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SWORDS AND WEAPONS 

Has your paladin dulled his sword? Has your ranger lost 
his bow? Has the ore blood pitted your axe? Now you 
can get new replacements from the Mercenaries Guild. 

Mercenaries Guild i s e ComRes Associates Compeny 
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Wll!IIllEl![i]lIUilll~ lHWIRlll 

You are now a member is good standing! All you have to do is mail a 
postcard with your name and address on it. For this you will get on our 
mailing list and will receive advance notice of all our new products. your 
name may be included in our play test group and you may receive some of 
our products free. lncourage all your friends to join. All they have to do 
is send in their names and addresses. The more the merrier and that way 
we know what products you want to see and you can help us develop them. 

Thanks, 

Charles Hubbard, Guildmaster 

'11££ '1£1U:EN.ut1.D &U\LD 
391 1-B MARCOM STREET 
RALEIGH, N.C. 27606 

WE WOULD LIKE TO GIVE A SPECIAL NOTE OF THANKS TO THE 
MEMBERS WHO PARTICIPAl 1:.0 IN MAKING THESE PRODUCTS 
AVAILABLE: 

Jeff Cooke - Head Scribe 
Randal Atk1ns - Head ore heroor 
Barry Newberry - General Foctotum 

Tom Winters - Head Limner 
Robert Tarpey - Head ore 
Mark Holman - Lesser Potentate 

and especially to Sam Adams - Head Thaumaturge 
for printing the whole thing. 

This product is coi,yrighted under national and international laws and rei,roduction is prohibited . 



HISTORY: The Maul of 0eryon was created by the Arch devil for which it was named. It was 
created by the workers of the fifth plane of hell and sent by 0eryon to the prime material plane 
to be given as inducement to a powerful new recruit. This recruit was none other than the 
famous viking fighter Red Orm of Thorvaldsland. Red Orm carried the maul and with it did many 
monsterous IEeCis until for some reason he was later converted to another religion at which time 
he discare8:I the maul. The lewful ~ sect that he joined took the maul and swore that it would 
never be seen by human eyes again. 
DESCRIPTION: The Maul resembles an axe with seven blacl3S, all side by side around the tip 
of the weapon. There is a spear he8:1 on the tip of the handle and the handle ism~ of a curious 
bl~k grained wax1. The overall length is eight feet and it functions as a pole arm and has all the 
8(Nantages of a pole arm. The maul resembles a giant ms=e and can only be used by someone who 
Is very large with exceptional strenoth. 

INTELLIGENCE: 15 EOO: 16 

PERSONALITY STRENGTH: 31 

COMMUNICATION METHOD: Speech 

ALIGNMENT: Ch~tlc evil 

PRIMARY ABILITIES: The Maul is plus five to hil and to 
damage. The maul functions as a pole arm and can be thrown If 
nec:essary. The base damage for the maul is two twelve sided 
dice. If a natural twenty is rolled then the targets soul is 
consumed by the maul and is sent directly to Geryon. If anyone 
touches the maul and they are not chaJtic evil then they must 
save versus spells or lose their soul to the maul. 

EXTRAORDINARY ABILITIES: The maul can cause all sorts 
of ci!struct1on. The wielder can cast d1slntegrate three t1mes per 
day and cast rock to mud an unlimited amount of times. The 
maul can cause wnfusion in its enemies an unlimited number of 
t imes. 

SPECIAL PURPOSE: Unknown to the wielder the special 
purpose of the moul was to let Geryon check up on the original 
recipient of the maul. Since he was a new recruit and was given 
a high station and great powers, Geryon del.; i~ that he should 
keep a close eye on what the maul exc,;tly c,;complished. 

SPECIAi PURPOSE POWERS: The maul allows Geryon to 
view what is happening in the prime material plane anytime that 
he wishes. The maul will also call to Geryon to let him know if 
anything important is happening. During melee if the maul kills 
anyone Geryon can trap his soul through the maul and draw it 
down to his plane In hell. 
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HISTORY: The Sword of the Ogre Lords was created by the ancient ruler of the ()Jres who was 
named "Csbiri". Csbiri ruled the o;ires during a time when they were not as we now know them. 
It is believed that once they were the Jew enforcers for the eloor races and through their own 
greed they became cursed by the eloor races to become the o;ires that we know tooay. 

DESCRIPTION: The sword is in the shape of a giont falchion. The proportions of the sword 
would indicate that it is a one handed sword, however , it is much to large to be used one hanred 
except by a race as large as the o;ires. The blfa! 1s sharpened on one sire with a rio;Je of 
reinforcing metal along the other side. The blade itself appears very thin , delicate, and sharp. 

