Crown of Sorcery

This blackened steel Crown is an especially interesting wondrous item. It has a serpentine shape, with three large multifaceted stones in the brow. Two serpents entwine to support the clear gems on the left and right, and the largest, transparent red central stone is in their fangs, between their open mouths.

Outwardly, this may resemble The Crown of the sorcerer Kings, and an appropriate Knowledge (Arcana) check (DC 22) will reveal that of old, the Sorcerer Kings and their underlings wore such headpieces. 

The clear stones always confer the following powers to the bearer:

The Mindstone confers a continuous +2 to Intelligence (+2 Int/+2Know/+2Rea), as a Circlet of Intellect.

The Shieldstone confers a +1 Deflection Bonus To AC (as Bracers of Deflection) and a +1 Bonus to all Saving Throws (as a Cloak of Resistance).

Each clear stone also has a special expendable power. As a swift action, use once per day the Crown’s wearer may drain the energy of a stone to utilize its special power. By expending the stone’s power, you gain access to its special ability, but lose the normal (continuous) power of that stone for 24 hours. 

You may Expend the power of the Mindstone to gain an immediate +8 bonus to your Intelligence score (+8 Int/+8 Knowledge/+8 Reasoning) for one round.

You may Expend the power of the Shieldstone to gain an immediate +4 deflection bonus to AC, plus an immediate +4 bonus to all saving throws. This ability lasts for one round.
The main stone confers one of the following abilities:

The Main Stone is special and confers a unique power depending on the nature of the Crown. Once per day, as a swift action, the wearer may expend the stones power to perform a special action, but in doing so, he depletes the stone’s reserve of power, which renders the normal (continuous) power inactive for 24 hours. 

The Stone of Perception confers a +2 bonus to Listen and Spot Checks. 

Expend: Once per day the wearer may gain an immediate +8 to one spot or listen check. 

The Stone of the Dead allows you to command one undead creature, once per minute, as per the command spell. The creature is entitled to a saving throw against this effect (DC = 20). Failing the saving throw means that the creature follows the command, otherwise, nothing happens, although the wearer of the Crown may retry again in one minute (even against the same creature). 

If you have the Turn or Rebuke Undead class ability, you may spend a turning attempt to increase the saving throw DC by +4. 

Expend: Additionally, once per day, the wearer may expend the energy from the main stone to gain an immediate +4 bonus to a Turn/Rebuke attempt. This is considered a swift action as part of the turning/rebuking attempt.

The Stone of Command grants you the power (once per minute) to command one humanoid creature, as per the command spell. The creature is entitled to a saving throw against this effect (DC = 20). Failing the saving throw means that the creature follows the command, otherwise, nothing happens, although the wearer of the Crown may retry again in one minute (even against the same creature). 

Expend: Additionally, once per day, the wearer may expend the energy from the main stone to charm a creature as per the charm person spell.

The Stone of Leadership confers a +2 bonus to Diplomacy and Bureaucracy Checks. 

Expend: Once per day the wearer may gain an immediate +8 to one diplomacy or bureaucracy check.

The Stone of Veils confers a +2 bonus to Disguise and Hide checks. 

Expend: You may expend this stone’s power to gain an immediate +8 bonus to one Hide or Disguise check.

The Stone of Smiting (Lawful/Good/Chaotic/Evil) grants the wearer a +2 bonus on all damage rolls to creatures of the opposed alignment type. The wearer must be of the same alignment (e.g. for a Lawful Crown, the wearer must be Lawful Good, Lawful Evil or Lawful Neutral) as the Crown. The stone may be of one alignment only, and  the maker sets this when he creates the item. 

Expend: By expending the power of this stone, the wearer gains a +8 divine damage bonus to his next attack. 

Special: True neutral characters may wear any Crown, but they only receive a +1 bonus, rather than the normal +2.

If a character of an opposing alignment pts on the Crown, it acts as a cursed item and the wearer gains a -1 penalty on all attack, check, and saving throw rolls. A mage or priest of 6th Level or higher must cast the Remove Curse spell on the wearer of such a Crown in order for the wearer to remove it. 

Even is the wearer cannot use the powers of the red stone, he may still use those of the clear stones. 

The Stone of Sorcery stores three 1st degree spells, which you may activate once per minute to utilize any of those powers (Spell DC 18). These are fixed spells, meaning that they are part of the stone and the creator of the Crown sets them when he constructs the item. You cannot alter or change them to any other spell(s). These spells are use-activated, and therefore any character (even non-spellcasters) may use them. 

