

































































































































































































































































the family’s moonblade, the Caiths decided to trade the weapon for some of the funds
needed to transform their ancient uncle Shenarr into a baelnorn, an undead elven
guardian. Shenarr was more than slightly amused at how the blade helped him defy death.

¢ Damage: 1D6+2, +4 vs. orcs, piercing
THACO: +2, +4 vs. orcs

Special: 50% of all hits blind orcs
Weight: 3

Speed Factor: 1

Proficiency Type: Short sword

Type: One-handed

Not Usable By: Druid, cleric, mage
Value: 22,100

Lore: 65

Pikeman's Cnd

¢ Type: Two-handed sword

This notched and tarnished blade once saw a great deal of service in the employ of Kath
Tahl, a warlord and bandit who roamed the countryside of the western heartlands. Kath
was fond of destroying peasant militias to send a warning to other communities. When the
nervous defenders tried to form a line of pikes, Kath and other heavily armored men
would wade into the fray, hacking their weapons apart and breaking their formation. Once
the villagers fell into disarray, his men would take what they wanted. Kath eventually met
his end when a rival warlord, Marhap the Blackbeard, destroyed Kath’s army.

¢ Damage: 1D10+3, slashing

THACO Bonus: +3

Weight: 8

Speed Factor: 7

Proficiency Type: Great sword
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Type: Two-handed

Not Usable By: Druid, cleric, mage, thief
Value: 27,000

<& Lore: 75
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Singing Blade of Athonen

¢ Type: Long sword

This once-shattered blade lay in the breast of Icasaracht, the last of the white dragon matri-
archs that ruled the Spine of the World. It was wielded by Aihonen, a distant ancestor of
Jhonen the fisherman. The sword has lain at the bottom of the lake for almost a century,
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waiting to be returned to one of its wielder’s bloodline. The blade seems to draw its
strength from Lac Dinneshere itself. As long as the wielder is within a dragon’s flight of the
lake, the blade is a fearsome weapon.

The dwarven smith Tiernon can “soothe” the Sword of Aihonen, turning it into this
sword (since he was the one who forged it). His skills can awaken some of the blade’s orig-
inal powers, which were drained when it was used to slay Icasaracht the first time.

<> Damage: 1D8+1 (+5 within a dragon’s flight of Lac Dinneshere), slashing

< THACO Bonus: +1 (+5 within a dragon’s flight of Lac Dinneshere)

<> Special: +30% cold resistance, +30% fire resistance, +10 to the user’s maximum hit
points within a dragon’ flight of Lac Dinneshere, casts Cure Critical Wounds three
times per day, grants its wielder +3 Strength once per day

Weight: 3

Speed Factor: 2

Proficiency Type: Sword

Type: One-handed

Not Usable By: Druid, cleric, mage

Value: 21,575

Lore: 0

Sword op (Dyrloch Vale

< Type: Long sword

It is believed that fae creatures helped create this beautiful sword, and legends say that it
was forged in the cool depths of the large lake Myrloch. Believed to be quite old, the
weapon has an unearthly look to it. The only individual known to have carried the weapon
was a half-elven bard named Daen Winterbrush. It is said by some that after he found the
sword he was blessed with exceptional creativity and powerful sensitivity to the world
around him. He traveled for 40 years and is known for some of the most unique, haunting
melodies in Faertn. It is believed that Daen eventually became too melancholy at the
sights of misery and oppression that he encountered in his travels, and that the fae
welcomed him into the breast of Myrloch.
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Damage: 1D8+3, slashing

THACO Bonus: +3

Special: +20 to Lore skill while equipped
Weight: 4

Speed Factor: 4

Proficiency Type: Long sword

Type: One-handed

Not Usable By: Evil creatures, druid, cleric, mage
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¢ Value: 32,000
¢ Lore: 58

Calon of che Gloomfrost

¢ Type: Scimitar

This is one of the weapons your party can forge with the guidance of the dwarven smith
Tiernon. Forged from ice taken from the walls of the Gloomfrost, this blade has taken not
only some of the glacier but also some of your party’s strength into it, creating a formidable
weapon. Though made of ice, the weapon is only slightly cold to the touch and does not
melt, even when exposed to the hottest flames.

