KOTC 2 KICKSTARTER

ARTIFACT CRAFTER TIER

CREATE AN ARTIFACT
CREATE AN ARTIFACT. We will add to one of the three new KotC 2 modules a new artifact weapon / armour or a new magic item or quest item. The item's properties, appearance and lore will be based on the suggestions you provide to us (within reason). If the item is intelligent, a dialogue could be associated with it. A new icon will be created for the item.
Name and family name of the KS Backer:
Email address of the KS Backer:
Name of the new item:
Description of the new item (optional):
Type of the new item (highlight or circle your selection):

       Artifact Weapon                                                Artifact Armour
       Artifact Shield                                                   Artifact Robe

       Magical Musical Instrument                             Magical Helmet or Circlet 

       Magical Amulet                                                 Magical Cloak

       Magical Belt                                                      Magical Bracers

       Magical Ring                                                     Magical Boots

       Magical Ranged Ammunition                           Non-Worn Magic Item         

If appropriate, weapon or armour type:
Spiked Gauntlets        Quarterstaff          Wand               Dagger              Club
Sling                           Short Sword         Sickle                Kukri            Longsword
Broadsword                 Scimitar              Katana               Rapier           Greatsword
Falchion                    Bastard Sword      Handaxe           Battleaxe          Greataxe

Waraxe                       Light Mace       Heavy Mace       Greatmace      Light Hammer

Warhammer                   Maul                 Flail                Heavy Flail     Triple Flail

Light Pick                   Heavy Pick         Scythe                 Spear              Trident
Halberd                         Glaive             Guisarme             Ranseur           Shortbow

Longbow                   Recurve Bow     Greatbow             Warbow      Light Crossbow
Heavy Crossbow          Arbalest       Leather Armour    Brigandine     Hide Armour

Scale Mail                  Chainmail           Cuirass              Half-Plate        Full Plate

Light Shield              Heavy Shield     Tower Shield

I’m attaching an image:                          Yes                            No

Any details of the item’s properties, effects and enchantments I would like to provide:

Item’s material:             standard           adamantine          cold iron        mithral

                                           silver               eternium              crystal
Weapon Damage Dice (e.g. 2d6):
Weapon Critical Range:                        20                 19-20               18-20

Weapon Critical Multiplier:                  x2                      x3                    x4
Wand Spell (if applicable):                                     Number of Charges:
Ranged Weapon Range (if applicable):

AC Bonus (if applicable):                                      Maximum Dexterity Bonus:

Reflex Saving Throw penalty:                              Arcane Spell Failure Chance:
Weapon Enchantments:
enhancement (+1 / +2 / +3 / +4 / +5)     greater phasing       draining           drinker

disrupting                 coup de grace             force                    vorpal            destruction

greater defending    brilliant energy          blinding                skewer            weakening

hindering                greater knockback      stunning               tripping            swift

life stealing               wounding                 slowing                dispelling         knockback

giant sized                 sickening                 valorous               disarming        phasing

snaring                          holy                      unholy                  axiomatic        anarchic

defending                 flaming burst           icy burst            shocking burst       acidic burst

undead destruction   flaming splash         icy splash          shocking splash    acidic splash

collision                   shattermantle             acidic                    flaming            frost

shocking                     keen                     aberration bane    animal bane     construct bane

dragon bane             elemental bane       giant bane            humanoid bane   ooze bane

magical beast bane       monstrous humanoid bane             outside bane     undead bane

ghost touch               vicious                    barbed                    distance         entangling

Armour / Shield Enchantments:
fortification I/II/III     invulnerability         greater invulnerability               bravery

greater bravery           quickness                    greater quickness                       red

green                           blue                      sound                     white                black

acid resistance I/II/III         cold resistance I/II/III            electricity resistance I/II/III

fire resistance I/II/III         sonic resistance I/II/III              spell resistance I/II/III

vitality I/II/III                    fire defence              greater fire defence            cold defence

greater cold defence       electricity defence    greater electricity defence    acid defence

greater acid defence          death ward              resilient         draconic          mirror

arrow protection               light weight           ghost ward      enhancement (+1 / +2 / +3 / +4 / +5)
Attributes:

masterwork               finesse weapon           reach weapon           bonus vs charging (specify)

bonus / penalty to attack rolls (specify)                   bonus / penalty to damage rolls (specify)

bonus to bull rush / disarm / feint / grapple / sunder / trip rolls (specify the amount)
reload as move action / full action
Special Properties:
Cast spell x times per day (specify spell and number of times):

Cast spell x times per encounter (specify spell and number of times):

Increase Ability STR:                               Reduce Ability STR:
Increase Ability DEX:                              Reduce Ability DEX:

Increase Ability CON:                              Reduce Ability CON:

Increase Ability INT:                               Reduce Ability INT:

Increase Ability WIS:                               Reduce Ability WIS:

Increase Ability CHA:                              Reduce Ability CHA:

Give condition (e.g. Hasted, Death Ward, Greater Invisibility, True Seeing):

