


1d8 bludgeoning damage, martial weapon

When you roll a natural 20 on your attack roll with this

weapon, you hit a home run. The weapon emits an audible

"schwing" that can be heard for 50 feet. Your target is

propelled 1d6x5 feet away from you in a straight line.


1d10 force damage, martial weapon

When the beam sword is not equipped, the blade disappears

into the handle. You have advantage on Dexterity (Sleight of

Hand) checks to conceal this weapon.


1 bludgeoning damage, light, martial weapon

When you hit a target with this item, they cannot use their

reaction until the start of your next turn.

You may use an action to make three attacks with this

weapon against a single target. You do not add your ability

score modifier to the damage for these attacks.


2d8 bludgeoning damage, heavy, martial weapon

When you pick up this hammer, it begins uncontrollably

swinging for 1 minute. During this time, you cannot put the

hammer down, your speed decreases to 10, and you cannot

use bonus actions or reactions. Each turn you must use the

attack action to attack the nearest creature or object. At the

end of the minute, the head falls off of the hammer and it

must be repaired.


1d8 bludgeoning damage, martial weapon

You may use an action to shoot a star from the rod. Make a

ranged attack roll against a target within 20 feet. On a

successful hit, the target takes 1d10 radiant damage.


1d10 force damage, martial ranged weapon (60/90)

When you roll maximum damage with this weapon, you

may use your reaction to make an additional attack against

the same target. This item has 10 charges.


1d6 fire damage, martial ranged weapon (20/20)

When you miss an attack with this weapon, the small

fireball created by the attack keeps bouncing another 20 feet.

If it comes into contact with a creature, they take 1d6 damage.

If it comes into contact with an object or does not come into

contact with anything, then it fizzles.


If a creature comes within 1 foot of this tiny bomb, it

detonates, dealing 5d6 damage to all creatures within 5 feet.

Creatures who are not aware of this item must pass a DC 20

Wisdom (Perception) check to see the bomb.

 

 


This animated ball of black powder wanders back-and-forth in

a 15-foot line for 3 rounds. If it comes into contact with any

creature or at the end of the third round, the Bob-omb

explodes, damaging all creatures within 5 feet. All creatures

affected take 1d6x5 damage and are propelled an equal

number of feet in a random direction.


This item occupies a 5x5 space. Any creature that comes into

contact with this item is propelled 5 feet in the opposite

direction. This effect can be bypassed with a DC 15 Dexterity

(Sleight of Hand) check.


You can use this item by sliding it along the floor. It will

continue sliding 30 feet per round in a straight line. If the shell

comes into contact with a wall or other object, it will bounce

back the other direction and continue sliding. If the shell

passes through the space of any creature, that creature must

make a DC 15 Dexterity (Acrobatics) check or take 1 damage

and be knocked prone. If the creature passes the check by

more than 5, they may choose to stop the item from sliding by

jumping on top of it.


You can use this item by sliding it along the floor. It will

continue sliding 30 feet per round towards the closest hostile

creature. If the shell passes through the space of any creature,

that creature must make a DC 15 Dexterity (Acrobatics) check

or take 1 damage and be knocked prone. If the creature

passes the check by more than 5, they may choose to stop the

item from sliding by jumping on top of it.


These glowing stars can be found serendipitously in nature.

Upon coming into contact with the star, it is consumed. For 30

seconds, your skin glows a variety of colors, you hear an

upbeat melody playing in your head, and you are invulnerable

to damage and spells.


You can throw this item up to 10 feet away. Upon landing, it

produces a random beast of CR 1 or less at the DM's

discretion. On your turn, you may use a bonus action to make

a DC 15 Wisdom (Animal Handling) check to instruct the

beast to attack.


When you eat this tomato, you recover 1 hit point per level.


When you consume this container, roll a number of dice equal

to your unused hit dice. You recover that many hit points. Your

unused hit dice are not consumed in this way.
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