¢ Damage: 1D8+4, slashing
¢ THACO Bonus: +4

¢ Special: +10% fire resistance, +10% cold resistance, casts Storm Shell once per day,
15% chance of casting Entangle on the target each successful hit

Weight: 3

Speed Factor: 1

Proficiency Type: Large sword
Type: One-handed

Not Usable By: Cleric, mage, thief
Value: 27,000

Lore: 0
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Crollslayer

¢ Type: Bastard sword

The wizard Epp the Foolhardy crafted this blade for his trusted companion, Farl Greenbog.
Farl was a smart ranger who had dedicated his life to eradicating trolls from northern
Faertin. Farl was killed when a group of troll shamans caught him by surprise. Epp
responded to Farl’s cries for help, but moments too late. The wizard avenged his friend’s
death but only reclaimed this sword from the deep pits of the marsh (see Figure 3.8).

¢ Damage: 2D4+1 (+4 vs. trolls), slashing (1D4) and fire (1D4)
¢ THACO Bonus: +1 (+4 vs. trolls)

Weight: 8

Speed Factor: 6

Proficiency Type: Great sword

Type: One-handed

Not Usable By: Druid, cleric, mage, thief

Value: 25,500

Lore: 63
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Blackhawk

FIGHTER

Figure 3.8:
- When facing ugly
EATA : VS trolls, a little flame on
I oo s ( ‘ your blade always
‘ ‘ heats up a party.
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ugmenting your party’s offensive power and defensive strength

has never been easier. From a simple amulet of protection to
a demon manifested in the form of an armored suit, the prized items
available in Heart of Winter will outfit your characters for success...
if used correctly.

In the following pages, you'll find detailed background informa-
tion on all items introduced in the expansion, as well as comprehensive
advice on how and when to use them. With the help of this chapter,
you'll be able to evaluate each piece of equipment not only on its own
merits, but also as it relates to your other adventuring hardware.

Cloching and ArRMOR

Several new pieces of enchanted and otherwise finely crafted armor await you in your
adventures through Heart of Winter. The table below lists the statistics of all the unique
magical apparel now available to you. Following the table you'll find listings with each
item’s background, description, statistics, and a more detailed look at the item’s magical
special effects. Table entries that need some explanation are described below.

< Armor Class (AC): All creatures have an armor class, which reflects how difficult it is
to hit them. (The lower the AC, the harder that creature is to hit.) Many items found
in the Heart of Winter give a bonus to AC or provide your characters with a set AC
better than their natural armor class.

Special: Any extra abilities are listed in this category.

Value: The optimal value of the weapon.

Lore: The Lore rating required of a character in order for him or her to be able to iden-
tify the item without need of a shopkeeper or an Identify spell.
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Special Weight  Value
Belt of Bones Belt None Circle of Bones, Animate Dead 0 14,100 59
Bracers of Blasting Gloves None Shout, Great Shout 2 18,000 55
Cloak of Invisibility Cloak None Invisibility 0 21,300 65
Coral Plate Armor Armor 3 +15% fire and acid resistances, 50 80 0
-2 Dex
Cyclocone Helm +1 Whirlwind 2 5,200 i
Girdle of Ogre Blood Belt None Regeneration, summon ogres 2 25,000 69
Helm of Shouting Helm +1 Shout 2 11,300 66
Mourner’s Armor Armor 4 Cursed, user cannot see own 20 13,000 98
HP, +25 max HP, 75% missile
resistance, -25% thieving skills
Namji’s Robe Armor 5 Regeneration 5 19,200 90
Ogi-Luc’s Great Robe Armor 4 18/99 Str, +2 Con 5 25,200 85
Ogien’s Scale Armor 2 Animal Rage 25 14,020 65
Robe of Armory Armor 3 +10% resistance to all physical 5 17,950 43
attacks
Rogue’s Cowl Helm +2 +10% stealth, Blindness, 2 12,150 80
Color Spray
Sharkskin Armor Armor 8 +10% fire and acid resistances, 20 5 0
-1 Dex
Sharkskin and Coral Armor Armor 6 +10% fire and acid resistances, 25 30 0
-2 Dex
Shield of the Revenant Shield +3 Undead Ward 3 18,000 1
Shimmering Sash Belt None Blur 2 14,100 89
Stomper’s Boots Boots None Earthquake 4 12,200 45
The Sundered Shield Shield 3 +10%/+25% resistance to all 2 2,750 0
of Tiernon Denthelm physical attacks, Unfailing
Endurance, +2 AC
Tiernon’s Sundered Shield ~ Shield +2 vs. non-  +3% resistance to all physical 3 750 0
crushing attacks except crushing
Vexed Armor Armor 1 Resist Cold 100%, +2 Con, 45 27,000 100
Fire Storm
Wailing of Virgins Cloak +4/+2 Immunity to fear, Cloak 1 15,300 85
of Fear, cursed
Waukeen’s Defender Shield +3 +2 saves, 10% magic resistance 4 22,000 25
Winter King’s Plate Armor 3 +25% resist cold and fire 25 12,310 0
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Belc o Bones

