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The Shadowglass Spindle
Game dice. Math rocks. These little beauties are 
intriguing. Just the look of them has been known to 
draw people from across the room.

“What’s that, nerd? How do you play that?”
The allure of game dice is strong. Players always 

want to touch them. They lay out their sets in rows 
and build polyhedral towers between combat turns. 
They swat away the grubby reach of players who 
forgot their own. Some players get addicted,  
turning their collections to a compulsion.

What if you could channel that dice magic into 
your game? This supplement lets you do just that. It 
puts dice in the role of a game item and gives you an 
excuse to put these fey-touched objects on display.

        Dungeon Master! The way to use 
this item at your table is to entice the 
players with a fancy set of D&D dice. Keep 
the whole set visible on your side of the 
table, perhaps in a special container or 
display case, and do NOT let players touch 
or inspect the dice. They’re not allowed. 
When the players finally find their first 
piece of the Shadowglass Spindle and you 
dramatically hand over your fancy D4, 
they’re gonna lose their minds.

- Matty P
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The Shadowglass Spindle
Wondrous item; uncommon (d4, d6), rare (d8, d10), or 

very rare (d12)

This tiny trapezohedron contains the luck originally 
granted to Lakka Mossmantle. It also lets the user 
tap into the power of the fey creatures from which 
the spindle’s power derives. Both effects have limits 
on their usage.

Luck. A creature carrying a shadowglass spindle 
can claim a 1d4 bonus to one saving throw or ability 
check of its choice. The bonus can be invoked after 
the die is rolled. The spindle’s user regains the 
ability to claim a luck benefit after completing a 
long rest. (This is independent of the item’s other 
function related to glamor; tapping one benefit does 
not prevent the user from accessing the other.) If 
another creature takes the spindle, it does not gain 
access to this luck effect until having completed a 
long rest with the spindle in its possession.

This luck comes with a downside. Once, within 
24 hours following each use of this luck effect, the 
Game Master can roll 1d4 and impose the result 
as a penalty to one saving throw or ability check 
performed by a friend or ally of the user who is 
within a mile of the spindle. 

Fortifying Glamor. The possessor of the 
shadowglass spindle can activate it with an action. 
The item can’t be reactivated in this way until that 
user finishes a long rest, or until 24 hours passes, 
whichever comes first. Just like the luck effect, 
if another creature takes the object, it does not 
gain access to this fortifying glamor effect until 
having completed a long rest with the spindle in its 
possession.

Upgrading the Spindle
The various pieces of the shadowglass spindle look 
the same, like a “d4-shaped” tetrahedron. When 
two or more pieces are held by the same creature, 
or by allied creatures within 50 feet of one another, 
they instantly join into a single upgraded version, 
an object with additional facets. The pieces can’t be 
separated thereafter by anyone but the Queen of 
Shadowglass herself.

When you invoke the item’s glamor effect with an 
upgraded spindle, you can choose to roll more (and 
larger) dice as shown below.

Hexahedron (“d6-shaped” after 1 upgrade). Roll 
1d4 or 1d6, or roll both together and choose one 
result

Octahedron (“d8-shaped” after 2 upgrades). Roll 
1d4, 1d6, or 1d8, or roll any combination of those 
three dice together and choose one result

Deltahedron (“d10-shaped” after 3 upgrades). 
Roll 1d4, 1d6, 1d8, or 1d10, or roll any combination 
of those four dice together and choose one result

Dodecahedron (“d12-shaped” after 4 upgrades). 
Roll 1d4, 1d6, 1d8, 1d10, or 1d12, or roll any 
combination of those five dice together and choose 
one result

You might still prefer to roll the smaller dice when 
a lower-numbered result is desired. You might also 
prefer to roll fewer dice to reduce the risk of rolling 
a 1; if any of the dice you roll during activation 
produces a 1, you must use that result on the 
Fortifying glamor Effects Table!
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Result    Effect
1 Bad Luck. Once, within 24 hours of rolling this result, the Game Master can roll a die and 

impose the result as a penalty on one saving throw or ability check performed by you, or by 
any friend, relative, or associate of yours that is within a mile of you. The die rolled is equal 
to the largest die you rolled for this activation of the item. This result approximates the 
downside of the spindle’s luck mechanic but does not replace the luck mechanic or alter its 
uses.

2 Basic Life. Allies are washed in a cool, soothing magic that heals injuries. Each can 
immediately spend 1 Hit Die for healing as though having completed a short rest.

