Anyone can kill with a blade made of steel, and legions
of swordsmen have made names for themselves with
such weapons; only some are skilled enough to
kill with a wooden sword. One warrior and his
descendants are legendary for killing legions of
warriors and mighty creatures armed with only a
wooden blade: Yushi Abo and his clan. This mighty
warrior and master swordsman was already a
hero of renown before claiming a blade that was
both reward and punishment: the sword known as
Grasscutter.

HISTORY:

There was once a warrior from the island of
Xao, in the Casian Sea off the coast of Gavea,
known as Yushi Abo. Yushi was renowned for
his amazing swordsmanship, formidable fishing
skills, and his passionate love of drinking. In
207 BU, as reckoned by the inhabitants of the
Exodus mainland, Yushi and his best friend, Acrux
Sael—druid and Imperial gardener—were caught
during one of Yushi’s alcohol-fueled fishing trips
in a wild storm on the Casian Sea. The stormed
raged for hours, swamping and smashing the
little fishing boat. After the storm passed, the two
friends drifted at sea, clinging to the wreckage for
three days. They were attacked by a passing shark,
which managed to take one of Acrux’s legs off at
the knee before they drove it away. Exhausted and
suffering from thirst and hunger, the two managed
to wash ashore on an unfamiliar island. Yushi
dragged Acrux ashore and tended to him. Yushi built
a temporary shelter and brought water from a nearby
stream that emptied into the sea. Once they had both
quenched their thirst, Yushi left his friend to rest in
the shade of their shelter. He found a strong piece
of hardwood for a weapon and went inland to the
jungle for food. While exploring, Yushi came across

the nest of a megalania, which held three young. There
were easier prey to be had in the jungle and no doubt

plenty of forage as well, but Yushi was a warrior and a
prideful one at that. Despite fatigue and exposure, he
went after the young reptiles, determined to bring back
a feast. Though each was the size of a large dog, Yushi
easily dispatched them. He gathered them by their tails

and began dragging them back to camp. While making
his return trek, a deep, rumbling roar echoed through

the jungle. Yushi realized

missing young. Yushi hurried back to the camp
and informed Acrux of their dire situation. Yushi
prepared for the arrival of the great reptile by
carving his piece of wood into a makeshift sword.
Acrux cast an ironwood spell on the wooden sword
to give them a fighting—if desperate—chance to
survive the vengeful mother, and used what few spells
he had remaining to bolster them for the battle ahead.

The mother megalania, trailing Yushi by the scent of
her dead young, burst from the jungle. She was a true
monster of her kind, 24 feet in length and weighing
over a ton. She tore across the sand and fell upon
the two shipwrecked men in a frenzy. After a short
but terrible battle, they managed to drive the great
reptile back into the jungle. Both men knew they had
been lucky to drive the beast off and would likely not
survive a second encounter. Escape from the island
was their only chance.

After nearly a week of evading the megalania and
scrounging materials together, Acrux and Yushi built
a raft that they hoped would withstand the open sea
and deliver them back to Xao. Acrux helped as best
he could, using his magic to bind the wood and help
preserve their supplies. They loaded the raft with
as much dried meat, fruit, and water as they could
manage, and then prepared to leave.

As the two struggled to get the raft into the open
water, the mother megalania found them once more.
Acrux, unable to flee over the sands with only one leg,
told Yushi to get the raft into the water and prepare
himself to fend off the beast. Yushi assured his friend
that he would return as soon as their raft was afloat.
Struggling and straining, he managed to move
the raft into deeper water. He rushed back to his
friend, but he was too late. The megalania was too
powerful—Acrux had sacrificed himself. Tearfully,
Yushi waded out to the raft and clambered aboard,
watching the beast devour the remnants of his best
friend as he paddled away.

Days later, Yushi was spotted by the crew of a large
fishing boat, who rescued him and returned him to
Xao. Still grieving for his lost friend and ashamed
for the part his overweening pride played in
Acrux’s death, he used his remaining wealth to
turn his wooden blade into a serviceable weapon
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mastering the wooden sword he called Grasscutter. As
atonement for his part in the druid’s death, he swore to
never use another weapon again. He went on to become
an even more acclaimed warrior, both his and his blade’s
fame growing as the years passed. It is said that the spirit
of Acrux Sael appeared to Yushi Abo at his deathbed,
forgiving him and promising to watch over his descendants.
The spirit then touched the blade and disappeared. The
great warrior sighed his last breath a moment later. After
his death, Grasscutter was passed down to the descendants
of Yushi Abo, each wielder becoming a great fighter in
their own right, extending the legend of the family and
its ancestral blade through many battles and adventures
throughout the world of Exodus.

