
Magical Medical Marvels
An eclectic collection of magic items, potions, spells, beasts, and places that usually provide healing 
and other “benefits” for your Old School Game.

Wand of Not Too Wondrous Healing
A foot long red and white striped wooden wand.

When found this wand has 2d20 charges and cannot be recharged. Roll once and Column A and once 
on Column B. 

Column A Column B

1 Heal 1d4 Hit Points. 1
Permanent tattoo of caster's holy symbol 
on appears on the target's forehead.

2 Heal 2d8 Hit Points. 2 All of the target's hair grows 12 inches.

3 Cures poison or heals 3d6 Hit Points. 3 All of the target’s hair falls out.

4 Cures disease or heals 3d6 Hit Points. 4  Target falls asleep for 2d4 hours.

5
Cures blindness & deafness but doesn't 
heal.

5
Target must eat HP healed in pounds of 
food in order for the healing to occur.

6 Cures poison & disease but doesn't heal. 6 The healing was just an illusion.

7
Heal 20 – the target's lowest ability 
score.

7
Target becomes a germaphobe for 1d6 
days.

8
Target heals 1d4 Hit Points each round 
for the next 1d12 rounds.

8
Target literally has a healthy glow which 
can easily seen in darkness for the next 
2d4 hours.

9
Heals all beings in 20 foot radius 2d8 Hit 
Points.

9
Target re-rolls his Hit Dice and takes the 
new total. 

10 Heal 1d6 times level Hit Points. 10 Target becomes 1d10 years younger.

11 Heals all but 1d4 damage. 11
Target is also under the effects of a 
Haste spell for 3d6 minutes.

12
Heal all damage & conditions except 
death.

12
Target is invigorated for 1 day and gains 
+1 To-Hit, Damage & Saving Throws.

Ring of Too Much Regeneration
A dull gray metallic ring that feels much heavier than it should be.

This cursed ring heals the wearer 1 HP every  five minutes for every Hit Point healed the character 
gains 10 pounds of fat, tumors, polyps and other random growths.  If the character is at maximum Hit 
Points then  he gains 20 pounds per five minutes.  The character's armor and clothing will  quickly 
become too tight and no longer fit. If  the character gains more than his Strength score times  ten 
pounds then the character is too bloated to move. If the character gains more than his  Constitution 
score times ten pounds then then character must make a Saving Throw versus Poison every hour and 
any time the character attempts any physical activity or die  of  heart failure. Even walking slowly is 
considered a strenuous activity at this point.

The only way to stop the effect is a Remove Curse spell or cutting off the character’s finger. This does 
not  remove  any  of  the  extra  weight  the  character  has  already  gained.   Only  a  Wish spell  or  a 
combination of diet and time will do that.



Lizard Tail Balm 
An unearthly green balm that is sticky to the touch

Lizard Tail Balm can regrow the severed limbs of any creature that is still alive.  But there is a 1 in 6  
chance that balm has spoiled. Instead of growing the correct limb, a lizard tail sized for the target 
creature grows in the limb's place.

Healing of the Night Potion
A thick red-black potion with a copper aftertaste

For the next 3d6 hours after drinking this potion, the character heals 1d6 Hit Points for every minute 
spent in darkness. The character can also see in the dark. However while the character is under in the 
effects of Healing of the Night the character will take 2d6 damage for each round he is exposed to 
sunlight.  Also  the character  may be turned like  an undead creature  of  the same Hit  Dice.  If  the 
character is a cleric, he will be unable to turn undead while the potion is effecting him.

Draught of Energetic Healing
A sickly sweet yellow potion with a fruity aroma

The Draught of Energetic Healing restores 3d8 Hit Points when drank. It also makes the drinker very 
alert (has a 1 in 8 chance of being surprised). The side effect is that the character cannot sleep for 24 
hours. If the character is a spell caster he cannot memorize spells because the character is unable to 
concentrate on the task for a sufficient period of time.

Blood Goo Potion
A foul-tasting putrid-smelling deep red syrup

When a character drinks a Blood Goo Potion, he must make a Save versus poison or puke up and 
ruin the potion. If the character successfully downs the potion then for next 2d6 hours The character 
takes 1d4 less damage from any wounds that  would normally bleed (stabbing, biting,  poking and 
slashing type stuff), Any creature that  attempts to drink the blood from a character who is under the 
influence of a Blood Goo Potion must  make a Save vs Magic or spit out the character's foul tasting 
blood.

Mostly Cures All Potion
A milky white liquid that smells of carrion

The Mostly Cures All  Potion cures  poison,  disease,  paralysis and similar  conditions.  But  for each 
condition cured the drinker takes 1d8 damage.

Roy Dee's Potion of Physical Perfection
A pink liquid that tastes like chalk mixed with ammonia

For the next 1d4 days,  the character gains 1d6 Strength but loses the same amount of Intelligence; 
gains 1d6 Constitution but loses the same amount of Wisdom; and gains 1d6 Dexterity but loses the 
same amount of Charisma. When a character drinks this potion they must also succeed on a Saving 
Throw versus Poison or the Intelligence, Wisdom and Charisma losses are permanent.



