Sangwanca’s treasures
Coins: About 2.500 gold coins (in different forms and sizes, all old and minted by the elves in the first age), about 25.000 silver pieces (minted by first age elves), about 200.000 coins of lesser value (bronze, copper, tin, jade and bone). All in all the coin value total is 6.000 gp.
Gems: Immeasurable number of gems are collected in Sangwanca’s lair. Apart from the artefacts mentioned below, several of the gems and trinkets hold lesser magical abilities. The total value of this treasure is about 3.000 gold coins, but the selling of such a wondrous treasure will take even the most dedicated merchant months.
Weapons: Most items hoarded by Sangwanca have long been destroyed by moist or physical force (the huge beast really sleeps on her pile of treasures), but a few sturdy weapons remain. Several exotic weapons with a bonus of +15 to +20 may be found in the pile.


Dwarven chainshirt: Dwarven make and size. Dirty beyond recognition, but skillfully crafted from mithril; +20, protects as AT/13, no minimum maneuver or quickness penalty.
Black gloves of Hionvar Kaardus: A pair of long, black leather gloves, reinforced with grey mumakil bone, carved with runes. The battle gloves of the hionvar priest cover both hand and lower arm. 

· Protect vs 40% of all criticals to hands and lower arms.

· Increase wearers melee OB with +10. 
· Once per day the wearer of the gloves may use Black Channels I (Karduus Shivers) with a range of 10’ as a quick action.
Ondomacil: One of two swords used by Turgon (the other, Glamdring, was later used by Gandalf). It was lost when Turgon was killed during the sack of Gondolin. 
· +30 longsword of pale-blue marble with an edge of clear Laen.
· +Additional +2/lvl vs Creatures of Darkness

· +Additional +3/lvl vs Demons (non-cumulative with the above)
· Holy against Demons

· Will Haste it’s wielder at will
· Allow holder to Merge True with any stone.
Orcruin (Goblin-fire): The broadsword of Hurin – the mate of Orcring, his brother Huor’s sword, Orcruin was lost by Hurin when he was taken captive by Morgoth. It has the following powers: 
· +60 black Eog sword. The edge of the sword shines with a red glow. The glow will intensify when near Orcs (300’). 
· When it strikes an Orc the sword deliver an extra Heat critical of equal severity to any normal critical achieved. 
· Upon command the sword will fire a flaming stream up to 3x/day (treat as a +90 firebolt, range 300’ with x3 concussion damage). 
· If bloodied or wetted the sword will smoke and sizzle. 
Emerald of Unlight: Originally this was one the many beautiful gems stolen by Morgoth from Finwe’s halls in Formenos. Morgoth later, reluctantly, gave it to Ungoliant. Consumed by her the stone were changed. Whereas previously it had been a bright radiant green emerald, it is now an object of evil. The stone emanates an unearthly green glow. It is chill to the touch, and anyone who touches it must make an RR vs 9th level or they will become insane. The stone act as a x4 PP multiplier for evil spell users and will double the range of all evil spells (where applicable).
Lute of the Golden Hand (Maglor’s Harp): The lute of the great bard Maglor (son of Feanor), a gift from his father, is an intricate piece of master craftsmanship. Constructed from cypress wood and mahogny, the lute is covered with a sheen of iridiscent varnish. The strings are made of golden mithril and copper and are always in tune. It was with this instrument that Maglor composed the Noldolante, the basis for the Quenta Silmarillion. The Lute will triple the range and area of effect (where applicable) of all Bardic spells. It provide +30 to Magnitude and Spell Mastery for Bards, serves as a x2 PP multiplier for Bards and allows silent casting of Bard spells.
The Whip of Gothmog (“Fire-Speaker”): A +40 giant, flaming whip, range 42’, weighs 30 pounds. The whip is only aflame when wielded by Gothmog (or another Fire-Spirit) and require a Strength stat bonus of at least +40 to be properly wielded. It confers double concussion damage and when it strikes a victim it delivers an “E” Heat critical in addition to any other criticals obtained.
Varda’s Tears: An incredibly beautiful necklace of twenty superb diamonds that glitter like the stars. The necklace is weightless when worn and will raise the Presence and Appearance of the wearer by: 7 (Maia), 6 (Elf), 4 (Dunadan), 3 (Common man), 2 (Hobbit, dwarf, wose or Ent), 1 (Orc, troll etc). The necklace will also allow the wearer to cast spells from the Starlights spell list (one per round, no PP cost). Judging by the craftmanship the necklace could only have been made by Feanor. Any who see the wearer with the necklace must make an RR vs 10th lvl: failure by 1-25 will result in the person being very jealous and envious, by 26-50 the person will try to take the necklace, and failure by 51+ will result in the person attempting to kill the wearer. Noldor elves and dwarves receive a further -10 modification.
Rintha’s Hammer: A dwarven +20 Warhammer that can be thrown up to 50’ without penalty and will return (via Flight) at the end of the round. The weapon is able to cast Bladeturn I seven times per week.

Narvi’s Shield (“Steel Blocker”): A +15 Shield of dwarven make. The shield is made from a powerful magnetical alloy (on the side towards the enemy) and will attract all iron/steel weapons aimed against the wielder, aiding wearer in avoiding to get hit. The shield will give an “inherent” defensive bonus against attacks from metal weapons, as long as the attacks are frontal (or shieldside) and wielder of the shield is conscious. The bonus differs with the size of the weapon (or more precisely the amount of metal in the attacking weapon): subtract 10 from daggers, spears and missile attacks, 20 from onehanded axes and swords and 25 from large twohanded metal weapons. Unfortunately the shield might also attract the wearers own weapon, thus enhancing his fumble risk by +2 if using a metal weapon.
Cruxsen’s Dag: A mithril weapon, +20, possibly of dwarven make. It is short, double edged and broadbladed, attacks on the Falchion attack table but fumbles only on 01-03. 
Cummerbund of Light. A broad silver girdle, spun with Tasarang and Ogamur thread and decorated with sixteen pure blue sapphires. The cummerbund girdle were made in Gondolin for a Randuri, a powerful noldo warrior in the age were the noldo stood in single combat against fire demons and hordes of orcs. Aside from being an incredibly beautiful item, the girdle has the following powers: 

· All evil creatures within 100’ of less than 10th lvl will be at -10 for as long as the girdle remain visible upon a still standing wearer.
· Protects it’s wearer as a Breastplate AT/17 with +20 inherent DB.
· Any evil creature that enters a 10’ radii of the girdle take 10 hits per round and fight at -20.

· Wearer may use spells from Essence of Light and Light Law up to 20th lvl using 60 PP per day.
· All light spells cast by wearer have either double effect (i.e area of effect, range, damage or duration) or a +20 bonus, chosen at the time of casting.
Talon Boots. Dirty beyond recognition, but not very worn or damaged despite laying in a dragons lair for centuries. Darkgreen leather that look almost black in lowlight conditions. The boots are knee high and have talon decorations along the shaft. The talon boots lower lower movement speed on slippery surfaces by 20%, since they “stick” to the ground. On the upper hand they provide:
· +20 to Climbing maneuvers.

· +40 to Balance moves on slippery surfaces.

· Lower Unbalancing crits two degrees.

