
Ioun Stones 

 
These crystalline stones always float in the air and must be within 3 feet of their owner to 
be of any use. When a character first acquires a stone, she must hold it and then release 
it, whereupon it takes up a circling orbit 1d3 feet from her head. Thereafter, a stone must 
be grasped or netted to separate it from its owner. The owner may voluntarily seize and 
stow a stone (to keep it safe while she is sleeping, for example), but she loses the benefits 
of the stone during that time.  

Ioun stones have AC 24, 10 hit points, and are treated as a hard metal.  They are not 
subject to saves, and are always considered to have succeeded.  

The Ioun Stones Fabled and Amazing Ioun Stones 
 Color  Shape Effect 
1 Clear Spindle The user can survive without any food or water 

for up to 1d4 months.  However each week 
without food and water causes 1 point to be 
removed from Strength, Agility, and Stamina (to 
minimum of 3).  Once the caster has taken food 
and water regularly for one week they regain 1 
point in each per day.   

2 Dusty Rose Prism When the user activates this stone they gain an 
additional 1d4 to their AC.   

3 Deep Red Sphere When making Agility based checks (and reflex 
saves) the user increases their action die by one 
level on the die ladder. 

4 Incandescent blue Sphere When making Personality based checks (and 
Willpower saves) the user increases their action 
die by one level on the die ladder. 

5 Pale Blue Rhomboid When making Strength based checks the user 
increases their action die by one level on the die 
ladder. 

6 Pink Rhomboid When making Stamina based checks (and 
Fortitude saves) the user increases their action 
die by one level on the die ladder. 

7 Pink and green Sphere When making Luck based checks the user 
increases their action die by one level on the die 
ladder.  The users also gains 1 free luck point per 
day.  These points do not accumulate if unused. 

8 Scarlet and Blue Sphere When making Intelligence based checks the user 
increases their action die by one level on the die 
ladder. 

9 Dark Blue Rhomboid When this stone is out the user cannot be subject 
to back attacks or surprise rolls.   

10 Vibrant purple Prism This stone can store spells up three spell levels 
(IE- three level one spells, or one level one and 



one level two, or one level three).  The spell 
must be cast into the stone and resolved per the 
normal DCC casting rules (including failure, 
corruption, etc).   

11 Pearly Iridescent  Spindle The user is covered in a slimly film 2” thick that 
allows them to survive without air for 48 hours.  
However the users personality die is reduced by 
one level on the die ladder when making any sort 
of interaction with people. 

12 Pale lavender Ellipsoid This stone will absorb 2d4 spells of up to 3rd 
level.  Once this number has been absorbed the 
stone turns to a worthless lump of coal.   

13 Pearly White Spindle This stone allows the user to tap into unholy 
regeneration and gain 3HD of Hit points back.  
Each time the target does this there is a 5% 
chance of gaining corruption.  This percentage 
continues to grow until a corruption is gained, 
then resets to zero. 
 
If a corruption is gained roll 1d8: 1-5= Minor; 6-
7= Major; 8= Greater. 
 
Lawful clerics who use this stone automatically a 
disapproval of 5 until they make the appropriate 
sacrifices. 

14 Pale green Prism This stone increases the action die level on all 
rolls by one on the die ladder. 

15 Orange Prism This stone increases your action die by one when 
casting spells.   

16 Lavender and 
green 

Ellipsoid This stone will absorb 2d8 spells of up to 5th 
level.  Once this number has been absorbed the 
stone turns to a worthless lump of coal.   

17 Irradiated Green Cube Once per day the user can release 2d4 poisonous 
snakes from their prison.  These snakes are not 
under the users control and will not attack them, 
but will attack anyone else.  These snakes remain 
for 1d6 turns before evaporating in a puff of 
noxious-smelling smoke. 

18 Black Pyramid When the user accesses this stone they are able 
to draw upon unholy energies and use it to 
increase their abilities.   
 
Each target in a 25’radius must make a Fort save 
(DC 15) or suffer 2d4 damage.  Each target that 
fails gives the user a +1 bonus to their next 
attack, skill check, save, or spell ability.  Lawful 



clerics who use this stone automatically a 
disapproval of 5 until they make the appropriate 
sacrifices.  

19 Yellow Hexagon This stone makes the user immune to 2d4 level 
drain effects.  Once this protection has been used 
up the stone shrivels up into a chunk of 
mummified flesh and is useless. 

20 Yellow and 
Purple 

Icosagon This stone can store spells up five spell levels 
(IE- five level one spells, or one level two and 
one level three, one level five, etc.).  The spell 
must be cast into the stone and resolved per the 
normal DCC casting rules (including failure, 
corruption, etc).   

21 Molten Lava Octagon This stone fills the user with fury and wrath.  
The user gains an additional attack per round, 
with their action die one step lower on the die 
ladder.   

