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fighters whose origins and techniques were as varied
as the magic he had mastered, and overcame all
of them, each one adding new maneuvers to his
repertoire, and ensuring that he always had the
perfect counter or offensive strike for any situation.
This continued for many years, but knowing that
he would not live forever Kal-Dor set his final plan
into motion. He asked his friend and companion, the
arcane intelligence Sana-Dol, to ensure that their
work would be finished and to find able warriors
to wield Infinite Fury, expanding its knowledge
until, just as he mastered the arcane, it had
mastered the art of combat. Sana-Dol agreed
and arrangements were made to have the
sword sent faraway and placed into the
hands of someone worthy upon his death.

The pursuit of knowledge and magic is paramount to
the Cynean people and the Cynean wizard Kal-Dor

pursued this goal with a fervor and fire unmatched

by any of his brethren. However, when this wizard

had mastered magic to the extent that he claimed
to understand even the Kaga itself, he found his life
empty without a goal for which to strive. Using his
knowledge and understanding of the arcane arts he
crafted a device to serve as both weapon and
companion in his new quest: mastery of martial
combat.

HISTORY,

Kal-Dor was a cynean wizard who sought the
same thing that enraptured the rest of his kin:
knowledge and mastery of the arcane. He
traveled all across Exodus in search of strange
magical devices, new spells, magical theories,
and scraps of esoteric lore forgotten by time. He
sought out scholars and wizards of renown to teach
him their secrets, and even plumbed the depths of
ruins left behind by the First Ones to discover the
secrets within. As he studied, his mastery of the
arcane forces grew with astonishing speed, and

it was said his powers rivaled, if not surpassed,
that of the Sorcerer-Kings. Yet, despite having
completed his life’s goal of mastering the arcane,
Kal-Dor was unfulfilled, for now he had nothing
for which to strive. While meditating on what he
had learned, Kal-Dor determined that since he
had mastered his mind, he must now master his
body. With this new revelation he decided that if
he were to become a master of martial combat
he would need a weapon befitting such a goal.
Using the wealth of knowledge he had accrued,
Kal-Dor crafted the blade known as Infinite Fury.
This powerful sword would help in his quest with
its many magic properties: powerful abilities to
compensate for the weaknesses of his waning body
so that he could stand toe to toe with the youngest
of fighters, the ability to take the form of various
weapons, for just as magic has many schools so too
do the martial arts, and perhaps the most important
feature: an arcane intelligence he named Sana-Dol.
Sana-Dol would observe and record all of Kal-Dor’s
battles, storing the knowledge and techniques of the
myriad of fighting styles that he encountered so that
he might add them to his
own. Kal-Dor encountered

To this day no one knows who initially
received the sword but it has changed hands
dozens if not hundreds of times since. Sometimes
taken as loot by the victor of a battle, other times
found coincidentally by a new master after the
previous one grew to tired of fighting and
fulfilling the blade’s needs, and sometimes it
is lost for years waiting for a new warrior to
claim it. Regardless of how one comes upon
the blade they all find it useful, as its array
of abilities ensure than any can wield it with
case and understand the basics of many styles.
Many who have wielded it claim that it offers
insight into enemies or their fighting styles,
constantly adapting the wielder’s own to exploit
his opponent. A rare few claim to have felt the
true power of the blade; a rush of knowledge and
magic that transforms their mind and body into a
that of a peerless warrior and striking, blocking,
and countering, with a seemingly endless number
of manecuvers. To this day the blade is coveted for
its power and the struggle to possess it ensures it
never stays in the same hands for long. There are
Sasori who seek to unlock techniques that have
been lost to time while some P’Tan desire to use
the blade against the First Ones. In an almost ironic
fashion many Cynean have no interest in the blade
and consider the intelligence housed within it to be
y the only worthwhile reason to pursue ownership.
/4 But regardless of who wields the blade it is certainly
destined to change hands again and again until it
finally completes its goal.
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DESCRIRTION/AND/CONSTRUCTION

Infinite Fury is an elegant curved blade made of two
separate lengths of mirthral forged with an empty heart-
shaped space between them to balance the blade’s weight.
The mithral grip is wrapped in fine brown leather that
shows signs of wear and ends in a spiked pommel set with
a thumb-sized shining sapphire.

Aura strong Divination and Transmutation; CL 16th
Slot none; Price 171,815 gp; Weight 2 Ibs.

Alignment N

Senses 60 ft., darkvision and hearing

Int 16, Wis 15, Cha 10, Ego 15

Communication speech

Power Tactical Acumen 1/day

Special Purpose Defeat powerful and varied
enemies

Dedicated Power Transformation at will

DESCRIPTION

Infinite Fury is a +2 defending transformative mithral
longsword that grants its wielder proficiency with
whatever form it takes. Sana-Dol’s constant pursuit
of battle has given it a wealth of information that
it imparts on its wielder giving them a + insight 2
bonus on all knowledge checks made to identify a
creature. As a full round action a wielder can focus
on the knowledge within the blade to gain insight
on an enemy within 60ft. This grants the wielder a
+10 insight bonus on all checks made to identify
that creature and gives the weapon the bane
special property of the appropriate creature type
or subtype.

Requirments Craft Magic Arms and Armor, Major
Creation, Summon Monster |, Transformation, Tactical
Acumen, True Strike; Cost 85,908 gp
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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.

Treasures of NeoExodus: Infinite Fury Copyright 2013, Louis Porter Jr.
Design, Inc.