INTELL18ENCE: 11 EOO: 30 

PERSONALITY STRENGTH: 41 

COMMUNICATION M[THOD: NONE 

ALIGNMENT: Chaotic Neutral 

PRIMARY ABILITIES: The sword is o +5 sword of 
sharpness and will cut through almost anything if enough force 
1s applied. The sword itself 1s totally fndestructable to any 
forces thot would breek it or chip it, however it is not 
invulnerable to magical attacks. A cold attack that is cast 
s1multaneously wtth a heat attack wm cause the sword to 
shatter(saving throw applicable). 

EXTRAORDINARY POWERS: The hilt of the sword is too 
large for any normal human, so when anyone attempts to wield 
the sword his hand will immediately grow to the size of an 
ogres. If he drops the sword immediotely his hond will slowly 
return to normal. If he continues to hold the sword not only 
will hfs hand be permanently changed but hfs entire I.JOO{ w111 
slowly start to become like an o;ire. He will lose charisma, 
intel I igence, and wisoom while he gains strength, ooxterity, anu 
constitution. The geins and loses will be proportionate and his 
features will become more like an ogre. 

,, 

SPECIAL PURPOSE: Enable the o;ire that wields the sword lo command all other ogres. The 
wieloor will become very much a bully i f this power is ever used. 

SPECIAL PURPOSE POWER: The ogre who wields this sword can "command" as the first 
level clerical spell. The only differem:e is that the power of this command lasts for several days 
and the commands can be more complex. These enhanced commends will only affect ogres, but 
can be used to affect any number of ogr8!:> ill one time. Any other creature can be commanded but 
only as the spell would normally work. The wielrer is also empowered with the ability to 
outomalietslly select the correct language in which to utter the command. The wieloor is given 
the ability to speak ()Jrish ( mainly because he has become an ogre). 



HISTORY: The Green DralJ)n Sword was created by the ruler of the country Mooimoria whose 
name was Elkus the Heoostrong. He was a mighty fighter and in one of his 00ventures he ruught a 
Green Dreg:,n single h8ndedly end won. The dreg:,n wes a coward end in order to 58Ve his life 
promised to oo anything that Elkus oosired. What Elkus oosired above all else was an intelligent 
dr~Jm sword so with much expense and magic the dra,;J)n was permanently changed into a sword. 

DESCRIPTION: The sword is a great sword by 
035Cr1ptlon and requf res two hands to use. The 
dralJ)ns heoo and neck form the pommel with the 
wings and feet for the hilt. The bl~ is a extention 
of the bcxfy and tail of the dreg:,n. The sword is 
green in color and appears to be alive. There are 
several runes on the bl~ but It fs not known 1f 
they have a function or if the are only IB::Oration. 

INTELLIGENCE: 12 EOO: 12 

PERSONALITY STRENGTH: 24 

COMMUNICATION METHOD: Empathy 

ALIGNMENT: Cha:>tic evil 

PRIMARY A61LITIES: The sword can act as a 
sword of dancing after the first round of combat. It 
appears to flat its wings and fly !Y'ound and attack 
the ememies of the wielder. When in this mooe the 
sword cannot be hit. The sword will atteck 
intellfgently and wfll work in coordination with the 
attacks of it owner. 

EXTRAORDINARY POWERS: The sword can use 
the brei.1lh weapon of the green dralJ)ns three times 
per day just as a dralJ)n can. The breath comes 
from u,~ mouth and can be at the direction of the 
wielder or by direction of the intelligence of the 
drSl;J)n if It feel threatened or if something 
threatens the wielder. 

SPECIAL PURPOSE: The sµeclal purpose of the 
sword was to be the owners gurooian. The drag:m 
was strongly comµelled to be loyal to its owner 
before its intelligmce wes used to metce the sword. 

. I 

SPECIAL PURPOSE POWER: The sword has the ability to shape change into a large green 
dralJ)n in defense of its owner. The sword stands guard while the owner is asleep and if the 
owner is wounded and unconcious. 



HISTORY: The concept of the arrows is attributed to that unsusal mage known as Arastus the 
tinkerer. His ides in creating the arrows was to make a weapon that could compete against the 
fortifications and armor of 80Y enemy. Arastus was very paranoid and was deathly afraid of 
anyone invading his castle and stealing his wealth and magical works. To inspire his men he 
tEVeloped the arrows of ann1h11at1on for them to use In the defense of his castle. 