3 Intermediate Life. Allies are coated in a protective rime, gaining 5 temporary hit points.
4 Advanced Life. Allies roll up to 2 of their remaining Hit Dice for healing as though having 

completed a short rest, but the dice are not expended. A creature healed to its hit point 
maximum gains any remaining points as temporary hit points.

5 Basic Mobility. Allies can glide across the ground, gaining a bonus of +10 to normal 
movement speed for 1 minute.

6 Advanced Mobility. Allies gain a bonus of +10 to normal movement speed for 1 minute. 
Additionally, within that time, each ally can teleport once to an unoccupied space it can 
see. The teleporting creature spends its movement for the turn when teleporting; the 
range is equal to the movement spent.

7 Basic Damage. Allies feel the rising storm within them, expressing that icy power through 
their attacks. For 1 minute, allies can convert the damage type of their weapon attacks and 
damaging spells to cold damage.

8 Advanced Damage. For 1 minute, allies can convert the damage type of their weapon 
attacks and damaging spells to cold damage. Additionally, once on each of its turns, each 
affected creature can add 1d8 cold damage to one successful weapon attack, unarmed 
attack, or spell attack that inflicts damage.

9 Basic Protection. Allies are protected by an invisible aura of magical protection. Choose 
one damage type other than psychic damage. Allies gain resistance to that damage type for 
1 minute.

10 Advanced Protection. Choose one damage type other than psychic damage. Allies 
gain resistance to that damage type for 1 minute. Additionally, one creature you choose 
within 30 feet of you gains resistance to all damage types (except psychic damage) for the 
duration.

11 Basic Winter. The terrain around you in a 300-foot radius is covered in glittering ice and 
frost, transforming into a winter wonderland for 1 minute. Creatures in the area must 
make a DC 15 Constitution saving throw. They take 1d12 cold damage on a failure, or 
half damage on a success. Additionally, creatures treat the area as difficult terrain. Any 
movement in the area (except flight) requires the creature to succeed on a DC 15 Dexterity 
(Acrobatics) check or fall prone at the end of that movement. Allies suffer none of these 
effects, comfortably moving through the area as normal.

12 Advanced Winter. This has the same effect as result 11. Additionally, when you activate 
the item, you can also choose apply any other result from this tableexcept 11. If the 
selected additional effect is one with a duration, it also ends if the ally moves outside of the 
winterized area.

Fortifying Glamor Effects
When you activate the spindle’s fortifying glamor effect, roll as many spindle dice as you want and consult the 
following table. Each face of the die correlates to a particular type of fey, one whose nature and mien inspires 
the resulting magical effect. If you roll multiple spindle dice, but you must roll them all at once, and if any 
of the dice lands on 1, you much select the Bad Luck option. Most results on the table affect “allies.” Allies 
includes you, the user, as well as any creature you choose that is within 30 feet of you at the time of activation.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1.  Definitions: (a) “Contributors” means the copyright and/or trademark owners who 
have contributed Open Game Content; (b) “Derivative Material” means copyrighted 
material including derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) “Open 
Game Content” means the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2.  The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open Game Content that you Use. 
No terms may be added to or subtracted from this License except as described by 
the License itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.

3.  Offer and Acceptance: By Using the Open Game Content You indicate Your accep-
tance of the terms of this License.

4.  Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content.

5.  Representation of Authority to Contribute: If You are contributing original material 
as Open Game Content, You represent that Your Contributions are Your original cre-
ation and/or You have sufficient rights to grant the rights conveyed by this License.

6.  Notice of License Copyright: You must update the COPYRIGHT NOTICE portion 
of this License to include the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder’s name to the COPYRIGHT 
NOTICE of any original Open Game Content you Distribute.

7.  Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or Registered Trade-
mark in conjunction with a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The owner of 
any Product Identity used in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity.

8.  Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content.

9.  Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any 
version of this License.

10.  Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You Distribute.

11.  Use of Contributor Credits: You may not market or advertise the Open Game Con-
tent using the name of any Contributor unless You have written permission from the 
Contributor to do so.

12.  Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use any Open Game Material so 
affected.

13.  Termination: This License will terminate automatically if You fail to comply with all 
terms herein and fail to cure such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this License.

14.  Reformation: If any provision of this License is held to be unenforceable, such provi-
sion shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE.

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document 5.0 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike 
Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, 
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original 
material by E. Gary Gygax and Dave Arneson.


