A magnificent menagerie of mischievous magic

by Robin C. Ashmore and Michele Batter

Are you weak and powerless?  Do big monsters kick you around every time you enter a dungeon?  Do you need... magical items?

Well, look no farther!  You now hold in your hands your ticket to fortune and fame!  With Merty’s Manual of Magical Merchandise, you are just an order form away from having all the power you need!  Whether you are an evil lord looking for a few things to stock your dungeon, or a low-level adventurer who needs that extra edge, Merty’s Magical Merchandise has everything for you!
Merty’s marvelous marbles

These colorful spheres of polished stone come in their own leather bag, with an advanced STRING-TECH® closure system at the top.  Just dump the marbles onto any dungeon floor over a 100-square-foot area, and watch as your enemies slip and slide into helplessness!  Anyone who tries to walk across the marbles must make a successful dexterity check against 4d6 or stumble and fall.  Anyone running must save at -2, and anyone trying to attack must save at -4.  And with your very own Personalized Recall Word, all the marbles will instantly return to the bag!  No more will party members have to wait around while you pick up 1,000 marbles.  The bag magically weighs only 1 lb.  A must for any adventurer who is often pursued!  (Manufacturer’s note: There is a 5% chance per day that the marbles will spring free of the bag and roll about under the feet of the user.  Use all appropriate caution with this item!)

Your Price: 3,000 gp
Merty’s mystic mustard

Besides being a spicy zest for any meal, one serving of this condiment enables you to actually BREATHE FLAME!  Yes, once per round for three rounds after partaking of this mustard, you are able to breathe a 40’ long jet of flame that does 3-18 hp damage to anything it hits (save vs. breath weapon for half damage).  Each clay jar contains enough for eight servings and comes in one of two flavors: Regular or Extra Tangy. (Warning: You must be careful to inhale slowly during this time, requiring a constitution check at the start of each round, or else you will toast yourself for 18 hp damage with no saving throw.)

Your Price: 3,000 gp
Merty’s magnificent mattress

Do you have trouble falling asleep in musty, roach-infested inns frequented by thieves and murderers?  Does worry about wandering monsters keep you awake on long dungeon expeditions?  Well, no more!  Just sit or lie on this comfortable 3’x7’ mattress with new COMFY-FILL® padding, and you will gently enter the land of Nod through the effects of a sleep spell (saving throws are applicable; roll once every round).  When someone rolls you off the mat, you get up, roll it up, and carry it off—it weighs only 10 lbs.  Pleasant dreams! (Caution: Do not operate any siege machinery, weapons, or magic while under the influence of this item.  All restrictions of the sleep spell apply.)

Your Price: 3,500 gp
Merty’s multiplanar mushrooms

After dining on one of these fresh and tasty treats, you will find yourself instantly transported to the Ethereal plane!  You can stay as long as you like; you need only pop another mushroom in your mouth to return safely to the Prime Material.  Merty’s mushrooms come in sets of three, packaged in their own PAISLEY-TECH® decorated jade box.  It’s a great conversation starter at parties! (Warning: Encounters in the Ethereal plane are doubled when these mushrooms are used.)

Your Price: 11,250 gp per set.
Merty’s mysterious mug

A great practical joke for all occasions!  This item appears to be an ordinary tankard.  However, when you fill the mug, give it to a friend or foe, then speak the magic word that only you know, one of the following things will happen:

1.
The liquid inside turns into a vapor that will choke the drinker for two rounds (a save vs. spells negates).

2.
The liquid becomes intoxicating, causing all the effects of a confusion spell for 3-36 hours (no saving throw).

3.
The liquid turns so sour that the drinker cannot speak nor cast spells with verbal components for 2-24 hours (a save vs. spells is allowed).

4.
The liquid secretly dyes the mouth and tongue of the drinker black.  

A guaranteed party starter!

Your Price: 800 gp
Merty’s masterful mufflers

These color-safe, WEAR & WASH® ear-muffs are guaranteed to protect you from the sounds of sirens, harpies, annoying bards, and even the pestering of a spouse or loved one.  Simply put them on, and no sound will reach your ears until you take them off. (They come in stylish red, blue, brown, or black.  Please specify color when ordering.)