DESCRIPTION: The arrows appear to be nothing more than a woo1en dowel about forty inches 
long and one half inch in diameter. There are several runes carved on eoch arrow and are very 
difficult to read without a magnifying glass. The runes give the magical words that have to be 
spoken to envoke the special powers before the arrow is fired. There is no point or feathers on 
the arrows. These appear ofter the runes htr(e been spoken and the special purpose is chosen. 

I NT ELL IGENCE: 0 EOO: 0 

PERSONALITY STRENGTH: 0 

COMMUNICATION METHOD: 

ALIGNMENT: None 

PRIMARY ABILITIES: The arrows can 
be fired from any type of bow or crossbow 
a::cording to which of the runes is selected. 
After selecting for the type of bow the arrow 
can become an arrt:IH of piercing and wi 11 
penetrate any type of armor known with 
eese. This means that any target is 
considered to be armor class ten minus their 
dexterity bonuses. The arrows are always 
considered to be plus three to hit and demage. 

EXTRAORDINARY POWERS: The arrows also can be seleclaJ lo be a different projectile 
than an arrow of piercing. They can also become a giant arrow that is the size of a projectile 
fired from the largest ballistee. The correct rune has to be spoken just before the arrow is 
fired and the arrow becomes larger in night. The demoge that these giant arrows oo is 
enormous. The damage oone is three twenty sicild dice plus twenty. In the giant size the arrows 
are stm considered to be plus three to hit. 

SPECIAL PURPOSE: The arrows were originally intended to be used in ci!fense so If the 
arrow Is fired In any other situation and misses then It must save versus blows at minus four or 
be destroyed. 

SPECIAL PURPOSE POWER: The arrows will return when fired in ci!fense of a castle or 
ship. The firing rate of the bow is not affected by the use of these arrows nor is the range. The 
arrow can be f1red as many times per round as the bow f1r1ng 1t has att~ks. The power to 
return can be used with either of the two powers mentioned txirlier but both the enlarging power 
and the piercing power cannot be used t~ther. 



HISTORY: The greet axe Orccleever was created by the Dwarves of eastern stonefeld for their 
hero and champion, Glami Stoneward. The axe was to be used in fighting ores and Glami was the 
most femous ore fighter in the known world at that time. The Dwarves were fearful that im 
ancient prophecy wou Id some day soon comt1 true. The prophecy said that the ores of the wor Id 
would un1te and would overthrow the Dwarves and Elves to rule the upper world in their ploces. 
There was much evidence thet the ores wttt'e in feet orgenizing and that seemed to h6Ve superior 
leooership and planning. It also appeared that unless an all out war was started against the ores 
that the prophecy would soon come true. 

DESCRIPTION: The axe appears much the same as any battle axe that a dwarf would normally 
cm-ry. This one differs only in that it is biooer and the blooes are shaped a little differently. 
There is a piercing blade or point on the tip of the axe and is very effective when used in a 
thrust. The haft 1s made of a dull grey metal and the blade 1s dull block when not being used. 
When in the presense of an ore or half ore the blade begins to glow a dull yellow and when swung 
while glowing the axe emits a loud moan that strikes terror in the hearts of the ores that hear it. 

INTELLIGENCE: 13 EOO: 14 

PERSONAL I TY STRENGTH: 27 

COMMUNICATION METHOD: Empathy 

ALIONMENT: Neutral~ 

PRIMARY ABILITIES:. The axe functions as a plus four weapon 
normally and as a plus six weapon versus ores. The axe is designed 
end weighted to be used es e two hended weapon but egeinst ores it 
seems to come to life and can be used as a one handed weapon. In 
acilition to the number of attacks that the wielder would normally 
get he elso gets one perry per round. In order to successfully porry 
an attack he must make A successful roll to hit ~inst that attack. 

EXTRAORDINARY POWERS: In the hands of a Dwarven fighter 
the axe can become a throwing axe that is very unique. When 
thrown the ex~ reduces in size and forms b looes on both ends. As it 
flys it spins faster and faster until it hits something. Then it 
automaticaly returns to the thrower. When thrown it ooes oouble 
domoge ofter treveling for twenty feet. The moximum ronge is 90'. 

SPECIAL PURPOSE: The special purpose 1s to defeat the ores plans and to destray the ores. 
Just killing the ores was consioored to be insufficient to halt the plans of conquest so the axe also 
has the purpose to foul up any and all plans that the ores may concoct. 

