Each artifact is part of a larger story, a slice of the
world’s history. An artifact’s back story might be
glorious or ignominious, uplifting or disheartening,
portentous or rooted firmly in the past. Artifacts
associated with death and the undying are just as
common as any other kind.

Transcendent: In rare cases, an artifact’s concor-
dance can improve beyond pleased. The transcendent
category applies in such cases. The artifact is so
impressed by, or enamored of, the behavior of its
owner that it grants an additional benefit. The artifacts
in this section that have this extra category are the Orb
of Light, the Silver Mask of Kas, and the Tome of Shadow.

JET BLACK IOUN STONE

The Stone is appropriate for paragon-level characters.

For the most part, Ioun stones are not unique in
their nature—any number of dark blue, pale aquama-
rine, moss green, and other colored stones proliferate
throughout the world. Their creator Ioun seeks to dis-
tribute knowledge in all its forms.

Still, even deities are responsible for items they wish
they could unmake. Ioun’s black artifact is one such
creation. A unique stone without copy or sibling, it is
thought that Ioun crafted it at the behest of Zehir, deity
of darkness, poison, and assassins. The lord of knowl-
edge might have felt compelled to create the Stone so
that Zehir could use it in the pursuit of understanding—
even if that learning involved better ways to find and kill
his victims. In truth, the Stone proved a powerful tool,
often bestowed directly by Zehir upon a worthy follower
to aid in a particularly dangerous assassination attempt.

Invested with a sizable portion of Ioun’s magical
energy, the Stone gained a semblance of self-aware-
ness. After years of aiding in the murder of so many,
the Stone has seen its personality become twisted and
darkened. Its reputation has grown as well. It has
become—however dangerous it might be to possess—a
compelling prize for assassins.

Jet Black loun Stone

A unique and powerful Ioun stone, this artifact appears as a
pure black void, forever traveling in a slow, patient orbit.

Body Slot: Head

Property: You gain low-light vision.

Property: Any light source you carry has its radius of
illumination reduced by half (minimum 1 square).

Power (At-Will): Minor Action. You can designate one
enemy within 5 squares of you as your prey. You take a
-2 penalty to attack rolls that don’t include your prey, but
you score a critical hit against that target on a 19-20. In
addition, you can always treat the prey as your closest
enemy. You can have only one creature designated as your
prey at a time. A creature stops being your prey when it
dies or after you take a short rest.

Paragon Level
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Power (Daily): Minor Action. The Stone gains fly 6 and
phasing. You can see and hear using the Stone as if you
were using the Wizard’s Sight ritual. Additionally, you gain
combat advantage against any target adjacent to the Stone.
The Stone occupies its own space, but cannot be the target
of any attack.

Special: You cannot choose to knock an enemy unconscious
or use the Intimidate skill to force a bloodied enemy to
surrender. You must fight to the death.

GOALS OF THE
JeT BLACK IOUN STONE

4 Locate opponents, especially those in hiding or
wanted by authorities.

4 Harry such opponents, targeting them for attack.

4 Partner with a rogue or assassin who is active in
combat and killing.

ROLEPLAYING THE
JeT BLACK IOUN STONE

The Stone is not so much an item of moral evil as of
amoral killing. Created to obtain knowledge about
opponents in battle—regardless of principles—it has
been subverted through constant use in assassination
attempts. It now understands no other purpose but
killing. The Stone does not care who its owner chooses
to kill, as long as the owner is forever hunting some-
one to slay. The Stone has developed a lust for murder,
but requires a mortal partner to carry out the deed.
The Stone communicates with its owner as a whis-
pered chorus in the possessor’s mind. These voices
rise in volume and intensity when the owner targets
a new bounty, pointing out its location and offer-
ing advice on ways to kill it. If the possessor listens
closely, the voices of defeated bounties subsequently
added to this chorus can be heard.

CONCORDANCE
+1d10

Owner is a rogue or has the sneak attack class feature +2

Owner gains a level

Owner does not select a new prey (maximum 1/day) -1

A creature designated as the owner’s prey escapes
before it is defeated -1

Owner hides the Stone -2

PLEASED (16-20)

“No one can hide from me, not with the Stone as my agent.
The Stone’s lust for murder is sated. The owner

uses the Stone easily and naturally, taking on an ever-

increasing number of opponents.

2

Property: When you have combat advantage against your
target, you gain a +3 bonus to attack rolls instead of the
normal +2 bonus.
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SATISFIED (12-15)
“The Stone shows me my next bounty. The miserable
wretch cannot escape.”

