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Death's Mirror
Ring, uncommon 1,000 gp

Made from woven lead and silver, this ring fits only
on the hand’s smallest finger. As the moon is a dull
reflection of the sun’s glory, so too is the power within
this ring merely an imitation of the healing energies
that can bestow true life. The ring has 3 charges and
regains all expended charges daily at dawn. While
wearing the ring, you can expend 1 charge as a bonus
action to gain 5 temporary hit points for 1 hour.

Feather Token

Wounderous item, (rare) 2,000 gp

This black feather is shaped like a crescent moon. As an 
action, you can brush the feather over a willing creature’s 
eyes to grant it the ability to see in the dark. For 1 hour,
that creature has darkvision out to a range of 60 feet, 
including in magical darkness. Afterwards, the feather 
disappears.

Moonsteel Scythe Weapon
Weapon, rare 2,000 gp

The blade of this magic weapon seems to shine from 
within with a pale, white light. The weapon deals an 
extra 1d6 radiant damage to any creature it hits. If the 
creature is a shapechanger or any other creature not in its 
true form, it becomes frightened until the start of your 
next turn. At the start of its turn, a creature frightened in 
this way must succeed on a DC 13 Charisma saving throw 
or immediately return to its true form. For the purpose 
of this weapon, “shapechanger” refers to any creature 
with the Shapechanger trait.
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