SPECIAL PURPOSE POWER: The axe hes the power to slay instantly any ore that it touches. 
It can enable the wielder to communicate with the ores with spoken languEq?S or by mental 
contact. If the wielder holds the axe during any conversation with an ore he will know in~lanlly 
if the ore lies or has any nefarious plans. 



HISTORY: The exact origins of the axe are unknown but it is believed to he a pratical jolce by 
the (Jx1s of choos. The axe first was recorood in the hands of the ruler of Auxiu just before the 
overthrow of his cuunlry by seventy three ores. The ores took the axe with them when they left 
and they all died when the bri(iJe they were crossing collapsed suajenly. The next time lhe axe 
was seen was when the hordes from Northumb1a tr1ed to conQuer the lands to the south or the1r 
mountains and were swallowed up by a sucxien eerthquake. Every attempt to destroy the axe has 
met with failure and it still turns up from time to time. 

DESCRIPTION: The axe is like no other ever seen 
before and has the most unusual b laE of any axe 
known. The bin ore rounood and wraps uound to 
the handle in a pecular manner. The size is 
approximately the same as a normal battle axe. 
There are runes carved all over it in a totally renoom 
manner as if they were graffitti. 

INTELLIGENCE: The axe is not believed to be 
intelligent but it is not known for sure because of the 
weird things that happen around it. 

EOO: None 

PERSONALITY STR~N61H: Either 3 or 54 

COMMUNlr.ATION METHODS: By pratical jokes 

ALIGNM[NT: Chaotic Chaotic 

PRIMARY ABILITIES: The axe can cause any 
number of ranoom events that oo the most damage to 
whatever the most people are ooing at that time. 

EXTRAORDINARY POWERS: The extraordinary 
powers are to make men cry and women curse. 

SPECIAL PURPOSE: To cause choos where ever 
and when ever it can. The axe has given rise to a new 
rationale about the universe. It is called the theory 
of murfi. 

SPECIAL PURPOSE POWERS: The axe has the ability to hioo itself and it will blend in wilh 
any normal weapons that surround it. Also it is completely immune to anything that could 
destroy it. It has the unique ability to turn up at the most inconvenienl limes and to cause the 
most damage possible. Anyone who touches the axe will be chan9:)d in some manner. For example 
their sex will chan<Jl, or their alignment or their class to a ranoomly ootermined one. Or any 
other nasty thing that the dungeon master can revise. What's more these changes are permanent 
short of intervention by a major diety. 



HISTORY: The Dra,>n slayer was first created by a little known blacksmith in the lands of 
Turis. The blocksmiths' name is unknown as he was an ordinary man and the only thing he 
created of greatness was not known for its greatness during his lifetime. A savage wyvern 
terrorized the lands of Turis and the call went out for someone to create a weapon to combat this 
monster. The blocl<smlth Im found a large chunk of metal that he could not ldent1fy. The metal 
was at the bottom of a large crater and was almost pure when he found it. He decided to make a 
weapon to combat the monster with this metal. After several attempts he finally poured a batch 
of metal that was lilce no other that he hoo seen. When he worked the metal he noticed that it 
became very hard and springy when he heated and cooled it. He fashioned the metal into a large 
two sided blooe that resembled a giant arrow hes:! except that it was much more tapered. 

DESCRIPTION: The Dra,>n Slayer resembles a large sµ~r or pole 
arm w1th the blooe resembling the blooe of an arrow. The bl~ 1s long 
and narrow and is sharpened on both sides. The length of the pole is 
eight feet. The weapon seems to be unwielcty when looked at but that 
Impression dissapears when the weapon 1s picked up and handled. The 
weapon 1s much lighter and better balanced than it appears. The eaJ8S 
of the bl~ seem to be very sharp and the metal parts gleam with a 
redish glow. 

INTELLl0ENCE: 13 EOO: 14 

PERSONALITY STREN0TH: 27 

COMMUNICATION METHOD: Telepathy 

ALIGNMENT: Lowful neutral 

PRIMARY ABILITIES: The Dr8(J,)nslayer funct1ons as a pole arm 
that is plus four to hit and demage. The bese demage is the seme as that 
of a halberd. The Dra,;J>nslayer can be swung like a sword or axe and 
can be thrust as a spear or lance. A powerful maJiC in th~ w~on 
allows it to be thrown the same distances as a short bow can fire an 
arrow. After impoct the weapon will return to the wieloor to be thrown 
~in or used as a melee weapon. The blooe is a bl8de of sharpness and 
will cut through almost anything. 

EXTRAORDINARY ABILITIES: The weapon con be extended to the length of fifty feet and used 
as a cl imbing pole. At this length the blooe is still effective and will still function as a weapon. 
The blooe can be mooe to extend to this length su'"3nly from tts or iginal length. 

