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Wand of Cure Light Wounds





Caster Level 1, 1d8+1 healing


Charges:  50





Market Value:  750 gp





Wand of Color Spray





Market Value:  750 gp





Caster Level 1, 1d6 creatures.  Will save DC 11 or be knocked unconscious 2d4 rounds, blind 1d4 rounds, and/or stunned 1 round (1, 3, 5+ HD).





Market Value:  1,350 gp





Caster Level varies; fire 1-5 missiles.  Each missile drains 1 charge.





Greater Wand of Magic Missiles





Wand of Cure Moderate





Market Value:  4,500 gp





Caster Level 3, 2d8+3 healing








Market Value:  750 gp





Caster Level 1, 25 ft range, 1 target is confused for 1 round. See PHB page 212.  DC 11





Wand of Lesser Confusion





Equal Opportunity





"A very interesting wand, indeed. It's restricted to use by thieves and pickpockets only! What fun! Its crafter felt that this class of individual deserved more firepower in battle, instead of being the 'trap hunting wussy party bitch' as it were. If used judiciously, this weapon can suit a thief well for weeks."





Prerequisite:  Rogue


Command Word, 50 charges:  


Magic Missile (9th level caster)





Market Value: 5,670 gp 





Wand of Invisibility





Market Value:  4,500 gp





Caster Level 3, 3 minutes





Caster Level 1, 10 minutes, 20 ft radius (touch).





Wand of Light





Market Value:  4,500 gp













































































































































































































































































































































































Market Value: 750 gp





Wand of Bless





Wand of Sleep





Market Value:  750 gp





Caster Level 1, 1d8+1 healing


Charges:  50





Wand of Color Spray





Market Value:  750 gp





Caster Level 1, 1d6 creatures.  Will save DC 11 or be knocked unconscious 2d4 rounds, blind 1d4 rounds, and/or stunned 1 round (1, 3, 5+ HD).





Wand of Healing Burst









































Market Value:  4,500 gp





Caster Level 3, 1d8 healing, centered on you, 10 ft burst








Wand of Magic Missiles III



























































Market Value: 45 gp / charge





Wand of Melf’s Acid Arrow III





Market Value: 90 gp / charge























Spell trigger:  Melf’s Acid Arrow


Range: 520 ft.  Ranged touch, 2d6 acid damage, +2d4 acid next round


Caster level 3





Spell trigger:  Magic Missile


Range: 130 ft.  2 missiles, 1d4+1 force damage each.  


Caster level 3





Wand of Magic Missiles III





Market Value: 45 gp / charge





Wand of Melf’s Acid Arrow III





Spell trigger:  Melf’s Acid Arrow


Range: 520 ft.  Ranged touch, 2d6 acid damage, +2d4 acid next round


Caster level 3













































































Market Value: 90 gp / charge





Spell trigger:  Magic Missile


Range: 130 ft.  2 missiles, 1d4+1 force damage each.  


Caster level 3





Wand of Fireballs V














Market Value: 225 gp / charge





Spell trigger:  Fireball


Range: 600 ft, 5d6 fire damage in 20’ spread, reflex save DC 14 for ½ damage.


Caster level 5





Wand of Fireballs V




































































Market Value: 225 gp / charge





Spell trigger:  Healing Burst


Heals 1d8 to all living creatures in a 10’ burst, centered on caster


Caster level 3





Market Value: 4,500 gp





Spell trigger:  Fireball


Range: 600 ft, 5d6 fire damage in 20’ spread, reflex save DC 14 for ½ damage.


Caster level 5














Wand of Healing Burst





Market Value:  375 gp





























































































































Wand of Detect Magic





Caster Level 1, Detects spells & magic items within 60 ft, Duration: concentration, up to 1 minute


















































































































































































































