< Type: Belt

This grim item was fashioned by priests of Myrkul, god of the dead. The heavy leather
belt is set with metal plates and hoops that hold human bones. The original owner was a
deadly warrior named Proud Keth. Keth rode across battlefields without fear, smashing
whomever got in his way. When he was surrounded, the belt came in handy. Unfortunately
for Keth, his opponents eventually decided to take him down using pole arms and long
spears. When he was killed, his belt was buried with him.

It was only a matter of time before thieves looted Keth’s grave. One of the thieves
sold Keth’s belt to a mage named Isanan, who found the belt useful during his travels.
When he retired, he sold the belt to Ben-Karad, a priest of Myrkul. Ben-Karad is believed
to have been killed somewhere in the sewers of Waterdeep.

Equip one of your frontline fighters with the Belt of Bones, and then use it to cast
the Circle of Bones spell to create a great defensive combo (see Figure 4.1). Since your
fighter should be in melee combat most of the time, the Circle of Bones will help dish
out a little extra damage. You'll also be adding a unique fighting combination to your
party, since fighters don'’t usually have access to this spell. Park your fighter in a narrow
corridor between your enemies and the rest of the party, cast Circle of Bones, and let the
carnage begin.
<> Special: Wearer can cast Circle of Bones and Animate Dead once per day each
< Value: 14,100

< Lore: 59

Figure 4.1:
The Belt of Bones
in action is beautiful
to behold.
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Bracers or Blascing

¢ Type: Gloves

Crafted by an unknown invoker, the bracers of blasting are dangerous tools for mages
strong enough to use them. A number of sets of bracers are floating around Faertn, but the
number dwindles every year due to uncommon misfortune.

A fighter/mage can make good use of these gloves. Most single-class mages are not
likely to have the requisite 14 Strength. Use the Shout spell function if an enemy wanders a
little too close to your spellcaster. You can stun your opponent, giving your mage time to
set up an appropriately destructive end for the bothersome foe.

¢ Special: Allows the user to cast Shout and Great Shout once per day each; every time
Great Shout is used, there is a 10% chance that the bracers will explode, doing 440
points of damage to the wearer

Weight: 2

Requires: 14 Strength

Only Usable By: Mage (single-, dual-, and multi-class)

Value: 18,000

Lore: 55

Cloak or Invisibiticy

¢ Type: Cloak
Cloaks of invisibility are very popular among thieves and adventurers in general.
Unfortunately, they are also very expensive. The wizard Cheston made this particular cloak
for the Waukeenar priest Betrand of Suzail. Betrand used the cloak effectively until he
faced a demonic foe that could see through the illusion. Betrand’s body was never found,
but the tattered cloak continued to work wonders for Betrand’s comrade, the thief Dacon
Blackwood. How this cloak arrived at its recent resting place is unknown.

The cloak of invisibility is useful for anybody, but it can be especially handy for a thief
or a fighter. Use it to sneak into heavily guarded areas or to scout ahead of the party
without being detected.

SRR R

¢ Special: Can cast Invisibility on the wearer three times per day
< Value: 21,300
< Lore: 65

Coral Place ArRmor

¢ Type: Armor

Used almost exclusively by sahuagin, coral plate armor is constructed of sharkskin with
hard coral plates at the shoulders, chest, and wrist. The equivalent of splint mail armor, it
also adds a bonus of +15% to acid and fire resistances. The armor is heavy, not very supple,
and feels constrictive when used by non-aquatic creatures. Coral plate armor can be worn , J
by thieves and druids. -
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Armor Class: 3

Special: +15% fire resistance, +15% acid resistance, -2 to Dexterity
Weight: 50

Not Usable By: Mage

Value: 80

Lore: 0
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Cyclocone

< Type: Helm

Properly a hat, not a helm, the cyclocone is a wizardly item of impressive power. The wiz-
ard Bemban of Immersea was quite fond of these pointed hats both for their appearance
and their power. Many wizards sought their own cyclocones, but their distinctive appear-
ance soon became the butt of many jokes among adventurers. Bemban left most of his for-
tune to private mages in the hope that they would continue to make his favorite magical
hat (see Figure 4.2).