SPECIAL PURPOSE: The obvious purpose of this weapon is to destray dr~ns. This means 
all dr8l)lns regerdless of their alignment. 

SPECIAL PURPOSE POWER: The weapon allows the wielder to communicate telepathically 
with any dra,;J>n or dra,;J>n like creature and determine its true nature, aliynment, and 
intentions. Of course any hit by this weapon on such a creature is instant death. 



HISTORY: The Sword of Krelthman was created by th8 family of Krelthman who lived on the 
· Isle of Krelthman in the Thani~th Archapeli~. They were all mt,Jic users for several 
generations and they fell the need for a mogic users weapon. They knew th~t they would never be 
ab le to use a regular sword and that magic users can use a dfqJer so they decided to make u dfqJer 
sword. 
DESCRIPTION: The sword appears to be a 
normal ~r In all respects. It ~ not 
r~iate magic and the spell identify will not 
work on it. It is about eight inches long with a 
normal hilt and blade. 

INTELLIGENCE: None EOO: None 

PERSONALITY STRENGTH: None 

COMMUNICATIONS METHODS: None 

ALIGNMENT: Neutral 0cm 

PRIMARY ABILITIES: It funct1ons ~ u +5 
Deooer to hit and to demege. It cen become a 
blade up to six feet long that is completely 
weightless and lner li<:!lless and reciutres no 
strength to use. The bin acts like a blade of 
sharpness and will cut almost anything. This 
is ca:omplished by the use of a limited 
disintegrate spell. The blade ~n·t actually 
exist, it is just the field of the disintegration 
spell. The weapon is + 5 to hit even with the 
spell on and the spell can be on whenever the 
carrier desires. 

EXTRAORDINARY POWERS: The sword can 
be called from anywhere and will come 
instantly by teleportation even through planes 
and walls of force or any other barrier. The 
sword cannot be prevented from being called 
and responding to the call except by placing it 
within a leoo l1ned box. The leoo stops all 
magical and psionic activity. 

SPECIAL PURPOSE: The special purpose is to tempt anyone evil into picking up the sword. 
The sword then uses its special purpose power to attempt to destroy th8 ijy i l. 

SPECIAL PURPOSE POWER: If anyone or enything evil touches the sword, a r r:1y of 
disintegration shoots out in their direction from the sword. The sword alwr:1ys hits and there is 
no saving throw although magic resistance Is permitted. 



HISTORY: The sword Blue Flame is tile famous sword of the Overlord, Alex Darkwolf. He 
discovered it on one of his earlier adventures before he became Overlord. The sword wes among 
other normel tr~ur~ thet wes recovered from a group of ruthless piretes. The m~ical powers 
of the sword were not readily apparent. The creator of the sword and its history is not known. 

DESCRIPTION: The sword on first inspection appeors to be o normal short sword. It hes o 
plain unaoorned hilt that is leather wrapped. The blooe is thirty inches long end appears to be 
normal metal. 

INTELLIGENCE: 16 EGO: 15 

PERSONALITY STRENGTH: 31 

COMMUNICATION METHOD: Speech 

ALIGNMENT: Lawful g:XX1 

PRIMARY POWERS: The sword .can 
change its blooe to become any type of 
sword known to the wielder. In all its 
forms the sword str1k.es es a +5 weapon 
to hit ond demoge. The sword can alwi,ys 
be used in one hand even if the b looe 
chosen Is two handed. 

EXTRAORDINARY POWERS: The sword can detect enemies and unfriendly intentions and 
will warn the wielder immedietely. 

SPECIAL PURPOSE: The special purpose of the sword Is to enforce law uru.1 oroor on the 
world. It ~mplishes this by dominating its wielder and forcing him to seek to rule the world. 
It will use its special powers to enable the wielder to oominate and rule and to enforce order 
aoove choos. 

SPECIAL PURPOSE POWERS: Dominates the wielder at twice the power of the personality 
strength. The sword will force the wielder to destroy anyone who stands in lh~ way of political 
oomination. Destroy in this sense may mean to just destroy them politically so they cannot 
challenge its wielder in the political arena. 

OTHER FEATURES: The sword can be changed into just a hilt with no bl~. This aids in 
concealing the sword. The blooe chosen can be called and wtll appear in a fraction of a second. 
It will also disappear in e fraction of a second or can be changed to another bladB in the same 
amount of hme. 



