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In fiction, characters often start their careers with items that are prized family possessions. Often, these items prove to contain 

powerful magic, but can only be harnessed after the character is skilled enough to use it. These types of items are known as 

personal-growth magic items. 

Personal-growth magic items (or just growth-items) start out as either low-powered magic items or even only masterwork 

items that detect faintly of magic. These items have the ability to grow with their possessor, gaining new abilities or powers as 

the bearer devotes time and experience to developing the item. 

Using these rules, characters can start play with a treasured family heirloom that keeps its usefulness while the character 

advances. No longer will a character have to decide between using his father’s prized sword or discarding it for a more 

impressive one he finds while adventuring. No longer will a character wonder why his powerful paladin father would cherish a 

mundane sword or be able to expect a holy avenger because his father used one. These rules allow for more unique magic 

items with a much longer useful lifespan for the characters. 

 

Using Growth Items 
As stated before, personal-growth items are magic items that start out as either low-power magic items or masterwork items 

that detect as slightly magical. Most of these items are either some type of weapon or armor, but any type of magic item can be 

created as a personal-growth item. 

The base item is just like any other according to the rules in the Dungeon Master’s Guide. The Dungeon Master (or character 

creating the item) then determines the maximum level of growth and what powers are gained at each level. A personal-growth 

item cannot have more than: 15 growth levels, a +5 enhancement bonus to attack or AC, a +10 effective bonus for weapon or 

armor abilities, a +6 enhancement bonus to any ability score, a +20 enhancement bonus to any skill, a +5 luck bonus, or 3 

times per day for any spell-like ability. 

Once the character has possession of the item, he can begin devoting himself to improving it. Each level of power of the item 

has an experience cost to “activate” it as shown on the “Power Level Experience Cost” chart below. The experience point cost 

can be paid for in three different ways: Bonding, Research, and Power Stealing. The cost can be paid in increments and in 

multiple ways, but the power level only becomes active after the full amount has been spent. Once a power level is activated, 

its effect is immediately useful to its bearer. 

If an item is a double weapon, each head must have a separate amount of experience devoted to it and may have different 

maximum power levels. Experience devoted to a double weapon does not need to be evenly distributed. 

 

Bonding: Bonding with the magic item requires the character to give experience to the item to activate its inner power. 

Bonding requires a full-round action. The character devotes experience to the weapon and reduces his experience total by a 

like amount, but cannot give up so much experience that he drops to a lower level. 

Research: Research involves spending time and resources to identify the proper way to tap the magical potential in the item. 

Research requires access to a sage or library containing books on magic. To research an item, the character must spend 25 gold 

pieces and 6 minutes of research time per experience point cost he wishes to pay for. Research is power level specific. If the 

character donates a large quantity of money to activate a power level, any excess money and experience value is lost once that 

power level is activated. Research for a higher level cannot be started until the previous power level is activated and usually 

requires the item to be present. 

Power Stealing: Power stealing is the most unusual way to pay the experience point cost for a personal-growth item. Power 

stealing involves sacrificing a magic item that the bearer can use and diverting its power to activate the latent power of a 

growth item. To use this method, the character coats both the growth item and item to be sacrificed in rose oil, ties the two 

items together with a small piece of silver wire, and then leaves the items undisturbed for one hour per 1,000 gp in the 

sacrificed item’s market value (rounded up). The whole process costs 25 gold pieces and at the end of this time, the power of 

the sacrificed item is transferred to the growth item in a brilliant flash. The sacrificed item is completely consumed at the end 

of the process and the growth item gains one experience point for every 50 gp in the sacrificed item’s value. The experience 

points gained from sacrificing an item can only increase the growth item by one power level, any excess points are lost. The 

transfer only takes place at the end of the allotted time and should the items be disturbed before the process is complete, the 

rose oil and silver wire dissolve and both items are unchanged. The process must be completely restarted for any power 

transfer to occur. For example, a growth item requiring 30 more experience points to increase to the next power level has a 

ring of warmth sacrificed to it. After three hours, the ring is destroyed granting the growth item 30 experience points, exactly 

the amount needed to increase level, and the extra 12 points of experience are lost (2,100 gp / 50 gp = 42 exp). Should the item 

be disturbed before the three hours elapse, the wire and oil dissolve leaving both the item and the ring completely unchanged. 

