in room [punch token after each use, collect after fifth use]
	Wand of Illumination: all undead in room suffer –2 to AC; multiple uses of this wand do not stack, like most Area of Effect magic, this does not bypass Magic/Spell Resistance [punch token after each use, collect after fifth use]
	Wand of Snowballs: target is –2 to AC for one round if a DC 12 Reflex save fails; multiple uses of this wand do not stack with each other [punch token after each use, collect after fifth use]
	War Maul of the Ancients: Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea commodo c...
	Wicked Charm: wearer gains +1 to Strength but suffers –1 to all saving throws [calculated by coaches, noted on party card]
	Wight Agate: no in-game effect
	Winter Shirt: wearer is immune to the negative initiative modifier caused by Cold Climate
	Winter Wolf Armor: +3 to AC
	Yeti Cloak: wearer is immune to non-magical Cold damage and immune to all Cold Climate penalties
	Yeti Hide Armor: +4 to AC
	Zombie Lodestone: no in-game effect
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