HISTORY: The Shields of Agrioorn were first created in the country of Agrioorn for their top 
fighters known as the Knights of Agrioorn. These men wanted a bock up weapon that they could 
use in combat if their main weepon broke. They also wanted a bc,;kup missile weepon. 

DESCRIPTION: The shield appears to be a normal round shield with a spike 1n the center. 
The heraldry on the shield is alweys a large bird of prey. The ed;les of the shield appear to be 
honed to an amazing sharpness. 

INTELLIGENCE: 12 EOO: 11 

PERSONAL I TY STREN0TH: 23 

COMMUNICATION METHOD: None 

ALIGNMENT: Lawful~ 

PRf MARY POWERS: The shield ~ts as 
an intelligent barrier to protect the 
wielrer from att~k and aid in his oofense. 
The shield has the power to interpose itself 
1n front of any blow aimed at its w1elder 
with a maximum of three blows per round. 
This has the effect of aiding the carriers 
armor class by one In adj1t1on to the 
magical bonuses. E~h shield has a 
different bonus. 

EXTRAORDINARY POWCRS: The 
shield has the power to oct as a weapon in 
two WfJo./S. The 80J8 of the shield is 
consioored to be the equivelent to a sword 
of sharpness and can be used to attock with. 
The weiloor can swing the shield or he can 
throw it like a disk. The shields magical 
bonuses to protect are also the bonuses tu 
hit. The shield also returns from where 
ever it was thrown and can inflict dam~ 
coming bc,;k es well es (})ing. 

SPECIAL PURPOSE: The shields want to ~reut chtm and promote law and oroor, therefore 
they will not work for any other alignment except as a normal shield. If the wieloor is cha:Jtic 
evil then there is a forty percent chance every turn he carries the shield that he will receive 
1-6 points of damage from an iD:irentol cut from the edJe. 

SPECIAL PURPOSE POWERS: The center spike can be fired by tile wielrer at a range 
equivelent to a light crossbow and ooes the some damage unless the torget is ch~tic evil. In that . 
case the spike octs as an arrow of slaying and will kill the target. 



HISTORY: The Explcxling Slingballs were first discovered in the Shrine of Takata. The 
adventurers that were exploring there discovered the balls in an alchemist laboratory. They 
could not find the notes on how hem~ the bolls but they did find the instructions on how to use 
them. They brought b~k all the notebooks and records of that long !i!oo alchemist so that maybe 
someone could duplicate his work. 

DESCRIPTION: The balls are about two inches in diameter and are shaped a little like a 
raspberry. They are grey 1n color and feel maleable as 1f they were clay. They are much 
heavier than they appear to be from their looks. 

I NTELLIOENCE: NONE EOO: NONE 

PERSONALITY STRENGTH: NONE 

COMMUNICATION METHOD: NONE 

ALIGNMENT: NONE 

PRIMARY POWERS: The slingballs will explooe violently 
upon imp~t if the proper magical words were spoken before 
they were thrown. They can be thrown by hand or they can be 
thrown by a sling, either wety they will explooe. It is not the 
imp~t the causes them to exp looe but the magic words that 
release the magic stored 1n them. The imp~t of the balls ~ 
from one to six points of damage. The explosion will oo five 
twenty sided dice of damage. Of course when the balls expllXi! 
they are not reu~b le. 

EXTRAORDINARY POWERS: If the slingballs are blessed 
by a lawful~ cleric prior to use and if they are being used to 
breoch a wall then the explosive force is tripled. This would 
normally have the effect of blowing a hole completely through a 
twenty foot wall. The intent was to have a weapon that could 
destroy the walls of the fortresses of evil to allow the holy 
warriors to enter. 

SPECIAL PURPOSE: The creator of the slf ngballs hated the 
fuedal system and wanted to oo 8Wf!!f with all nobility. 
Therefore he gave the slingballs the power to compel whrever 
owns them to seek out the greooy and ev1l nob111ty and destroy 
them and their castles. This would set the people free to 
worship their new l~rs, one of which would be the owner of 
the slingballs. 

SPECIAL PURPOSE POWER: The balls have the power to 
compel their owner to seek out and destroy the nobility of the 
land, starting with the evil and greecty. 



HISTORY: The Mace of Saint Welborne was created by the townspeople of Silverthorne. The 
mace was intenCB:l to be used by the heal cleric of the area in defense of the town. The mace was 
named for a cleric who W8S loved by all the town members because he hed given his life in 
defense of the town. The mace has sin~ become enshrined in the local chapel and is not wielded 
by anyone. A legend has grown that in the t1me of need that a new cler1c w111 arise to take the 
mace and use it to def end the town. 