Any mage would be well served by a cyclocone, funny though it may be in appearance.
The AC bonus is a great aid to the protection-deprived mage class, and Whirlwind is a
useful spell for clearing out groups of enemies in a pinch.

Special: Armor class bonus of +1, wearer can cast Whirlwind once per day
Weight: 2

Only Usable By: Mage (single-, dual-, and multi-class)

Value: 5,200

Lore: 75
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Figure 4.2:

The cyclocone brings a
Whirlwind along with
it, but beware of the
random wanderings of
this pocket-sized
tornado.




Girdle o Ogre Blood

¢ Type: Belt

Suspicious by nature, the wizard Caldinar manufactured a number of protective devices to
aid him in an emergency. This broad belt is made of tanned ogre hide and features five
glass lozenges filled with black ogre blood. Caldinar used the belt frequently in his adven-
tures. When he died, his comrades sold the belt in an auction.

The Girdle of Ogre Blood is another item that is useful for your frontline fighters to
wear. Give the belt to a non-spellcaster as it helps spread out the party’s summoning abili-
ties. The regenerative ability is also likely to be used the most by your fighters, who typi-
cally endure the most damage.

¢ Weight: 2

¢ Special: Wearer regenerates one hit point every five rounds and can summon five ogres
once per day

< Value: 25,000

¢ Lore: 69

Detm of Shoucing

¢ Type: Helm

This sleek, well-polished helm was a prized possession of the infamous eccentric adven-

turer Ullie the Loud. Ullie was the nominal head of a large mercenary company called the

Bronze Boars. His followers were inattentive, disrespectful, and loud. To counter this, Ullie

had a helm made to give him a powerful voice over his fellows. Not everyone liked Ullie’s

shouting, though, and he eventually got into a fatal fight with an ornery priest of Milil.

The priest confiscated the helm for a number of years until a group of burglars stole it.
This helm can be useful for a fighter or cleric, though better headgear is out there. The

AC bonus is welcome, of course, and casting Shout is always a nice way to kick off a battle.

Special: Armor class bonus of +1, wearer can cast Shout once per day
Weight: 2

Not Usable By: Mage, bard, thief

Value: 11,300

Lore: 66
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(Dourner's ARMOR

¢ Type: Armor

This unique suit of armor is of foreign design, created for a Kara-Turian samurai. The armor,
crafted from thin, stiff leather, is dyed black, but features the insignia of the plum blossom,
the mon of the Baika Clan. It was only worn into battle once, when Baika Himuro fought a
hopeless battle against the enemy samurai who overran his ancestral estate. It is believed
that the enemy clan captured the armor and later traded it for siege equipment.
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The Mourner’s Armor is useful for a thief, who is likely pressed into a missile support
role in combat (see Figure 4.3). Since thieves are behind the lines and vulnerable only
to missile weapons and ranged spells, the armor’s special abilities are put to good use.
Furthermore, since you can't see the bearer's wound level, it is best used by someone who
will not be taking damage that often. That way you can hopefully keep track of their hits
in your head. It is not a good choice for a frontline fighter, for obvious reasons.
< Armor Class: 4

<> Special: Wearer is unaware of his or her current hit point total; +25 hit point bonus;
75% resistance to missile weapons; wearable by thieves, but they get -25% to all their
thieving skills while wearing it; it can only be taken off with a Remove Curse spell

Weight: 20

Not Usable By: Mage
Value: 13,000

Lore: 98
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Namp's Rooe

< Type: Armor

A wizard from Thesk named Namji was the creator of this powerful robe. While it does nol
impart magical resistances to the wearer, it is extremely useful for spellcasters who often
find themselves in dangerous situations. Namji himself was a reckless battle wizard who
delighted in hurling spells from the midst of the fray. He was feared for his use of Namiji’s
Burning Hands, an adaptation of the common Burning Hands spell.
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The regenerative abilities of Namji’s Robe are not strong enough to make a significant
difference in a combat situation. Instead, keep the robe on hand for use in between combats,
donning it only when the last foe has fallen. With your mage healing on his or her own,
your priests can concentrate their healing efforts on other party members.
¢ Armor Class: 5
Special: Wearer regenerates one hit point per round
Weight: 5
Only Usable By: Mage (single-class)

Value: 19,200
Lore: 90

Ogi-Luc's Greac Rode

¢ Type: Armor
This robe was fashioned from strong fabric and dyed dark blue, the favorite color of its
proud owner, the archmage Ogi-Luc. Ogi-Luc was a powerful man, as strong in body as he
was in mind. However, he wasn't content to merely be strong; he wanted to be exceptionally
strong. For all of Ogi-Luc’s pride and prowess, he was unable to defeat the Red Wizard
abjurer Nesk Vhaltim. Nesk took the robes as a prize. They were later stolen and sold by
a daring rogue.

This robe offers only a mundane AC rating, but it can be combined with other magical
armors, making it doubly valuable.
Armor Class: 4
Special: Grants 18/99 Strength and +2 to existing Constitution
Weight: 5
Only Usable By: Mage (single-class)
Value: 25,200
Lore: 85
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Ogien's Scale

¢ Type: Armor
The great barbarian hero Ogien wore this armor during his many legendary conquests.
Ogien was said to be a bear of a man, taller than his fellow barbarians and a good deal
wider. Some said that Ogien would wrestle with wolves for amusement, and it is known
that he was haunted by a prophecy that he would die “under white paws.” When he was
killed fighting polar bears on the tundra of Icewind Dale, his armor was buried with him.
Despite its power, it is not distinctive in its appearance.

For the well-dressed berserker, nothing beats Ogien’s Scale. Make sure that you keep
the rest of your party well separated if you invoke Animal Rage, as the rager isn't picky

about targets.
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Armor Class: 2

Special: Wearer can incite Animal Rage three times per day
Weight: 25

Not Usable By: Halflings, gnomes, druid, mage, thief
Value: 14,020

Lore: 65
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Robe of Armory

< Type: Armor
There are a small number of these valuable gold-and-crimson robes floating around the
Forgotten Realms, and all of them are the creation of an abjurer named Delgam of the
Many Hands, so called for his extensive use of the expression “on the other hand.” Delgam
concentrated on imbuing his items with what abjurers tend to focus on: defense. His robes
were extremely popular, so much so that mages from all over the world demanded that he
make more for them. Delgam decided to fade into obscurity rather than cater to packs of
power-hungry wizards. His robes are his best-known legacy.

This is a good robe for a combat mage, but better protective clothing for mages is avail-
able. Since it doesn’t have any magical AC bonuses, it can be combined with a magical
cloak or other piece of apparel, making the robe very useful.

Armor Class: 3

Special: +10% resistance to slashing, piercing, crushing, and missile attacks
Weight: 5

Value: 17,950

Lore: 43
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Rogue's Cowl

< Type: Helm

This dark blue cowl is meant to be worn on the head and over the shoulders as a broad
hood. It was crafted by the gnomish thief and illusionist Breion Chestnut. Breion used the
cowl on his own adventures for several years before settling down. He gave the cowl to his
nephew who in turn sold the item for a large stretch of farmland.

This is an excellent find for a bard or thief as the +2 AC bonus is a welcome addition
to any such adventurer’s kit. The stealth bonus is also particularly helpful for a thief, and
the blinding effects of both of the helm’s spells can help with backstabs, sneak attacks, or
even hiding in shadows.

< Armor Class Bonus: +2

<> Special: +10% bonus to stealth, wearer can cast Blindness and Color Spray once per
day each

< Weight: 2
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< Only Usable By: Thief (single-, dual-, and multi-class), ranger (single-, dual-, and
multi-class), bard

< Value: 12,150
< Lore: 80

Sharkskin ARMOR

¢ Type: Armor

Used almost exclusively by sahuagin, sharkskin armor is the equivalent of leather armor
in protection. However, it also adds a bonus of +10% resistance for both fire and acid. The
armor is not very supple and feels constrictive when used by non-aquatic creatures.

Armor Class: 8

Special: +10% fire resistance, +10% acid resistance, -1 to Dexterity
Weight: 20

Not Usable By: Mage

Value: 5

Lore: 0

Sharkskin and Coral ArRmor

<& Type: Armor

Used almost exclusively by sahuagin, sharkskin and coral armor is constructed of shark-
skin with hard coral studs in strategic places. The equivalent of studded leather armor in
protection, it also adds a bonus of +10% to fire and acid resistances. The armor is not very
supple and feels constrictive when used by non-aquatic creatures.

< Armor Class: 6

Special: +10% fire resistance, +10% acid resistance, -2 to Dexterity
Weight: 25

Not Usable By: Mage

Value: 30

Lore: 0
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Shield or the Revenanc

¢ Type: Medium shield

This white-and-blue enameled shield is sacred to the Trinity of Torm, Tyr, and Ilmater.

The paladins found it quite useful in their constant battles against undead. This shield
allowed them to fortify an area with holy magic before entering melee combat. It was most
recently used by Kardod of Tyr, who was mauled to death by dozens of wights. His adver-
sary, the necromancer Shanin, sold the shield to a friendly priest of Myrkul.
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Paladins and clerics can both benefit from this handy shield. It offers a considerable
AC bonus, and the Undead Ward ability is a handy defense against the denizens of the
underworld.

Armor Class Bonus: 3

Special: Casts Undead Ward once per day
Weight: 3

Only Usable By: Paladin, cleric

Value: 18,000

Lore: 1
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Shimmering Sash

< Type: Belt
One of many beautiful enchanted sashes created in Zakhara, this luxurious silk item was
created to aid its wearers in evading attacks. The Brotherhood of the True Sun, a society of
holy slayers, granted these sashes to their most devout servants. This particular sash (see
Figure 4.4) was most recently in the possession of Khamu Bedi. A string of delicate black
characters on the red silk read, “Be swift, powerful, and deadly. But above all else, be moral.”
Blur is an excellent spell to have active all the time, and this belt certainly delivers.
Give a shimmering sash to one of your frontline fighters, and watch him or her dance
around the opposition.

Figure 4.4:

A shimmering sash is
a great addition to
your defenses. You
just have to put up
with double vision
every time you look

at your character.

<> Special: Wearer is consistently under the effects of a Blur spell
< Weight: 2
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¢ Only Usable By: Good-aligned characters
¢ Value: 14,100
¢ Lore: 89

Scomper's Bootcs

¢ Type: Boots

This pair of extremely sturdy boots was owned by the explorer Bordel “Stomper” Farpath.
Bordel was famed for his hiking contests. Bordel and a group of fellow explorers would
specify a location in Faertin to march to. Bordel won far more of the competitions than he
lost, and he had a reputation for having extremely heavy footsteps. This earned him the
nickname “Stomper.”

When Bordel died in a rockslide, he was buried in the wilderness. Several years after
his death, rumors began circulating that Bordels boots were actually enchanted to make
him sound loud when he approached. This rumor spiraled out of control, eventually going
so far as to say that Bordel’s boots were capable of shaking down houses with their weight.
By the time thieves stole the boots, they had taken on the properties that so many people
believed they possessed.

Put these boots on one of your support characters, such as a bard, priest, or mage.
Earthquake is a great offensive spell, and it affects everything on the screen no matter how
far away the caster is. When your party is on the ropes, unleash an Earthquake and watch
your enemies come tumbling down.

¢ Special: Allows the wearer to cast Earthquake once per day
& Weight: 4

< Value: 12,200

¢ Lore: 45

Ciernon's Sundered Shield

¢ Type: Medium shield

This enchanted shield looks as if it was punched by a giant, though it has not only managed
to stay intact, but also managed to retain some of its original magical protections. Its surface
bears the maker’s mark, “Tiernon,” and the symbol of a dented helm—though it is hard to
tell whether the helm was intended to be dented or whether the impact of the giant’s fist
marred the symbol.

Although Tiernon’s Sundered Shield is vulnerable to crushing damage (Tiernon’ last
name isn’t Denthelm for nothing!), the bearer will enjoy great benefits against all other
damage types. Tiernon can repair this shield for you, making it even more powerful (see
the second set of statistics below).
¢ Armor Class Bonus: +2 vs. all physical attacks except crushing
¢ Special: +3% resistance vs. all physical attacks except crushing

¢ Weight: 3

Cloching and Armor











































































































































































































































































































