Additionally, the stone has a special round area in which you may insert a spell stone. If you do so, you may activate that spell stone at any time as a swift action, which expends its power. 
Expend: You may expend the Stone of Sorcery to refresh 10 MPE back into your mind. If this exceeds your normal MPE count, the extra power remains available for one round as temporary MPE, afterwith, the additional points dissipate. This, a caster with an MPE pool of 34, has used 7 MP and activates the expend ability, gaining 10 MPE, replenishing the 7MPE he has used and granting him 3 temporary MPE that he must use before the end of the next round. The spellcaster always uses temporary MPE first.

Spells Required: Crown of Protection (3rdº), Crown of Might (3rdº) and one of the following: Crown of The Clarity (3rdº), Crown of The Grave (3rdº), Crown of The Veil (3rdº) or Crown of Smiting (3rdº), Crown of Leadership (3rdº), or Crown of Command (3rdº), Average Crafter Level: 6th.

Stone of Sorcery Spells Required: Crown of Protection (3rdº), Crown of Might (3rdº) and Crown of Lucubration (5thº) plus any three 1stº Arcane Spells.

Percentages for Crown Main Stone Types (Random Treasure)

01-15: Stone of Veils ; 16-30: Stone of Perception ; 31-45: Stone of Leadership ; 46-60: Stone of Command ; 61-75: Stone of the Dead ; 76-90: Stone of Smiting (01-40: Lawful ; 41-65: Evil ; 66-90: Good ; 91-100: Chaotic) ; 91-100: Stone of Sorcery

DCs = 6 (Maker Level) + 1 (Rea 13) + 3 (Spell Degree) +10 = TOTA 20

Base Price: 

Crown + Mindstone & Shieldstone 7,000gp. [Shieldstone, Resistance Bonus +1 (12 * 1,000 GP) +  Deflection Bonus +1 (12 * 2,000 GP) = 3000GP] + [Mindstone +2 Int Bonus 1 (22 * 2,000 GP) = 4000GP]
Greater Stone (except Stone of Sorcery) +27,000 (spell level 3  & CL 5 * 1,800 gp) - 
Stone of Sorcery: + 100,000 GP 

Price for multiple abilities mitigated by the limited use of the main stone. 

Crowns with the Stone of Veils, Stone of Perception, Stone of Leadership, Stone of Command, Stone of the Dead, or Stone of Smiting 34,000 GP

Crown with the Stone of Sorcery 107,000 GP

Required materials:  Blackened iron (or Adamantium), two 18mm diamonds (or clear sapphires) and one 30mm ruby. Material cost: Diamonds, 1000 GP each, sapphires, 425 GP each, Iron 15 GP, Adamantium 80 GP, ruby 1,200 GP. Add the cost of these to the market value.

With a Twist

You may choose to give these items to characters with lower-than-expected experience levels, but in doing to (to balance them out) you can add a drawback to the item. Good examples are psychological problems, which the character develops while wearing the crown for extended periods. 

Remember, the rulers of the Kingdoms of Sorcery made the crowns for their own personal use, and they may have added built-in safeguards, or (during their extended life spans), they may have left echoes of some of their personalities or quirks on the item, which its magic absorbed.

Examples:

Crowns of Veils: This crown was the handiwork of Symeteph, the Sorcerer Queen of Kal, who slowly, but surely, became the most paranoid and delusional of her fellows. After 329 years of power, she isolated herself in a chamber, sealed in lead, with no outside access. She died from lack of food, water and oxygen, as she slowly starved and suffocated in an impenetrable safe room, and death chamber of her own design. 

In mirror of this, the wearer of her Crown of Veils becomes increasingly paranoid and agoraphobic. After one week of wearing the crown continuously, the wearer starts to show signs of agoraphobia, shying away from public places and crowds. At any time he is in a place with more than a few people, he must make a will saving throw (DC 10) or panic and flee in fear. 

This is the same sort of effect as a character who must flee from the fear effect of a monster; only it lasts for 8 hours, during which the character finds the nearest possible place to hide. 

This side-effect begins on the 8th day of wearing the crown, and cumulatively increases by +1 each additional week, Removing the crown does not reset the penalty to zero (!), but rather, it decreases to zero by one step a week. That is, the DC decreases by -1 for each week that the character forgoes wearing the crown. Therefore, a character with a fear DC of 14 must avoid wearing the crown for 5 weeks (four for the +4 and one more for the base DC of 10) to completely remove the symptoms caused by the leftover remnants of Symeteph’s deranged psyche. 
Stone of Perception: Light and loud noises increasingly agitate the wearer. After one week of wearing the crown (even for one second a day), he begins to experience the following problems: 

He suffers the normal penalties of light sensitivity. Further, any save versus sonic effects made by the wearer suffers a cumulative (weekly) -1 penalty. This begins on the 8th day of wearing the crown, and removing the crown does not reset the penalty to zero (!), but rather, it decreases to zero by one step a week. 