Your Price: 2,000 gp
Merty’s munificent matches

These items appear to be nothing more than small wooden sticks.  When they are struck against the FLAME-0-MATIC® strip on the side, however, they begin to burn.  Quickly throw one at an attacking opponent within 20’ (a dexterity check on 3d6 is required to hit the ground at the feet of the target; otherwise, the thrower drops the match at his own feet).  On impact, the stick produces a 10’-diameter cloud of flame and smoke.  Anyone caught in the cloud takes 1-6 hp damage and begins to choke and cough for the remainder of the round, attacking and defending at -2 on all rolls (a save vs. spells negates damage and choking).  This device also makes a great practical joke to pull on your henchmen.

Your Price: 2,500 gp per box.
Merty’s mmm-mmm! Muskmelons

Each of these large fruits provides a nutritious meal for one person.  Each is also imbued with special magic that allows them to stay fresh and delicious indefinitely.  Furthermore, if you plant the seeds of one melon and give them sufficient water, each will sprout into a new melon plant in only six hours (no sunlight needed).  Each plant will sprout 1-2 melons just like the original (75% chance for one, 25% chance for two).  Up to six generations can be grown, not including the original melon. These beige melons come in cantaloupe, watermelon, and banana flavors; specify when ordering, please. (Warning: There is a 5% chance that any one melon will unfortunately cause some internal discomfort for 1-4 hours with no saving throw, during which time the eater’s constitution drops to 1.) 

Your Price: 500 gp each.

Merty’s miraculous mistmaker

This item appears to be a hand-held crystal vial with a decorative triple “M” design on the front.  When the crystal stopper is removed, the vial produces a 30’-radius cloud of thick mist that no sight or infravision can penetrate.  The effect lasts for 3-18 rounds but can be dispelled instantly with a gust of wind spell.  To recharge the item, simply fill the vial with normal drinking water and allow it to sit for 24 hours. (Warning:

Do not allow crystal vial to break, or else bearer will be immersed in his own cloud.  The vial makes all saving throws as glass.)

Your Price: 1,800 gp
Merty’s mud masque

One jar of this pasty cosmetic will have you looking just the way you want to in no time.  Simply cover your face with the contents of the jar, and in five rounds your face will take on the shape of any visage you desire, straight from your own mind.  Imitate ruling lords, famous mages, or even your own friends.  Merty’s mud masque will even alter hair color and ear shape, for those occasions when you need to look like an elf.  A perfect gift for that special thief in your life. (Warning: The effects last for only 20 rounds and do not affect voice, body shape, or clothing.) One application per bottle.

Your Price: 800 gp
Merty’s masculine macho-musk

A healthy application of this rugged, manly scent will turn any weakling adventurer into a hulking monstrosity with 18/00 strength.  Furthermore, the scent acts as a friends spell on anyone within 20’.  Not a scent to be used lightly!  Twelve applications per vial. (Manufacturer’s note: For some reason, female beings are repelled by this odor and will attack the wearer with intent to kill him if they fail saving throws vs. spells.  The strength-enhancement effect lasts 2-5 rounds; the enragement effect lasts 5-20 rounds.)

Your Price: 1,200 gp
Merty’s musical menagerie

Buried inside this magical leather bag weighing only 5 lbs. are all the instruments that any bard could ever need!  Simply by reaching in, you can produce any of the following (roll 1d10): a lute, a harp, a mandolin, a harmonica, a horn, a drum, a tuba, bagpipes, a fiddle, or an angry giant rat (4 hp).  While none of the instruments are specially powered, the musical menagerie allows the minstrel to have the proper sound for every occasion.

Your Price: 2,000 gp
Merty’s magical markers

Do you constantly get lost in endless dungeon corridors?  Do you hate trying to read maps by flickering torchlight?  If so, then Merty’s magical markers are for you!  These colorful metal chips will save time and effort fruitlessly spent on trying to read a faintly penned map in the dark.  These chips stick to any solid surface, and they can be seen only with the use of Merty’s magical membrane, which we provide with every set. (The markers glow up to 120’ away when seen through the membrane—no illumination necessary!) A perfect gift for the illiterate barbarian in your group!

Your Price: 1,500 gp per set of 12.
Join the team!  Send in your checks, money orders, and gold pieces now!

None of the above items come with any experience points whatsoever.  Prices may vary wildly from world to world.  The manufacturer assumes no responsibility for any defects found in its products or for any damages or losses resulting from their use or from prolonged exposure to such products.  All of the trademarks are fake, too, as If you couldn’t guess.  Caveat emptor (that’s Latin for “Credit cards accepted”).
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