DESCRIPTION: The Mace appears to be a normal cler iwl mace unt11 a closer look 1s taken. 
Then it appears that the mace is to large to be u~ as a normal mace. The heoo of the mace i$ 
m~ up of eight pieces of metal welCB:l to the tip. The handle ism~ of a 1 iylll~r colored metal. 
The entire mace is colored with different sh~ of grey. The handle is too big and too long and 
the entire mace appears to be m~ for a very large man. 

INTELLIGENCE: 15 EOO: 16 

PERSONALITY STRENGTH: 31 

COMMUNICATION METHOD: Telepathy 

ALIGNMENT: Lawful~ 

PRIMARY ABILITIES: The mace functions as a plus six weapon to 
hit and to damage. Because of its size it is considered to be a two hanCB:l 
weapon and it ~ unusual damage even for a two handed weapon. If 1t 1s 
being wielded in defense of the area then the weapon ooes triple damage 
and the base damt,Je is four six siCB:l dice. In normal combat the 
weapons bcse damage is two six sided dice. 

EXTRAORDINARY ABILITIES: The mace has the ability to oocide 
who is worthy to wield it. If a person who is not worthy to wield it trys 
to touch it or take it, the mi:w::::e will strike out on its own, firsl swatting 
at his hand and then, if he persists, it will strike at his heal. For the 
person who is worthy the me::e will not allow him to become tired or 
fatiqued in any manner. It also causes him to grow larger and stronger 
until he is the largest possible size for his ri:w::::e. It also allows that 
person to be heal~ once a week from wounds received in combat. 

SPECIAL PURPOSE: The Mact W6S designed to be a protector but it 
also has another special purpose. The mace will compel its owner to 
enga;ie in combat just to get the valuables from the enemy to oonate 
them to the town. This may be considered to be thievery by some. 

SPECIAL PURPOSE POWER: The mace will compel the wiel<Er to become more and more 
zealous about the towns welfare until it r~hes the point of becoming an obsession. If anyone 
questions his motives he will immediately fly into a rt,Je and challenge the offending party to 
mortal combat in which all the powers of the mace will fuction. 



HISTORY: The Gnomish War Hammer named "Arumoora" was m~ 
by the lesser l)'.X1 Flanool Steelskin who is the smith to the Gnomish~­
The Hammer was mtxie at the request of the greater g:x1 Gari Gl itter~ld 
who is the~ diety of the Gnomes. The forces of ancient elemental evil 
hoo taken over one of the temples of lilt! Gnomes and earl created the 
hammer to be used by a champion to rid the temple of is intruoors. 

DESCRIPTION: The hammer ls an exoct dupllcate of the hammer that 
Gari carries called "Arumdina". It is very similar to the famous 
Hammer of the Gnomish Lords in that it is a hammer on one sioo and an 
axe on the other. The hammer is weighted and balanced to be the correct 
size and weight for a Gnome. 

INTELLIGENCE: 17 EOO: 17 

PERSONALITY STRENGTH: 34 

COMMUNICATION METHODS: Speech and Telepathy 

ALIGNMENT: Chootic Goo:! 

PRIMARY POWERS: The hammer functions as a + 6 
weapon to hit and to damage and ooes oouble damage 
versus fire using or fire based creatures. The hammer 
also function as a ring of fire resistance. 

EXTRAORDINARY POWERS: When f1ght1ng choot1c 
evil the hammer gives the user four extra points of 
strength and one extra attock per round. 

SPECIAL PURPOSE: To destroy the trooition 
r1 
1 ' enemies of the Gnomes and of the Gnomish Goos. 

SPECIAL PURPOSE POWERS: When fighting an 
enemy of Gnomes the hammer al lows the user to 
function as a cleric of third level and cast the 
appropriate spells and attock simultaneously. 

-I 
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HISTORY: The legends around the sword of Cyrios are vague and contradictory. Many tell of a 
mighty warrior who once conquered the nomoos of the southern plains and I~ them on conquer 
the entire southern continent. Other legends StJy that the sword is only waiting for such e 
warrior to 1~ the· chosen people to their destiny. In any case it is known that it was once 
carrted by an unusual flohter whose name happened to be Cyrios. Some of the remarkable feats 
that he did are attributed to the swords powers. 

DESCRIPTION: The sword is a sctmitar of unusual proportions. The bl~ is longer than 
normal and the hilt is designed to be "a hand an a half". The outer portion of the curved blade is 
sharpened from point to hilt. The bock side isn't sharpened at all. The surf~ texture of the 
sword is one of meny small WfNY lines very close to;iether. The sword feels very light and 
maneuver ab le. 