Curative Spells
Arcane Regeneration
2nd Level Magic-User

For the next hour, each time the character fails a Saving Throw against harmful magic, the character 
heals 1d8 Hit Points. A character may not intentionally fail a saving throw to gain the healing.

Baptismal Healing 
1st Level Cleric

The cleric uses a vial of Holy Water while casting this spell which heals 3d8 Hit Points. It also converts 
the target of the spell to the cleric's religion. If the target of the spell is unwilling to convert then the 
spell has no effect.

If a character attempts to be healed by  Baptismal Healing  by a cleric of a different faith within one 
week of converting then the character takes 3d8 points damage (and isn't healed). 

Blessing of the Santicore
1st Level Cleric/ 2nd Level Magic-User

 A character heals 1d4 Hit Points each round for the next 1d8 rounds only if the player shouts, “All Hail 
The Great and Mighty Santicore!” at the beginning of his turn. If the player forgets then the healing 
stops and the character takes 1d6 damage.

Charmed Healing
2nd Level Cleric

This spell heals the target for  3d8 Hit Points and also places the target under effects of a  Charm 
Person spell. If the target is unwilling to be charmed then a Save versus Magic may be attempted. If 
the save is successful then character is not charmed but also he is not healed.

Diabolic Healing
3rd Level Magic User

Clerics are not the only ones who can heal. A Magic-User can gain the aid of being from the Outer 
Planes to heal a target for 3d6 Hit Points. However, such beings demand a service in return for their 
aid. Magic-users are no fools. The caster does not owe the service to the being but the recipient of the 
spell does. The number of Hit Points healed equals the number of Hit Dice the Outer Being has.

Healing of the Martyr
3rd Level Cleric

The cleric heals a target for 1d6 Hit Points per cleric level but the cleric  takes half that amount of 
damage. This damage taken by the cleric cannot be healed magically but is healed with a night's rest. 
For his sacrifice the cleric gains additional spells that day based on how much damage he takes. The 
cleric may select an additional spells  based on the damage he has taken (rounded down). For ten 
points damage, a 1st level spell. For 20; a second level spell. For 30; a third level spell. And so on.

Vengeful Reincarnation
6th Level Cleric

A slain character  is  reincarnated as the type of  being that  killed him.  The character takes on the 
physical properties and the alignment of his killer. Note:  This includes undead, demons, and sundry 
other odd beings.



The Doctor Golem
“Trust me. I am a doctor.”

Doctor  Golems  were  created  by  ancient  sorcerers  to  serve  as  healers  and  medical  research 
assistants. Doctor Golems are seven foot tall clockwork humanoids with four arms. Each arm ends in 
a  “hand”  that  is  bizarre  and  frightening  collection  of  scalpels,  bone  saws,  syringes,  and  other 
disturbing and mysterious surgical instruments. It has a single unblinking red eye.  In a Doctor Golem's 
chest, there is an Arcane Bio-Vat where the golem creates organs, limbs, mostly complete creatures, 
healing-like concoctions, and various other minor medical items.

There is a 1 in 20 chance that any Doctor Golem found is functioning normally.  While functioning 
normally, the golem can heal any condition except death and can restore a character to full Hit Points 
in 2d6 minutes. A normally functioning golem has a 1 in 10 chance of malfunctioning every minute it is 
active.

A malfunctioning  Doctor  Golem will  “heal”  any  character  in  sight.  It  will  misdiagnose  nonexistent 
afflictions and attempt to repair them. The character's cooperation is not required.  It will attempt to 
calm characters in a soothing  but very creepy  voice. See Chart below  for some Random Things it 
might say will eviscerating a character.

Hit Dice: 10 
Armor Class: 9[10]
Attacks: 4 Surgical Instruments  (1d8)
Move: 30 Feet 
Save: 5 (Or as 12th Level Fighter)
XP:  2,000
Special: Hasted for 1d6 rounds by Healing Spells. Hit only by magic weapons.  Immune to most 
spells. Critical Malpractice.

Random Things The Doctor Golem Says

1
You will feel some slight 
discomfort.

7
If you are good, I will give 
you candy.

2
Please continue to breath 
normally.

8 The procedure is painless.

3 Turn your head and cough. 9 I require a stool sample.

4 Congratulations. It is a boy. 10
I need to take your 
temperature.

5
There may be some minor 
side effects.

11
I will kiss it and make it 
better.

6
I need to run additional 
tests.

12 Please bend over. 

Critical Malpractice: When a Doctor Golem scores a critical hit with one of its surgical instruments, 
roll on the Critical Malpractice chart for additional effects.



Critical Malpractice Chart

1 Character's eyes are ripped out and replaced with rocks (+2d8 damage).

2 The character is injected with acid and takes 2d10 damage for the next 3d6 rounds.

3 A random limb from the character is replaced with a stick (+2d6 damage).

4 The character's teeth are ripped out and replaced with leaches (+2d6 damage).

5 The character's belly button is replaced with a mouth.

6 The character's limbs are randomly rearranged (+1d12 damage).

7
The character has an eye implanted in a random location. The character cannot see 
out of the eye but maybe something else does.

