Magical Properties of Gemstones


(From Volo’s Guide to All Things Magical, pgs. 35-54)





�
Agni Mani:  Negates 1d4 of damage per stone against Fireballs and Beads of Force.  Vaporized in the process.





Alestone:  Can increase effective AC against missiles by 1 if they approach the stone.





Algae:  Provides a +2 save vs. all polymorph and shape-change spells and powers.





Amaratha:  Each 1 inch diameter can absorb 6 pints of electrical damage.  Vaporizes in the process.





Archon:  Glows with a faint greenish radiance if within 20 feet of magically invisible objects or creatures.





Augelite:  Reduce damage done by spells by 1 point per die in a 10 foot radius.  Also gives a +2 save vs. spells and magical effects in the same area.





Adventurine:  Its touch shatters most illusions and transformation magics.





Azurite:  Prevents heat damage.  Lessens fire damage to half.





Black Opal:  When mixed with Orl (in powder form) and introduced to fire, causes a powerful explosion.  (pg. 37)





Black Sapphire:  Causes all time related spells to stop functioning within 30 feet.





Bloodstone:  Closes wounds, banishes disease, and stops bleeding if placed in a wound.  Can only be done once per lunar cycle, dissolves in the process, and doesn’t heal any damage.





Bluestone:  Yields a Neutralize Poison effect if added to water lit by magical radiance.  Also heals 1d2 point.  If added to a Potion of Healing, adds Neutralize Poison effect and adds 1d4 points of healing.





Boakhar:  Releases a 2d4+2, 7 foot jet of flame when a Magic Missile comes within 10 feet.  The gem is consumed, and doesn’t ignite what it was touching.





Brandeen:  If powdered and added to sap of any living hardwood, then a Message spell is cast into it, the mixture if srunk within a day and has seen no daylight, cures deafness.





Chalcedony:  If enchanted with a simple spell, becomes a tasteless, safe antidote to alcohol.





Chrysocolla:  Neutralizes alcohol upon contact.





Citrine:  Prevents Magic Jar attacks from affecting the wearer or possessor.





Crown of Silver:  Prevents rusting when powdered and applied to ferrous metals.





Diamond:  Prevents dream visions, and gives a +2 save vs. enchantment/charm magics if worn on two sides of the head.


Dioptase:  When dissolved in any enchanted liquid, can restore 1 hit point.





Emerald:  Shatters when a lie is spoken by other than the wearer.  Only works if in direct flesh contact.





Euclase:  Explodes into a Flame Strike if magic is cast at it. (pg. 40)





Flamedance:  Wearer gains a +3 bonus on saves vs. fire effects.





Fluorspar: Glows with a faint greenish radiance if within 20 feet of magically invisible objects or creatures.





Horn Coral:  When touched by the bearers tears, empowers creatures to Walk on Water for 6 turns.  The stone dissolves in the process.





Hyaline:  Glows with a blue radiance when within 20 feet of active magic.





Hypersthene:  Protects the wearer from the Wyvern Watch spell.





Iris Agate:  A spell that is hurled at a screen or statue of Iris Agate rebounds back at its source.





Irtios:  Prevents mildew, rot, and molds from affecting any organic substance they are in contact with.





Jargoon:  Can double the number of Magic Missiles if cast at the gem, causing a 1d4+2 explosion.





Jasper:  Liquids stored in containers of Jasper for one day are leeched of all contaminants.





Kornerupine:  If Magic Mouth is cast at it with the last word with-held, it will record all sounds within 20 feet for 4 rounds once the last word is spoken.  Can only be used once, but lasts forever, and can be replyed at will.





Mellochrysos:  If held in an open flame within a day of having a Light spell cast at it, if causes an unextinguishable light to come forth for 12 hours.





Mykaro:  If powdered and added to a nonalcoholic drink, then a Wizard Eye is passes through the mixture, and it’s drunk within 1 turn, it cures all types of blindness.





Luriyl:  Glows and vibrates slightly when touched by a magical tracer or some type of scrying.





Octel:  Awakened octel, touched by a Ring of Free Action, prevent all manner of paralyzation and hold magics from working on the bearer.





Onyx:  BAD LUCK!





Ophealine:  Prevents all manner of paralyzation and hold magics from working on the bearer.