Therefore, a character that wears the crown for 4 weeks and gains a -4 penalty, will take 4 weeks to revert back to normal. 

Stone of Leadership: The wearer begins to think that he’s “too sexy for his shirt”, in matters of negotiation and becomes increasingly arrogant, trying to force his opinions on others, even when it isn’t required of him to do so.  

If he’s already that arrogant, the crown makes changes to his physical appearance as follows:

His hair colour changes to silver-white, his eyes to green-grey, and he grows a goatee. Furthermore, if he is an extremely good person, he grows a set of silvery horns, but if he’s a nasty bastard, his tongue forks. 

Stone of Command: If the wearer uses the crown constantly (more than once or twice a day, for at least a week), he begins to experience a terrible laryngitis, causing him to have hacking coughs and eventually lose his voice. 

Stage One, The Cough: After one week of constant use (abuse), he begins getting a hacking cough that interferes with his Spellcasting (if applicable) and any skills that require vocalization. 

When Spellcasting, he must made a DC20 fortitude save. If he fails, there is a 40% chance of losing the spell, and a 10% chance of miscasting (with bad results). 

He also receives a -5 penalty to any check when using vocal skills (Perform, Diplomacy, Bluff, Intimidate and Bureaucracy, etc.) 

If he cuts down on his usage by refraining from using the crown for at least one week, he recovers from stage one. If not, he enters…

Stage Two, Speechless: After one month of suffering the effects of stage one, the character loses his voice altogether, but unlike the laryngitis; the complete loss of his voice is a supernatural effect that requires an outside remedy. If a character contracts this supernatural disease, only a remove disease, or break enchantment cast by a spellcaster of 10th level of greater ends the effect. 

Even so, the wearer of the crown must remove it before he receives treatment, or else the spell only suppresses the disease for one day, after which he loses his voice again. To completely reverse the problem, the character must remove the crown and refrain from using it for two weeks and receive one of the aforementioned spells. 
Stone of the Dead: This crown was the genius of the Sorcerer-King Galvadiu, the Litch King of Seryr and is brimming with his evil will, although a detect evil spell does not register any such problems. 

As such, for every consecutive day a character wears this crown, he begins to look increasingly like an undead creature (taking on the appearance of a wraith or a vampire). After one month, he will even be unfortunate enough to glow for spellcasters or other characters when they use the detect undead spell (or ability) as if he was an undead creature of a power level equal to his character level +2.  

The character begins to change after 24 hours of the time that he first donned the crown, and although removing the crown reverses the changes (by one step per day), no matter what he does, the character always retains a slightly odd appearance after wearing the crown, even for only a day. 

If any person wearing this crown uses its powers more than 10 times on one day, he must make a will save DC 20, which if he fails, his alignment slips one step toward evil, and his mind takes a closer step toward the steely will of the crown original maker. If he fails this save thrice in one day, he must also make a fortitude saving throw (DC 20). If he fails that, the crown immediately transforms him into an undead creature (wraith, vampire, or similar). 

Stone of Smiting: If the wearer is not of the same general alignment of the crown, it attaches itself to their head and cannot be removed except by a break enchantment, miracle, or wish spell cast by a 10th level spellcaster or higher. While attached, the crown attempts to persuade its wearer to take actions in line with the alignment of the crown. 

As such, the crown whispers in the ears of the wearer constantly, filling his head with ideas, and nurturing him, in order to reshape his psyche to suite the crown. Characters may voluntarily slip toward the teachings of the crown, or resist them, but the crown will do whatever it can to corrupt the wearer. 

Additionally, whenever the wearer attempts to take an action opposed to the will of the crown, he must make a will saving throw to do that action. This saving throw starts at (DC 1), and cumulatively increases by +1 for every day the character wears the crown. There is no cap for the saving throw, so eventually the will of the crown prevails.

Furthermore, any character who has abilities that have alignment-based restrictions, such as a paladin, bard or monk that don a crown opposed to their alignment, must make a will saving throw (DC 15) to use their powers. They must make this saving throw each time they use a class ability or spell.  If the character fails his save, he still spends his energy points (or one use per day for a limited class ability) as if their attempt simply had no effect. 

Clerics who wear a crown that opposes the will of their deity must make a will saving throw (DC 18) each time they cast a spell, but not when turning or rebuking undead. 

A cleric that fails his saving throw still uses the normal amount of MPE/DPE as if they cast the spell, but it failed. 

Note that the crown may oppose the character's actions, which requires a separate will saving throw. This means that a good cleric, or a lawful good deity with an evil crown, who attempts to cast a spell in order to do a selfless act must make two saving throws: one to overcome the opposing will of the crown, and the second to actually channel the spell. 

Stone of Sorcery:

