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Major Powers 
• Two segments bestow flight as the 3rd level wizard 

spell fly at will. 

• Three segments add 20% to the wielder's magic 
resistance. The unit can be used as a blunt weapon 
and functions as a horseman's mace + 1 .  These powers 
are continuous and don't require command words. 

• Four segments allow the user to control winds twice a 
day. The unit functions as a horseman's mace +2. 

• Five segments grant the power to shape change as the 
9th level wizard spell once a day. The unit functions 
as a quarterstaff +3. 

• Six segments allow the user to wind walk once a day. 
The unit functions as a quarterstaff +4. 

• Seven segments can create a restoration effect, as the 
7th priest spell, once a day. The unit functions as a 
quarterstaff +5. The unit can also be employed as a 
piercing weapon with the same characteristics 
(weapon speed, damage, etc.) as a quarterstaff. 
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Resonant Powers 
• Segments 1 and 2: Instead of flight as the wizard 

spell fly, user can, at will, fly at a speed of 24, with 
class A maneuverability. 

• Segments 1, 2 and 3: The wielder gains the ability to 
influence creatures from the Elemental Plane of Air. 
No creature native to the plane can approach within 
5 feet of the user unless the user attacks first. Even 
then, the user gains a +2 bonus to armor class and to 
all saving throws. Any damage the user suffers is 
reduced by -2 hit points per die (minimum 1 point 
per die). This power does not require command 
words. 

• Segments 1, 2, 3 and 1= The wielder gains the ability 
to charm creatures from the Elemental Plane of Air. 
A charm attempt counts as an attack on the creature. 
The wielder cannot attempt to charm the same crea­
ture more than once a day. 

• Segments 1, 2, 3, 4 and 5. The rod bearer can cast 
weather summoning once a day. 

• Segments 1, 2, 3, 4, 5, and 6. The wielder can create a 
whirlwind once a day and maintain it for up to 
seven hours; it takes seven rounds to form. The 
wielder and up to six man-sized companions can 
ride the whirlwind, or the wielder can direct it at 
any distance as long as he keeps it in sight. 

The whirlwind (and any passengers) moves at a 
minimum speed of 9, but its top speed is 18; the 
wielder chooses the exact rate. It is 10 feet wide at 
the base and 40 feet wide at the top. The height can 
be from 30 to 70 feet as the wielder chooses. The 
base must always touch land or water. 

The whirlwind buffets anyone caught within it for 
2d6 points of damage each round, but a successful 
saving throw vs. breath weapon negates the dam­
age. Non-aerial creatures with two hit dice or less 
are killed if the saving throw fails. The wielder and 
passengers are not affected. 

Controlling the whirlwind requires minimal con­
centration. Damage to the wielder does not end the 
whirlwind, but the wielder can take no action other 
than movement while controlling it. If the wielder 
loses consciousness or is killed the whirlwind 
dissipates. 

• Segments 1, 2, 3, 4, 5, 6, and 7. The wielder can cast 
resurrection as the 7th level priest spell, except that 
no resurrection survival check is required. Using 
this power always causes the Rod to scatter. See the 
Breakage section for details. 
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The Citadel of Chaos 
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Rod Powers 
Povvers of l nd ividu::1 1  Segments 

Each segment of the Rod has its own minor spell­
like power, which requires the user to concentrate 
upon a command word. Invoking a minor power has 
an initiative modifier of 2; it counts as an action for the 
character, but does not require speech and cannot be 
disrupted as a spell can. Minor powers function at 
20th level and are useable by any character. 

1. The 4-inch tip can cure light wounds five times a day. 
The tip's name and the command word for the cure 
light wounds power is Ruat. 

2. The 5-inch segment can create a slow effect once a 
day with a duration of 23 rounds. The name and 
command word is Coelum. 

3. The 6-inch segment can produce haste once a day 
with a duration of 23 rounds. The character 
wielding the segment doesn't age, but everyone else 
who is affected does. The name and command word 
is Fiat. 

4. The 8-inch segment can create a gust of wind five 
times a day. The gust is 10 feet wide and 200 yards 
long. The name and command word is Justitia. 

5. The 10-inch segment provides true seeing once a day 
for 20 rounds. The name and command word is 
Ecce. 

6. The 12-inch segment produces hold monster once a 
day (the effect lasts 20 rounds). The name and 
command word is Lex. 

7. The 15-inch segment can heal once a day. The name 
and command word is Rex. 
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