Orbaline:  Renders objects (NOT living things) resistant to fire.  Gives a +4 to object saves vs. normal fires, and +5 vs. magical fire.





Orblen:  If a healing spell is cast at it, it glows and acts like a potion of vitality, and can heal 2d6 points of damage.  If an invocation/evocation spell is cast at it, it explodes in a triple-strength Meteor Swarm.





Orl: :  When mixed with Black Opal (in powder form) and introduced to fire, causes a powerful explosion.  (pg. 46)





Orprase:  If powdered and mixed with wine consecrated to Tymora, the drinker gets a +6 bonus to next save or ability check.





Phenalope:  Prevents all magical flames from igniting or remaining alight within 60 feet.  Also extinguishes normal fires on a 6 in 8.





Rainbow Obsidian:  It can pass prismatic magics without destroying it.  Can only take along inorganic material.





Ravenar:  If any spell is cast into the gem, it causes three 6d6 lighting bolts to shoot out at the casters desire.  Consumes the gem.





Rhodochrosite:  Has a 20% chance to neutralize poison or cure disease if powdered and drunk in a tea.





Samarskite:  Reduces damage caused by  undead attacks by 1 point per die.





Sapphire:  The bearer gets a +2 save vs. fear, anger, despair, and insanity effects.





Sardonyx:  Has a 2 in 6 chance of absorbing 1 point of damage from any Magic Missile cast at the bearer.





Satin Spear:  Reduces damage from any Magic Missile by half.  Vaporizes in the process.





Serpentine and Serpentine Stone:  Acts as a Resist Fire and Resist Cold once.  Then crumbles to dust.  Only one stone at a time activates.





Shandon:  Causes Ironguard spells to be permanent.





Sikstone:  Causes Shadows to hesitate for 1 round.





Sinhalite:  No form of magical darkness can form or persist within 20 feet.





Skydrop:  Renders any being wearing it immune to petrification.





Snowflake Obsidian:  Reduces damage from dragons breath weapons by 1d4, to a minimum of 1, per die.





Sphene:  Gives a +4 bonus to saves vs. lightning and reduces damage by 1 per die.





Spinel:  If crushed and ingested, spellcaster recalls last spell cast.





Spodumene:  Opens Wizard Locked doors if sprinkled with Holy Water.





Star Diopside:  Winks and flashes when any active illusion/phantasm spell passes within 10 feet.





Star Rose Quartz:  Has a 14% chance of redirecting spells cast at it.





Star Ruby:  Cast knock then wraithform on it, and inhale resultant vapors for elixir of health, regenerate, and heal effects.





Sunstone:  Can store a spell to be released by anyone touching it and saying the last word.  Destroyed in the process.





Tabasheer:  If powdered and a Cure Light Wounds is cast at it while on the tounge, gives 3d6 extra hit points for 24 hours.





Tchazar:  Prevents scrying within 2 feet.





Tomb Jade:  Allows a second turning attempt at +1.





Topaz:  Can store any healing spell.  Released by placing it in a wound where the gem melts and the spell’s released.





Tourmaline:  If any spell is cast into the gem, it causes three 6d6 lighting bolts to shoot out at the casters desire.  Consumes the gem.





Tremair:  Makes the wearer immune to magical curses.





Ulvaen:  Can heal wounds, restore organs, and heal hit points if touched to an open wound.





Variscite:  Is poisonous to lycanthropes.  (pg. 53)





Violine:  Cures Mummy Rot and harms mummies.





Water Opal:  If powdered and added to Holy Water it creates an elixir of health.





Waterstar:  If any spell is cast into the gem, it causes three 6d6 lighting bolts to shoot out at the casters desire.  Consumes the gem.





Webstone:  Protects people in direct contact with it from harmful gasses and airborne particulates.  Causes the stone to dissolve when active.





Witherite:  When set in electrum and worn in direct flesh contact, protects the wearer from withering magics and psionics, and reversed necromantic spells.





Wonderstone:  Glows for 5d4 rounds when coming into direct contact with a spell effect, magical item, or anything bearing an enchantment.





Zendalure:  When powdered and mixed with water, creates “seasonsteal,” a perfect preservative, as long as the object is totally immersed and kept out of direct sunlight.





Ziose:  Can unleash six Magic Missile pulses for seven rounds by last intelligent creature to touch it.  If used for seven rounds, it must recharge for two turns.
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