INTELLIGENCE: 17 EGO: 19 

PERSONALITY STRENGTH: 36 

COMMUNICATION METHOD: Speech and Telepathy 

ALIGNMENT: Lawful~ 

PRIMARY POWERS: The swonJ is e sword of defending. The 
sword gives the w iell..l!r the ability to teleport for short 
dtstances ( 1 O feel) lo avo1d any attock. It appears to anyone 
watching that he simply jumped IJi.X:kward of sideways to avoid 
the attock. The teleportation can be used in an attock to aid in 
lengthening the distance of a thrust. It can be used to take the 
wielder inside the defenses of an opponent or even behind the 
opponent. 

EXTRAORDINARY POWERS: The sword will watch out for 
its owner and w111 teleport h1m out of danger even If he ~n·t 
see the danger himself. In all cases the wielder just seems to 
jump and not teleport. 

SPECIAL PURPOSI:.: The sword hates tyranny in any form 
and will cause the wielder to seek oul all bullies both big and 
small and destroy them utterly. 

SPECIAL PURPOSE POWER: The sword hates wealth and 
will cauoo the owner to not seek wealth and lo give awey most of 
what he gets. The sword also likes to keep on the move and 
looking for bullies so the wielder will not stay in one pl~ for 
very long. The sword will prevent the owner for ever becoming 
wealthy or famous. Obviously this sword is a perfect sword for 
a ranger or palooin. 

l 
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\-\\Sl'~'f : The origina\ \.riberd was created 'oy \he famous t>warven smith, t"li\elus Cakenhaf\, for 
the halntng nghter/thlef known as "The Jack of Diamonds· . Because of the limitations of his size and 
weight, Jack could not employ a pole arm to its maximum effectivcnc:;:. and he thought that he needed a 
similar weapon lo combal lhe larger monsters and fighters that he encountered. He didn't want a heavy 
two handed sword nor did he want lo be hampered with carrying a nonnal pole arm. Miletus was 
famous for his customized pole arms and had an idea that he had been working on for some time. 
Several Gnomes, Halflings, and Dwarves had come lo him with the same problem. His solution was 
known as the triberd because it ressembled a trident and a halberd combined . This weapon has proved 
very effective in the hands of the smaller races because it is weighted and balanced to be used by them. 

DESCRIPTION: The Triberd is similar lo most pole arms in that it is a pole with a blade on its end. 
The blade In this case Is the blade of a short sword. To give It weight and balance there are two 
forward facing prongs similar lo a trident. These prongs are nattened and sharpened on the outer edgen 
lo resemble axe blades. The shaft is made of close grained hardwood and the entire weapon is colored a 
flat black. except for the blade edges. Most triberds are about seven feel long from tip lo tip. 

INTELLIGENCE: 11 £60: 11 

PERSONALITY STREN6TH: 22 

COt1t1UNICA TION METHOD: None 

AL 16Nt1ENT: Varies but can be only a non-evil alignment. 

PRIMARY ABILITIES: When used by any of the smaller races (I.E. 
Dwarves, Gnomes, Halntngs ) It functions as a pole arm and a battle 
axe. It gels the double damage bonuses of a pole arm and can be swung 
and used as a battle axe for the damage of a battle axe. It strikes and 
damages as a +4 weapon. When used by any other race il functions only 
as a hand axe with no bonuses. If wielded by any evil creature the 
triberd functions as a -6 weapon and every turn there is a t wenty five 
percent chance that the wielder will slip and harm himself with one of 
the edges t.alting one to ten hit points of damage. 

EXTRAORDINARY POWERS: The triberd has the ability to cause 
blindness in any creature aver six feel tall. There is no saving throw or 
vagic resistance for this power is il is only temporary and lasts for only 
one to four rounds. The power can only be used if the wielder is 
attacked. The power· c:annot be used by the wielder in conjunction with 
any attack nor can it be used with any thieving attempt. The power is 
only lo allow the user lo escape, hide, or retaliate in self defense. 

SPECIAL PURPOSE: The special purpose that Miletus had in mind 
was to create a weapon that would put the smaller races on a even 
footing woth the larger races . e. 

SPECIAL PURPOSE POWERS: Because of the dislike that Milelus 
had for his size, he had the Triberds that he made enchanted to make the 
wielder seem larger than they actually were. Any of the smaller races 
that wield It In combat can seem to grow to be seven feet tall t o his 
opponent. 
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