The Stone hungers for more bloodletting, but it is
content with its owner’s efforts—for now.

Power (Daily ¢ Weapon): Immediate Reaction, when you
successfully hit your prey with a melee attack. Requires a
melee weapon. Choose one of the following: target loses a
healing surge, target loses an action point, or target takes
ongoing 10 necrotic damage (save ends).

NORMAL (5-11)
“Why even try? You cannot hide from the Stone.”

When first accepted by a new owner, the Stone is
eager to begin killing, and it offers whispered encour-
agement about finding suitable targets.

UNSATISFIED (1-4)

“The Stone is testing my resolve. I have chosen my bounty,

but the Stone ensures that it has chosen me in return.”
The Stone grows increasingly restless; the voices

it exudes sound in near-constant, wailing complaint.

Unless the owner starts killing soon, the Stone

departs to find someone more compatible.

Property: When you have combat advantage against an
enemy, you gain only a +1 bonus to attack rolls, unless that
enemy is also your prey (the normal +2 bonus to attack
rolls applies against your prey).

ANGERED (0 OR LOWER)
“The Stone was not made to benefit such an inferior
partner.”

The Stone requires a new possessor to carry out
its desires, and it is actively searching for a replace-
ment—especially among those whom the current
owner designates as his prey.

You cannot use the Stone’s daily power, and it does not grant
you low-light vision.

Property: When you have combat advantage against an
enemy, you gain no bonus to attack rolls, unless that
enemy is also your prey (the normal +2 bonus to attack
rolls applies against your prey).

MovVING ON
“The Stone searches for a better killer.”
The Jet Black Ioun Stone acts as a beacon, calling
a suitable new owner to it. Available candidates are
suddenly drawn to it. If none are in the area, Zehir
sends a group of killers—typically yuan-ti—against the
owner during his or her next extended rest.
Regardless of these attackers’ success, the Stone
leaves its owner. In certain cases, Zehir has been
known to pluck the Stone from its place in the world,
ensuring that it is never lost. He is likely to bestow it
upon a new and worthier follower, or set it in place
for such a follower to find.
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MIRROR OF SECRETS

The Mirror is appropriate for epic-level characters.

In a rare show of unity, the worshipers of the
deities Vecna and Zehir formed a secret pact. The
combined group was the idea of'its leader Trebarra
Kan, a powerful priest who, by adeptly leading a
double life, managed to become ordained by the
temples of both deities. The revelation of his twin
loyalties drew faithful from both sides, and the pact
between them became both powerful and wide-
ranging. Power brought discord, however, and a
competition for allegiances followed. As his careful
plans began unraveling, Trebarra Kan attempted to
create a magic mirror that would bend insurgents to
his will and drive others mad. At a particularly deli-
cate stage of the item’s creation, open warfare broke
out between the factions. The mix of magical forces
sparked a conflagration that enveloped Trebarra Kan
and trapped him forever inside his creation.

Mirror of Secrets Epic Level

This large platinum hand mirror is inlaid with jade and onyx. It
functions as a portal to a magic fortress in the Shadowfell that
serves as Trebarra Kan’s prison.

Body Slot: Held

Property: The Mirror functions as a focus for scrying rituals
that require a mirror. You can perform any scrying or travel
ritual for half of its normal component cost and in half the
normal amount of time. In addition, the Mirror functions as
a +5 magic rod for the purpose of the powers it bestows.

Property: You gain a +1 bonus to attack rolls with powers
that have the charm, fear, necrotic, or psychic keyword.

Property: Enemies take a -3 penalty to saving throws when
they attempt to end ongoing conditions caused by your
powers that have the charm, fear, necrotic, or psychic
keywords.

Property: You gain a +2 bonus to Arcana checks and
Religion checks.

Property: When making an attack roll using a power
granted by the Mirror, you can apply the modifier of your
highest ability score instead of the modifier normally used
by the power.

Power (At-Will): Standard Action. You can use eyebite
(warlock 1).

Power (Encounter): Standard Action. You can use cloak of
shadow (warlock 16).

Power (Daily): Standard Action. You can use raven’s glamor
(warlock 22).

GOALS OF THE MIRROR OF SECRETS

4 Spread duplicity, weave illusions, and create
intrigue wherever possible.

4 Find the ancient relics of Trebarra Kan and
those who came after him, including the Tome of

Shadow.
4 Free Trebarra Kan from his prison plane.

4+ Explore the magic of shadows, death, undead,
and illusions to break down the barriers between
worlds.
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