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A Word from the Author 
Video games have become what most 
people think of when “gaming” is 
mentioned. Even role-playing games 
have largely become the province of 
video games in the public mind. And 
while tabletop role-playing will never 
be totally eclipsed by digital gaming, 
there are still many interesting things in 
video games that can be brought to the 
table. Here then are magic items 
inspired by some of the most popular 
video games of all time. After years of 
video games drawing on tabletop RPGs 
for inspiration, isn’t it time they gave 
something to your game? 
 
-Shane O’Connor 
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Babomb	
 
This little clockwork creature slowly walks towards 
you on tiny mechanical legs. No larger than a 
housecat, its body is simply a black orb with two 
white eyes painted on the front, giving it a rather 
cute appearance. It suddenly comes to a stop and, 
before you can react, explodes in a rush of flames! 
 
Short for “battle-automated bomb,” a babomb is a 
simple construct designed to self-destruct in an 
explosive manner. Because they’re relatively fragile, 
and don’t explode when destroyed by damage, 
babombs are often used as traps, being given 
simple commands such as “explode if any creature 
other than me approaches you,” or “walk up to 
anyone who touches that chest and explode.” Since 
babombs are small and easily overlooked, this can 
be an insidious way of catching an enemy by 
surprise. 
 
Construction 
A babomb’s body is a simple orb of blackened iron 
fitted with mechanical legs and filled with 
flammable powders. Creating the body costs 100 
gp, and making the proper mix of the powders 
requires a DC 15 Craft (alchemy) check and 300 gp. 
 
CL 5th; Craft Construct, fireball, caster must be at 
least 5th level; Price 1,150 gp; Cost 775 gp + 15 XP. 
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Babomb CR 3 
Always N Tiny Construct 
Init +2; Senses darkvision 60’, low-light vision; 
Listen +0, Spot +0 
Languages None 
AC: 18, touch 14, flat-footed 16 (+4 natural armor, 
+2 Dex, +2 size),  
hp: 27 (5 HD) 
Immune: ability damage, ability drain, any effect 
that requires a Fortitude save unless the effect also 
works on objects or is harmless, critical hits, death 
effects, death from massive damage, disease, energy 
drain, exhaustion, fatigue, mind-affecting effects, 
necromancy effects, nonlethal damage, paralysis, 
poison, sleep effects, stunning 
Saves: Fort +1, Ref +3, Will +1 
Spd: 30 ft. 
Melee: --, Ranged: --  
Space: 2-1/2 ft.; Reach 0 ft. 
Base Atk: +3; Grp -9 
Special Actions: explode 
Abilities: Str 2, Dex 14, Con --, Int --, Wis 10, Cha 
11 
SQ: construct traits 
Feats: --, Skills: Hide +10 
Environment: any 
Organization: solitary or babombardment (2-7) 
Treasure: none 
Advancement 6 HD (Tiny); 7-15 HD (Small) 
Explode (Su): As a standard action, a babomb can 
explode. This explosion creates a fireball (DC 13; 
caster level 5th) centered on where it was. A babomb 
is always completely destroyed by exploding. 


Blue	Shell	
Armor	


(Major Magic Armor) Appearing as a large turtle 
shell with the top colored blue, this magic armor 
functions as a +3 breastplate, except that it does 
not reduce the wearer’s speed. It magically resizes 
to fit a new wearer, and completely covers their 
torso, having holes for their arms, legs, and head 
(new holes magically appear if the wearer has other 
appendages, such as extra arms or a tail). This 
doesn’t impede the character’s ability to wear or use 
other items normally (though it may make him look 
rather silly). 
 
While wearing this armor, a character that 
performs a total defense action may pull his head 
and limbs into the shell, gaining a +6 deflection 
bonus to AC instead of a +4 dodge bonus. The 
magic of the shell even allows you to pull in gear 
that should be too large to fit inside it with you, 
such as a two-handed weapon or a tower shield.  
 
If a character wearing blue shell armor makes an 
overrun attempt while moving in a straight line, he 
may pull himself into the shell as a free action, 
letting it slide along the ground. Doing so grants an 
additional 10 ft. of movement, and the attempt is 
treated as though the character had the Improved 
Overrun feat. Further, he may make an overrun 
attempt against all opponents in the path of his 
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movement, until his move ends or one of them 
successfully blocks the attempt. 
 
Strong transmutation; CL 12th; Craft Magic Arms 
and Armor, haste; Price 56,350; Cost 28,350 + 
2,240 XP. 
 


Bow	of	Light	
(Medium Magic Weapon) Once used by the half-
celestial warrior Pitt Icarus to slay a powerful 
medusa queen, the bow of light is a powerful 
weapon of goodness. It appears as a golden bow 
with no string, not can it be strung due to the ends 
of the bow being bladed (see below). 
 