 



The bearer of the personal-growth item is the only person to get the full benefits of the power level of the item. Anyone else 

using the item will only gain its inherent powers. The only exception to this is when the bearer borrows the item to another 

character. If the bearer willingly lets another use it, the full power level remains active for 1d4 rounds + 1 round per character 

level of the bearer. After this time, the item will go dormant as normal. For another character to gain the powers of the item, 

they must pay the experience cost to activate higher power levels just as a bearer does. Once a character has devoted 

experience to the item, the item will always function for that character as though he had that level of XP devoted. Experience 

devoted by any means to the item cannot be retrieved or erased from the item. However, to devote any experience to the item, 

the item must remain in the possession or be used by the character normally. A character cannot leave the item at home, go 

adventure, and then return and expect to devote his new experience to the item. The item must be used or at least carried while 

the character gains experience for the item to accept experience from the character. 

 

Power Level Experience Cost 

Power  Gain Market 

 Level Experience Intelligence Value* 

 1 350 --- +1,200 gp 

 2 500 --- +4,800 gp 

 3 650 --- +10,800 gp 

 4 800 --- +19,200 gp 

 5 950 --- +30,000 gp 

 6 1100 --- +43,200 gp 

 7 1250 5% +58,800 gp 

 8 1400 10% +76,800 gp 

 9 1550 15% +97,200 gp 

 10 1700 20% +120,000 gp 

 11 1850 25% +145,200 gp 

 12 2000 30% +172,800 gp 

 13 2150 40% +202,800 gp 

 14 2300 50% +235,200 gp 

 15 2450 75% +270,000 gp 

*Does not include value of item or Inherent powers. 

 

Power Types 
Personal-growth items can contain three different types of magical enchantment.  

 

Inherent Powers: Inherent powers are magical enchantments that initially active with the item. The bearer and anyone else 

meeting the requirements for the item can use inherent powers. Inherent powers are always active; they are not activated at any 

power level. 

Recovered Powers: Recovered powers are magical enchantments predetermined by the creator of the growth item. They have 

a set power level on which they activate for the bearer of the growth item. 

Bonded Powers: Bonded powers are power levels left open by the creator of the growth item. When a bonded power level is 

activated, the bearer may choose what power the item will take on. The power may be a +1 enhancement bonus to attack, 

Armor Class, or Luck bonus, a specialty armor or weapon power, a +2 enhancement bonus to any ability, a +10 bonus to any 

single skill, a single spell that the character’s level could cast up to 3/day (arcane or divine), or any other power that the DM 

allows as long as it does not exceed the maximum powers defined for a personal-growth item above. 

If a spell or spell-like ability is to be added to the item, the item bearer’s character level must be equal to the caster level 

required to cast the spell, whether arcane or divine. Once the power is set, the caster level for the spell is permanently set as the 

character level of the bearer when the power was chosen. If the spell has an XP cost, the bearer must also choose how the XP 

cost will be paid. The XP may be paid each time the spell or spell-like ability is used by the bearer or the bearer can pay the 

experience cost when the power is chosen. If the XP cost is paid for when the power is chosen, the bearer must pay 25 times 

the XP cost if the item is limited to how many times it can be used per day, or 50 times the XP cost if the item can use the 

power at will. Once the choice of payment is made, it can only be changed by another bonded power level. 

 

Each power level of the growth item will have either a bonded or recovered power as defined when it was created. 

 



Creating Personal-growth Items 
To create a personal-growth item, one must meet all of the feat, spell, skill, race and alignment requirements necessary to make 

a normal item with all of the inherent and recovered powers. To create an item with a bonded power, one must also have the 

Craft Wondrous Item feat and be able to cast imbue with spell ability (or similar spell) in addition to any other requirements. 

The difference in creation lies in the costs to create the item. It is cheaper to make a personal-growth item than it is to make a 

normal item of equivalent power. 

The market price for personal-growth items are shown on the chart above and are determined by power level squared x 2,000 

gp x 0.6. This price is added to the market value of both the item and the inherent powers of the item. Therefore a personal-

growth ring with the inherent bonus of a ring of warmth and five power levels would be 2,100 gp (ring of warmth market 

value) + 30,000 gp (5 level growth item) = 32,100 gp total market value. 

The gold piece cost for creating a personal-growth item is equal to one-half of the total market value and the XP cost is equal 

to 1/50
th

 of the total market value. Each head of a double weapon must be enchanted separately following the same rules. 

Enchantment bonuses and other powers can be added to a personal-growth item once it is created, as long as the total 

enhancement bonus for attack or AC doesn’t exceed +5 and the total equivalent armor or weapon bonus doesn’t exceed +10. 