22 White Sphere This sphere bestows the ability to use Lay on 
Hands as a Cleric 1d4+1 times per week.   

23 Violet Pyramid This gives the user one Thief skill (this goes off 
the user’s level and alignment).  Roll 1d14 
(reroll 14) and consult the Thieves skill table(s) 
on page 38. 

24 Orange and Blue Cube One per day this stone can be activated to make 
the user immune damage.  The type of damage is 
rolled upon gaining this Ioun stone.  This effect 
is active for 2d6 rounds. 
 
Type of Damage 

1) Fire 
2) Physical 
3) Ice 
4) Electricity 
5) Necrotic 
6) Poison 
7) Disease 
8) Curse 

25 Lavender Hexagon When this stone is active it grants the user an 
additional 2d4 HP.  This is lost before normal 
HP. 

26 Marble Trapezoid This allows the user to perform mighty deeds as 
a Warrior at a d3 (if warrior uses this Ioun stone 
up deed die to next level).   

27 Silver Icosagon This stone affects the user’s skin, effectively 
hardening or softening it.  When the stone is 
activated roll randomly for effect.  The user 



cannot wear any type of armor.  You do not 
suffer negative effects to Agility based skills or 
spell casting. 
 

1) Squishy: -2 to AC 
2) Leathery Flesh: +2 to AC  
3) Hardened Flesh: +3 AC  
4) Skin of Steel: +4 AC  
5) Skin of Stone: +5 AC 
6) Tissue paper: -4 AC 

28 Cyan Sphere Once per day the user is able to transform into an 
animal (up to large in size) if they succeed a 
Willpower check (DC 12).  The user specifies 
the animal at the time of the check.  If they 
critically fail they suffer 1d4 temporary 
personality drain. 

29 Chartreuse Hexagon This stone causes a large amount of bile and acid 
to be created in the user’s stomach.  1d4 times 
per day the user can make an attack and vomit 
(5’ range) on a target, dealing 1d8 damage.   

30 Jade Pyramid Once per day the user can transform into a 
gaseous form.  Their speed is reduced to 15’, but 
they suffer do not suffer damage, even magical, 
except for strong winds.  If caught in a really 
strong wind the user must make a Fort save (DC 
15) or take 2d6 damage per round. 

31 Black and Blue Prism Once per week this stone can tear open the fabric 
of reality and allow the user to cast Planar Step.  
The user must roll per DCC rules for resolution.   

32 Azure Spindle This stone knows 1 spell that can be cast once 
per day.  First roll 1d6: Even- Wizard spell; Odd- 
Cleric.  Then roll 1d5 for level, and then roll on 
page 127-128 for spell. 

33 Shimmering Gold Cube Once per month the user can shake this Ioun 
stone and 1d00 gold, 1d30 silver, and 1d20 
copper will fall from it.   

34 Black and White Sphere Holding this stone allows the user to see in 
complete darkness (even magical), however any 
light source deals damage of 1-3d6.  Judgment 
call on the brightness of the source. 

35 Turquoise Ellipsoid Once per day the user can smear 1d4 HP worth 
of blood on the Ioun stone and summon a like 
amount of weapons.  This can be any weapon the 
user designates.  If it is a missile weapon roll 1d8 
for the amount of ammunition that comes with it.  
These weapons last for 2d4 hours. 



36 Black and Red Cube Once per week this horrible Ioun stone allows 
the user to cause harm to a target anywhere in 
the world.  The user must concentrate on the 
target for 3 rounds and have actually met them.  
The target must make a Willpower save (DC 15) 
to resist harming themselves by cutting, biting, 
and scratching.  The target takes 3d6+3 points of 
damage.  If the target critically succeeds on their 
save the user is compelled to harm themselves in 
the same manner (no save).   

37 Bile Green Teardrop  Minions!  Once per week the user summons 2d4 
level zero mutated homunculus versions of 
themselves to aid, fight, and die.  These minions 
remain for 2d4 days or until destroyed.  To 
harness this power the user must sacrifice 1d8 
HP. 

38 White and Green Rhomboid Once per day the user is able to conjure an 
illusion of targets worst nightmare.  The target 
must make a Willpower save (DC 15).  Success 
means the target is frightened and flees for 
1d4+1 rounds.  Failure means the target is 
terrified, drops whatever they are holding, and 
flees for 2d6 turns.  Rolling a 1 results in instant 
death.   

39 Lime Green and 
Violet 

Teardrop This stone can be used to absorb any amount 
damage, spell or magical.  This can be used as a 
free action.  This stone has 1d3 charges before 
collapsing in on itself and disappearing.  

40 Pink and Grey Icosagon Upon obtaining this stone the user designates 
whether to increase Crit die by one type or 
increase crit table by one type.  This is in effect 
as long as the stone is active. 

 


