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RANDOM MAGIC ITEMS
The following is a set of tables to allow a Game 
Master to quickly generate discovered magic 
items. The first thing the GM needs to do is 
decide if the discovered treasure is a Minor 
Item, a Major Item, or a Relic.

For a completely random determination,  
roll a d12: 

• On a 1-8, the treasure is a Minor Item.
• On a 9-11, the treasure is a Major Item.
• On a 12, it’s a Relic.
Minor Items have 1d4-1 Minor Qualities (with 
a minimum of one).

Major Items have 1d4 Minor Qualities and 1d4-
2 Major Qualities (with a minimum of one).

Relics have 1d6 Minor Qualities, 1d4 Major 
Qualities, and 1d4-2 Relic Qualities (with a 
minimum of one).

After determining the power of the item, the 
type of item is next.

d12 Roll Type
1-2 Armor or Shield.
3-4 Weapon (Melee or ranged).
5-6 Clothing (Cloak, boots, cape, etc.).
7-9 Jewelry (Ring, amulet, bracelet, 

etc.).
10-11 Carried Item (Staff, rod, wand, 

etc.).
12 Odd Thing (Old teeth, brass 

chalice, animal skull, book, etc.).

After generating the type, the Game Master 
should decide the specifics. As a general rule, 
the item should make sense to the situation. 
Alternately, be as random as you choose, 
inspired by classic items of gaming and 
literature.

Minor Qualities
Roll or select from the following chart for Minor 
Qualities. Feel free to ignore or modify any 
results that make no sense for the item.

d12 Roll Minor Quality
1 +1 to a Trait roll, relevant to the 

item’s function (Fighting for a 
sword, Strength for gloves, Stealth 
for boots, Spirit for a headband, 
etc.).

2 +1 to a Trait roll, having nothing to 
do with the item’s function.

3 +2 Charisma.
4 +1 damage (generally weapons).
5 AP 2 (generally weapons).
6 +1 Armor (generally armor or 

shields).
7 +1 Parry (generally shields).
8 +5 Power Points.
9 +1 Pace
10 Item provides light at will, no 

Power Point cost or activation 
required; always roll again and add 
one other Minor Quality.

11 Item weight negligible; always roll 
again and add one other Minor 
Quality.

12 Special Property (weapon-quality 
silver, orichalcum, blessed wood, 
etc.); always roll again and add 
one other Minor Quality.
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