Grasscutter is a wooden sword with a single-edged,
slightly curved blade similar to that of a katana. It is carved
from a single piece of teak, the centuries darkening the
wood to nearly black: the blood of many fallen enemies
has left a rusty stain soaked into the grain. The handle is
wrapped in a simple leather grip. Grasscutter is 3 ' feet in
length and weighs 4 pounds.

Aura moderate transmutation; CL 12th
Slot none; Price 120,000 gp; Weight 4 Ibs.

Alignment NG

Senses 60 ft., sight and hearing

Int 10, Wis 14, Cha 13, Ego 18

Communication empathy

Power Grasscutter can use magic aura on itself at
will

Special Purpose Defend the bloodline of Yushi
Abo

Dedicated Power Manifest Acrux Sael’s spirit (This
functions in all ways like a Summoner’s eidolon,
except that the spirit’s stats are as shown below.
Summoning takes a full round action. If slain, the
spirit cannot be summoned again for 24 hours.
While the spirit is manifested, Grasscutter loses its
intelligence and any other properties associated
with it until the spirit is dismissed or slain.)

DESCRIPTION

In most hands, Grasscutter functions as a +1 club.
If wielded by a fighter, its full powers can be
unleashed, and it functions as an intelligent +2
impervious keen longsword of speed. The sword
carries a fairly powerful curse as well. Once it
has been wielded in combat, the wielder feels
compelled to wield no other melee weapons in
battle other than Grasscutter. The wielder’s ability
to use ranged weapons remains unaffected. A
successful remove curse spell (DC 20) allows the
wielder to discard the wooden blade, but the curse
will reassert itself should Grasscutter be used in
combat again. If wielded by one of Yushi Abo's
descendants or one dedicated to the protection of
a descendant, its special power can be called upon:
a manifestation of Acrux Sael that functions like a
summoner’s eidolon.

Requirements Craft Magic Arms and Armor,
fabricate, haste, keen edge, make whole, planar
binding; Cost 60,000 gp




ATRUX SAEL, GUARDIAN SPIRIT

NG Medium outsider
Init +2; Senses darkvision 60 ft.; Perception +14

AC 21, touch 13, flat-footed 18 (+1 dodge, +2 Dex,
+8 natural)

hp 68 (9d10+18)

Fort +9, Ref +5, Will +8

Defensive Abilities evasion; DR 5/evil; SR 23

Spd 30 ft.
Melee slam +13/+8 (1d8+6 plus push)
Special Attacks frightful presence (Will DC 16)

Str 18, Dex 14, Con 12, Int 10, Wis 14, Cha 13

Base Atk +8; CMB +12; CMD 24

Feats Dodge, Great Fortitude, Improved Initiative,
Toughness, Weapon Focus (slam)

Skills Knowledge (nature) +12, Perception +14,
Profession (gardener) +14, Survival +14

Languages Celestial, Common, Druidic

SPECIAL ABILITIES

Frightful Presence (Ex): Acrux can activate this
ability as part of an attack. Opponents within 30
feet must make a Will save or become shaken for
3d6 rounds. The DC of this save is Charisma-based. If
Acrux has at least 4 more Hit Dice than an opponent,
that opponent becomes frightened instead. Foes
with more HD than Acrux are immune to this effect.

Magic Attacks (Su): Acrux’s attacks are considered
magic and good for the purpose of overcoming
damage reduction.

Push (Ex): Whenever Acrux makes a successful slam
attack, he can attempt a free combat maneuver
check. If successful, the target of the attack is pushed
5 feet directly away from Acrux. This ability only
works on creatures of sizes equal to or smaller than
him. Creatures pushed in this way do not provoke
attacks of opportunity.

Acrux Sael, the guardian spirit, appears as a tall lanky
man of late-middle years, dressed in simple garb.
His head and face are covered in salt-and-pepper
stubble, his skin brown from decades of outdoor
life, his eyes hidden by a permanent squint. He is
an earthy fellow, fond of drink and speaking in old
adages and proverbs.
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All gaming mechanics on all pages is Open Game Content as defined by the Open Gaming License.

OPEN GAIE LICE

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Derivative
Material” means copyrighted material including derivative works
and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”’Open Game Content” means the game
mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor, and
means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other
visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’s name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.
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7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing,
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All
rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors:
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase,
Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick
Lawinger, and Bill Webb; Based on original content from TSR.
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