8 The character's mouth is sutured shut (+2d4 damage).

9
One of the character's hands is amputated and whatever the character was holding in 
that hand is grafted to the stump. If the character was holding nothing then the hand is 
replaced with a foot.

10
The golem attempts to remove the character's Thingulous Gland (Note:  No creature 
has a Thingulous Gland). While searching for the gland, the golem does an additional 
3d10 damage.

11

Character is injected with a concoction of random drugs. For next 2d6 rounds roll 1d6 
each round: 1) Character pukes his guts up this round. 2) Character is under effects of 
a Confusion spell this round. 3) Character is blind for 1 round. 4) Character is paralyzed 
for this round. 5) Character is mute one round. 6) The character acts normally.

12
The character's racial “flaws” are repaired. Roll on the Reincarnation chart or a 
Wandering Monster chart for the character's new race.

13
The golem “repairs” the faults of the character's body. The character permanently loses 
1d6 (rolled separately) from STR, DEX, and CON.

14
The golem drills into the character's brain. The character permanently loses 1d6 (rolled 
separately) from INT, WIS, and CHA.

15
The golem gives the character a make over. Re-roll all of the character's ability scores 
with 3d6 and use the new values.

16
The character's skin is removed and whatever armor/clothing the character is wearing 
is grafted to his body (+3d8 damage).  The character's skin cannot be replaced until the 
items are removed which causes 3d12 damage.

17
The character's sex organs are replaced by those of a random species and gender 
(+2d12 damage).

18
An annoying imp is grafted to the character's chest. The imp cannot be killed without 
killing the character as it shares a heart with the character.

19
The character and the nearest living being have their heads switched. The personality 
and mental stats of the head transfer to the new body.

20 Character is decapitated but not killed. The character is now a living head in jar.



Temples of Azure Aegis
Place of great healing and dark secrets

Temples of the Azure Aegis  suddenly appeared and quickly spread throughout the land. Within the 
walls of these plain white stone buildings, the finest healing in the world can be found at no charge. 
The Temples will treat anyone, prince or pauper. Despite the altruistic facade there are much darker 
machinations in play within the Temple of Azure Aegis. 

Lower order members of the Temple have no idea of the darker purposes  behind the scenes and 
actually believe that they are doing good in the world. The actual goals and motivations of the Temple 
of the Azure Aegis are known only to the inner most circle of the most powerful priests. Maybe they 
want to convert the entire world to their faith. Perhaps they serve an alien being from beyond. Or it 
could just greed and a thirst for terrestrial power at any price.

Unbeknownst to the patients, monks of the order collect  hair,  skin,  and blood samples from each 
patient. These samples are kept in well guarded catacombs beneath each temple. If the individual is 
deemed important then their samples are moved to the Order's main temple under very heavy guard. 
With these spell components the Order can easily scry on kings and merchant princes. They can bend 
great heroes to their will.   And even in some cases, create a clone sympathetic to their cause  to 
replace an influential but troublesome person.  There are other sinister side effects  woven into their 
healing magics (See below). 

While peasants and paupers individually may not have a great effect on the world at large. The Temple 
provides for funerary services for those who pass on. These poor souls are an army of the undead 
waiting  for muster  in their graves. There are rumors that the Temple has caused  natural disasters, 
plagues, wars, and monster attacks in order to increase demand for its services. 

The Temple has grown very rich thanks to donations from the  nobility.  Amongst the wealthiest, it is 
said the Temple can grant eternal youth and immortality for the right price. To protect their treasures, 
the Temple has a sizable and highly skilled cadre of guards.

Anyone speaking out against the Temple is met with skepticism or worse  because of  its charitable 
reputation.  Especially loud or influential persons disappear or suddenly “change” their minds. A party 
of adventurers who learn the dark secret of the Temple will have a tough time. The common folks 
support the temples. Powerful individuals will probably be under the thumb of the High Priests of the 
Azure Aegis.

Game Effects of Healing by The Azure Aegis

• Any character who has been treated at a temple and then dies has their soul forfeited to the 
Temple.  Such a character can only be brought back from the dead by the Temple of the Azure 
Aegis.  The Temple demands an exorbitant price and not just in gold to raise the dead. There 
are  whispered rumors  that  the Mad King of  the East  started a  genocidal  war  against  the 
dwarves so the Temple would bring back his dead wife. This effect can only be ended with a 
Wish spell.

• Any character healed by the priests of the Temple who is later healed by a cleric of a different 
faith must succeed on a Saving Throw versus Magic in order for the healing to have any effect. 
This effect can be ended by a Remove Curse spell.

• The Temple can scry on any character that has been treated at a Temple. This effect can 
ended only by recovering the character's physical spell components hidden at a Temple.

• Any character healed at a Temple thinks only positively of the Azure Aegis and cannot imagine 
that the Temple has any ulterior motives. This effect is similar to the Charm Person spell and 
lasts 2d6 weeks after the character was healed. Subsequent healings add to this duration. This 
effect can be ended with Dispel Magic or Remove Curse spells.