The bow of light acts as a +2 holy burst shortbow 
(although longbow and compound bow versions 
have been found in some areas). Instead of using 
normal arrows, a character who reaches between 
the ends of the bow and pulls back as if nocking an 
arrow will find that a glowing string appears, as 
does an arrow of light. An unlimited number of 
these arrows may be created, though each arrow 
fades away after being shot, regardless of whether 
or not the attack hit. These arrows may be 
enchanted with spells and effects normally prior to 
being shot. 
 
As a move action that does not provoke an attack of 
opportunity, a character may split the bow of light 
in two at the handle. When so split, each end of the 
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bow functions as a +1 holy short sword. Placing the 
two short swords back together reforms the bow, an 
action that also takes a move action without 
provoking an attack of opportunity. 
 
Strong evocation [good]; CL 13th; Craft Magic Arms 
and Armor, holy word, creator must be good; Price 
50,000 gp; Cost 25,000 gp + 2,000 XP. 
 
Holy Burst 
A holy burst weapon functions as a holy weapon 
that also explodes with holy power upon striking a 
successful critical hit against an evil creature. This 
does not damage the wielder. In addition to the 
extra damage from the holy ability, a holy burst 
weapon deals an extra 1d10 points of damage to an 
evil creature on a successful critical hit. If the 
weapon’s critical multiplier is ×3, add an extra 
2d10 points of damage instead, and if the multiplier 
is ×4, add an extra 3d10 points. Bows, crossbows, 
and slings so crafted bestow the holy energy upon 
their ammunition. 
 
Strong evocation [good]; CL 13th; Craft Magic Arms 
and Armor, holy word, creator must be good; Price 
+3 bonus. 
 


Cape	of	the	Hero	
(Major Wondrous Item) Made by clerics of an air 
deity, the cape is the result of them wanting an 
item similar to the leaf of the raccoon, but which 


wouldn’t make them look ridiculous. The result was 
the creation of this yellow cape. 
 
The cape of the hero allows a character to fly at 
twice his base speed with average maneuverability. 
A character who wears it is also always under the 
effect of a feather fall spell, with the cape wrapping 
about the character’s ankles and billowing out like 
a parachute if the character falls. Also, once per 
day while flying, the character may, as a full-round 
action that does not provoke an attack of 
opportunity, deliberately slam into the ground. This 
creates an earthquake where the character lands, 
though neither the landing nor the earthquake 
harms the character. 
 
The cape can also be used as an off-hand weapon. 
A character can spin around to attack with it, 
dealing 1d6 points of bludgeoning damage (the cape 
overcomes damage reduction as a magic weapon). A 
character may also make a Whirlwind Attack, as 
the feat, with the cape. The cape cannot, however, 
be used as a weapon while the character is using it 
to fly (including floating down). 
 
Strong transmutation [air] and evocation [earth]; CL 
15th; Craft Wondrous Item, air walk, earthquake, 
magic weapon; Price 200,000 gp. 
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Cloud	of	Flying	
(Medium Wondrous Item) This appears to be a 
small, puffy white cloud 5 feet by 5 feet wide, and 3 
feet high. Despite appearances, the bottom of the 
cloud is quite solid when stepped on, and though it 
weighs only 10 lbs. can carry up to 250 lbs. The 
carpet can fly at a speed of up to 40 ft. with good 
maneuverability, and is activated by a command 
word (usually “nimbus”). A character that crouches 
down or otherwise uses the cloud as a disguise 
gains a +10 circumstance bonus to Hide checks to 
appear as a normal cloud. 
 
Moderate transmutation; CL 10th; Craft Wondrous 
Item, invisibility, overland flight; Price 25,000 gp. 
 


Club	of	the	
Smash	Brothers	


(Medium Magic Weapon) While it is unknown who 
first created these weapons, they have become 
famous due to their use by a popular adventuring 
party known as the Smash Brothers. 
 
Long and thin, this +2 greatclub grants whoever 
wields it the Awesome Blow feat, even if they do not 
meet the prerequisites. When using the club to 
make an Awesome Blow, the wielder may do so 
against corporeal creatures up to one size category 
larger than himself. 
 
Moderate universal; CL 11th; Craft Magic Arms and 
Armor, repulsion; Price 18,305 gp. 
 
AWESOME BLOW (FEAT) 
[GENERAL, FIGHTER] 
Prerequisites: Str 25, Power Attack, Improved Bull Rush, size Large or 
larger. 
Benefit: As a standard action, the creature may choose to subtract 4 from its 
melee attack roll and deliver an awesome blow. If the creature hits a 
corporeal opponent smaller than itself with an awesome blow, its opponent 
must succeed on a Reflex save (DC = damage dealt) or be knocked flying 
10 feet in a direction of the attacking creature’s choice and fall prone. The 
attacking creature can only push the opponent in a straight line, and the 
opponent can’t move closer to the attacking creature than the square it 
started in. If an obstacle prevents the completion of the opponent’s move, 
the opponent and the obstacle each take 1d6 points of damage, and the 
opponent stops in the space adjacent to the obstacle. 
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