
THE HAND AND EYE OF VECNA
The archlich Vecna may have been the most powerful wizard ever to have lived. He may 
also have been the most evil. Apparently risen now to deityhood, he left behind relics 
embodying remnants of his power—the mummified remains of his hand and his eye.

Known by many names, such as The Whispered One, Master of the Spider 
Throne, The Undying King, Lord of the Rotted Tower, or the Maimed God, Vecna is a 
highly ambitious, and incredibly secretive, individual. A master of deception and lies, he 
keeps his identity and motives secret at all times—and this secrecy extends to his two 
artifacts. Some rumors say that these artifacts collect secrets from their users, only to kill 
the users and return to Vecna and reveal those secrets. Other rumors claim that Vecna 
seeks to gather the two artifacts, which have remained out of his grasp for centuries—and 
that when he gathers them, he will become unstoppably powerful. Still other stories tell 
of a Vecna who doesn't care about the lost artifacts, that he is equally powerful with or 
without them—or that perhaps he doesn't truly exist, and that the story of Vecna is a 
convenient cover to describe the origin of these strange mummified items.

Whatever the case, it's clear that the two artifacts, the Eye and Hand, are 
powerfully linked. Mortals who possess even one of them become unspeakably powerful, 
and often end up ruling over entire kingdoms or dark cults by their power alone. Mortals 
who possess both are nearly as deific as Vecna himself as the abilities (and dangers) of 
both artifacts increase. The artifacts additionally seem to resonate with one another: when 
one finds the Hand or Eye, no matter how well concealed the other artifact is the user 
seems destined to find the other (though whether they can acquire it from its current 
owner is another matter). 

The heroes on the side of good often have trouble with the two artifacts: not only 
are they completely indestructible, but they have the ability to corrupt those in possession 
of them. Many paladins have fallen to Vecna-worshipping blackguards while on a 
mission to hide the artifacts, and though a mighty king might agree to guard the Hand in 

his keep against an invading force, 
it's usually not very long before the 
Hand goes missing and that king is 
seen wearing a glove to conceal his 
left hand.

But for every hero who has been 
brought to his knees by the might of 
the artifacts, there is a hero has 
risen above temptation. The Eye and 
Hand can and have been used to 
defeat armies of darkness, save 
kingdoms, and keep humanity safe 
from obliteration. The heroes who 
accomplish these ends with the evil 
artifacts are legendary for their 
strong wills, which last just long 
enough for the heroes to lock 
themselves in a tomb so that the 
artifacts may remain hidden along 
with the hero's rotting remains.



Eye of Vecna Paragon Artifact
This shriveled red pebble of an eye is icy cold to the touch. It resonates with dark energy.
Wondrous Item
Property: You gain darkvision and can see invisible creatures.
Property: If you are lawful good, good, or unaligned, you must succeed on a DC 15 Charisma 

check once per week to avoid becoming evil.
Property: You take a -2 penalty to Charisma checks and Charisma-based skill checks.
Property: No benefits or penalties are granted by the Eye unless the eye is placed into an empty 

socket of the character's skull. If later removed, the character dies.
Power (Encounter ♦ Charm): Standard Action. Make an attack: Ranged sight; Charisma vs. Will; 

on a hit, the target is dominated until the end of your next turn.
Power (Encounter): Standard Action. Make an attack: Ranged sight; Charisma vs. Will; on a hit, 

the target takes a -2 penalty to all rolls until the end of their next extended rest.
Power (Daily): Standard Action. As the ritual Hallowed Temple (DP 157), but no components are 

required and undead can cross the threshold.
Power (Daily ♦ Necrotic): Standard Action. Make an attack: Ranged sight; Charisma vs. Fortitude; 

on a hit, the target takes 15 ongoing necrotic damage (save ends); on a miss, the target takes 
half damage. If the ongoing damage reduces the target to less than 20 hit points, the target dies.

Hand of Vecna Heroic Artifact
This blackened, charred mummified left hand with long claw-like fingers is icy cold to the touch.
The Hand of Vecna is effectively a +2 frost spiked gauntlet.
Enhancement: Attack rolls and damage rolls
Critical: +2d6 cold damage
Property: If you are lawful good, good, or unaligned, you must succeed on a DC 15 Charisma 

check once per week to avoid becoming evil.
Property: You take a -2 penalty to Dexterity checks and Dexterity-based skill checks.
Property: No benefits or penalties are granted by the Eye unless the eye is placed on the end of a 

left arm whose hand has been severed. If later removed, the character dies.
Power (At-Will ♦ Cold): Free Action. All untyped damage dealt by this weapon changes to cold 

damage. Another free action returns the damage to normal.
Power (Encounter): Free Action. Use this power when you hit with the weapon. Choose an ability 

score: the target takes a -1 penalty and you gain a +1 bonus to attack rolls, damage rolls, ability 
checks and skill checks related to that ability until the end of your next extended rest.

Power (Daily): Standard Action. All allies within 5 squares of you gain a +4 bonus to defenses 
until the end of your next turn. If an enemy hits any of these allies, that enemy is weakened 
until the end of the encounter.

Power (Daily ♦ Necrotic): Standard Action. Make an attack: Ranged 10; Charisma vs. Reflex; on a 
hit, the target takes 10 ongoing necrotic damage and is dazed (save ends both); on a miss, the 
target takes half damage. If the ongoing damage reduces the target to less than 20 hit points, the 
target dies.

THE HAND AND EYE OF VECNA BENEFITS
Pieces Benefit
2 You gain a +5 bonus on attack rolls from Eye of Vecna or the Hand of Vecna 

attack powers. Your Strength and Intelligence scores increase by 1 apiece, 
but your Wisdom score decreases by 1. The items gain the following traits:

Property: If you are lawful good, good, or unaligned, you must succeed on a 
DC 22 Charisma check once per week to avoid becoming evil. This 
replaces the individual checks to avoid becoming evil for either the Eye of  
Vecna or the Hand of Vecna.

Power (Daily): Standard Action. You summon to a square within 5 squares of 
you an Angel of Secrets. This angel follows your orders, and acts just after 
you on the initiative order.



Angel of Secrets
Large immortal humanoid (angel)
HP your bloodied value
AC 13, Fortitude 15, Reflex 11, Will 15

(add your level to each defense)
Speed 8, fly 12 (hover)

Initiative equal to yours
Perception equal to yours + 2

Immune fear; Resist 15 cold, 15 fire, 15 radiant
Traits
Angelic Presence

While the angel is not bloodied, attack rolls against it take a -2 penalty.
Standard Actions
M Longsword (weapon) ♦ At-Will

Attack: Melee 2 (one creature); your level + 5 vs. AC
Hit: 1d8 + 2 + your Charisma modifier + your Intelligence modifier damage.

Level 13: 1d8 + 5 + your Charisma modifier + your Intelligence modifier damage.
Level 17: 1d8 + 7 + your Charisma modifier + your Intelligence modifier damage.

Str 23 Dex 19 Wis 18
Con 20 Int 15 Cha 25
Alignment evil Languages Supernal
Equipment longsword