Give Damage Reduction (specify the number of points and the bypass condition, if any, among magic weapon, non-magic weapon, masterwork weapon, adamantine, silver, cold iron, good-aligned weapon, evil-aligned, lawful-aligned, chaotic-aligned, neutral-aligned, piercing, slashing, bludgeoning, melee, ranged, piercing or slashing, piercing or bludgeoning, slashing or bludgeoning, good/lawful/neutral/chaotic/evil and/or magic/adamantine/silver/cold iron/piercing/slashing/bludgeoning, magic and/or adamantine/silver/cold iron/piercing/slashing/bludgeoning, adamantine/silver/cold iron and/or piercing/slashing/bludgeoning)
Give Energy Damage Reduction (specify the number of points and the energy type among fire, cold, electricity, acid, sonic, force, positive energy, negative energy, divine)

Give Energy Resistance (specify the percentage of resistance and the energy type among fire, cold, electricity, acid, sonic, force, positive energy, negative energy, divine)

Give Energy Vulnerability (specify the percentage of vulnerability and the energy type among fire, cold, electricity, acid, sonic, force, positive energy, negative energy, divine)
Give Extra Spell Slot(s) (specify the spell level from 1 to 9 and the number of extra slots)

Give Immunity (specify the type among ability damage, ability drain, acid, altitude, bleeding, blindness, bull rush, cold, compulsion, critical hits, cursing, darkness, death effects, disarm, disease, disintegration, electricity, fatigue and exhaustion, fear, fire, flanking, flat footed, force, grappling pinning and swallowing, hampering, language dependent effects, level drain, mind affecting effects, mind control, morale effects, negative energy, paralysis, patterns and gaze attacks, petrification, polymorphing, positive energy, sleep, sonic, slowing, stunning, sunder, trip and prone)
Give bonus / penalty to maximum HPs (specify the amount)
Give bonus / penalty to maximum HPs per level (specify the amount)

Give bonus / penalty to AC (specify the amount)

Give bonus / penalty to AC versus Melee non-touch attacks (specify the amount)

Give bonus / penalty to AC versus Ranged non-touch attacks (specify the amount)

Give bonus / penalty to AC versus Melee touch attacks (specify the amount)

Give bonus / penalty to AC versus Ranged touch attacks (specify the amount)

Give bonus / penalty to Critical Confirmation Attack Rolls (specify the amount)

Give bonus / penalty to Critical Confirmation AC (specify the amount)

Give bonus / penalty to Melee attack rolls (specify the amount)

Give bonus / penalty to Ranged attack rolls (specify the amount)

Give bonus / penalty to Melee non-touch attack rolls (specify the amount)

Give bonus / penalty to Ranged non-touch attack rolls (specify the amount)

Give bonus / penalty to Melee touch attack rolls (specify the amount)

Give bonus / penalty to Ranged touch attack rolls (specify the amount)

Give bonus / penalty to Natural Weapon attack rolls (specify the amount)

Give bonus / penalty to Manufactured Weapon attack rolls (specify the amount)

Give bonus / penalty to Melee damage rolls (specify the amount)

Give bonus / penalty to Ranged damage rolls (specify the amount)

Give bonus / penalty to Natural Weapon damage rolls (specify the amount)

Give bonus / penalty to Manufactured Weapon damage rolls (specify the amount)

Give bonus / penalty to Speed (specify the amount)

Give bonus / penalty to maximum Power Points (specify the amount)
Give bonus / penalty to maximum Bard ability uses (specify the amount)
Give bonus / penalty to maximum Life Drain uses (specify the amount)
Give bonus / penalty to maximum Rage uses (specify the amount)
Give bonus / penalty to maximum Stunning Fist uses (specify the amount)
Give bonus / penalty to maximum Blinding Strike uses (specify the amount)

Give bonus / penalty to maximum Smite uses (specify the amount)

Give bonus / penalty to maximum Turn Undead uses (specify the amount)

Give bonus / penalty to Spell Resistance (specify the amount)
Give bonus / penalty to Saving Throws (specify the amount)

Give bonus / penalty to Reflex Saving Throws (specify the amount)

Give bonus / penalty to Fortitude Saving Throws (specify the amount)

Give bonus / penalty to Willpower Saving Throws (specify the amount)
Give bonus / penalty to Ability Checks (specify the amount)

Give bonus / penalty to Concentration Checks (specify the amount)

Give bonus / penalty to Initiative Checks (specify the amount)

Restore x d6 Power Points x times per day / per encounter (specify PP dice and times)
Restore x d6 HPs x times per day / per encounter (specify HP dice and times)

Restore spent spell slots x times per day / per encounter (specify number of times)
Restore all HPs x times per day / per encounter (specify number of times)

Restore all PPs x times per day / per encounter (specify number of times)

Consumable: Give permanent ability increase upon one-off use (specify amount and ability)
Consumable: Give day-long ability increase upon one-off use (specify amount and ability)
Consumable: Restore x d6 Power Points upon one-off use (specify PP dice)

Consumable: Restore x d6 HPs upon one-off use (specify HP dice)

Consumable: Restore upon use all of the Spell Slots, Hit Points or Power Points

Consumable: Restore noncurable ability reduction upon use (specify ability)

Any details of physical appearance I would like to provide:
Any details of the item’s lore or legend I would like to provide:

Any other details I would like to provide (e.g. item price):
Intelligent Item Dialogue and Dialogue Answers (please continue on next page):

For example, a weapon may deal more damage after the player has resolved a riddle asked by the item.
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