 

Requirements 
Improving the power level of a personal-growth item might not be as easy as giving up experience points or gold and using the 

item while adventuring. Each power level and even the inherent powers can be given prerequisites before the power becomes 

active for the character. These requirements are set by the creator of the item and may include any or all of the following: 

 

Alignment: The bearer must be of a specific or particular alignment to activate some or all of the powers or power levels. This 

may be as specific as only allowing Lawful Good characters or as general as only allowing non-evil characters. This may even 

change subtly per power level encouraging the bearer to shift to a specific alignment. For example, a lower level power may 

require the bearer be of chaotic alignment while a moderate-level power may require the bearer to be evil and a high-level 

power may require the bearer to be chaotic evil. 

Class or Class Ability: The bearer must have a particular class such as paladin or class ability such as arcane spellcasting. 

Deed: The bearer of an item could be required to perform a specific deed to activate a power level such as killing a specific 

type of monster or animal. Only when the deed is performed can the next power level be activated or ability used. 

Knowledge: The item may require a specific command word or creator’s name to activate an ability or power level. This 

knowledge is 30% likely to automatically come up during research for that power level. If it does not, the bearer must spend 

time and gold to research that piece of knowledge or quest to find the information. 

Race: The bearer may be required to be of a specific race to allow a power or power level to be accessed or activated. This can 

be as specific as a subrace such as wood elves or as general as being usable by any humanoid. 

Level: The bearer may be restricted to how soon he can activate a certain power level or ability. This prevents the bearer from 

receiving powers the creator wishes to bestow only on experienced users. 

 

The creator of the item has the benefit of making the requirements complete or simply restrictive. If the requirement is 

complete, any bearer unable to specifically meet the requirement may not access the ability or power level. He will not be able 

to access that power level until the requirement is fulfilled, nor will he be able to access any power level above it. However, if 

a requirement is simply restrictive, the bearer may work around the requirement by increasing the experience cost of the power 

level and all above it by 25%. This allows bearers of non-favored conditions use the item as well. The item is simply better for 

others characters. Items can have both restrictive and complete requirements, allowing the creator to be absolutely sure that 

some of the higher powers do not fall into the wrong hands. 

 

Intelligent Personal-Growth Items 
Because of the unique nature of creating personal-growth items, creators cannot choose to give the item intelligence. However 

with the amount of time and effort the bearer devotes to the item, items of significant power have a chance of gaining 

intelligence on their own. As seen on the chart above, when a growth item is increased to the 7
th

 power level and above, there 

is a chance of awakening a latent intelligence in the item. This intelligence is rolled up randomly and is individual for every 

bearer. It is simply an echo of bearer’s own life resonating through the item and enhanced or changed by the powers contained 

by the item. Intelligent items normally have a low ego when dealing with the bearer of the item but can become quite strong in 

their own intentions and ideals given time. The intelligent item gains no special powers when initially generated, but it has a 

25% chance of gaining its own purpose or abilities when another power level is activated (if capable). These abilities are 

generated randomly from the intelligent magic item table found in the Dungeon Master’s Guide. A special purpose will always 

be similar to the purpose of the item, no matter what is rolled. Also, because of the nature of the intelligence, the item will 

never usurp control unless the bearer tries to do something completely against the purpose of the item or the bearer has gained 

most of the higher power levels of the item by failing to meet a restrictive requirement. 

 

Hopefully these rules make it a little easier for DM and player alike to gain those heirlooms and keep them useful over the 

course of the character’s life. 

 



Sword of Everfall Night 
This sword is a valued heirloom of the Ravenclaw family. Each generation of the family hopes to be chosen to be the bearer of 

the sword. 

The sword is a greatsword with a hilt of burnished and darkened mithral in the likeness of a raven with wings outstretched as 

the hilt, body as the pommel, and ends with its claws clutching a large dark purple amethyst. The blade shines brightly and is 

razor sharp adorned only by filigree that resembles feathers along the blade’s center. 

The sword is a +1 sword in any hands, but only the bearer finds out its additional powers. 

 

Level Type Power and Requirement 
 1 Recovered Gains Ever-strike ability (can hit damage reduction as +5). 

 2 Recovered Grants Darkvision 100 feet. 

 3 Bonded Must be used in ritual to open the Ravenclaw family crypt-restrictive. 

 4 Recovered Enhancement increases to +2. 

 5 Recovered Gains Icy burst ability, Must be Good alignment-restrictive 

 6 Bonded 

 7 Recovered 3/day Create darkness that user can see through, 10
th

  level caster, Must be  

   Lawful Good alignment-complete. 

 8 Recovered Enhancement increases to +3. 

 


