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The Janissaries are part knight, part monk, and part 
sorcerer.  With their unparalleled powers over the mind 
and blade alike it is no wonder that they would produce 
powerful and exotic weaponry best suited for their unique 
form of combat and philosophy.  Perhaps one of the most 
bizarre weapons crafted by the Janissaries warriors was a 
red crystal blade forged from purest emotional anger and 
hate known as the Malice Blade.

HISTORY
According to the sect’s historians, the Janissary known 
as Regmar Hultsson sought the ultimate physical 
manifestation of his own aggression and blood thirst in 
battle.  He reasoned that if he could isolate that rage into a 
terrible weapon his prowess in battle could only increase, 
as it would be his pure focused mind directing a weapon 
made from his own aggressive nature. 

For decades, he studied the methods of the Cavians, 
researched the lost secrets of soul knives, and even went so 
far as to study various martial arts and magical disciplines 
based upon controlling and directing raw emotion.  After 
nearly forty years of hard study and finally mastering a 
number of different disciplines, Regmar finally felt he 
was ready to separate his aggressive energies from his 
conscious mind.  He isolated himself in a remote part of 
the fortress and meditated for twenty-one days, forming 
the blade into a solid weapon of crystallized mental energy.

The results were both better and worse than he could have 
ever truly understood.  He had indeed created a weapon 
every bit as terrifying as his years of pent up rage and 
battle fury.  And it was, in fact, powerful when wielded in 
the right hands.  The tragedy was that without the fury now 
contained within the blade he was incapable of wielding 
the weapon.  Regmar retired to a pacifist’s life teaching 
new recruits how to focus and harness their mental powers 
and never again touched a weapon.  So his story ended.

Malice Blade, however, among the Janissaries, has become 
something of a legend as a weapon that unlocks and 
enhances a warrior’s natural battle fury.  The stories also 
tell a warning, as a warrior who takes up the blade runs the 
risk of losing control and entering an unstoppable battle 
frenzy devoid of honor and chivalry.  

The weapon has been wielded successfully only by a small 
number of notable Janissaries including Rygar Telagson, 
Harumi Takamashi, and the most recent wielder, Thelan 

Malakash.  In the hands 
of these three Janissaries 
Malice Blade has tasted the 
blood of demons, undead, 
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villains, and monsters of indescribable horror.  While 
much of the credit has gone to these worthy wielders, 
it is without a doubt that their success might not have 
been possible without the additional fury provided by the 
Malice Blade.

However a recent observation has Thelan Malakash 
concerned about the viability of the sword as a usable 
weapon in the future and he has been hesitant to draw it 
as a result.  Originally the blade was a cloudy color not 
dissimilar to amethyst  Over time, he has noticed that 
with each wielder the blade darkens and grows redder.  In 
his hands the red has deepened into a dark crimson.  He 
has also noted that nearly all the wielders of the weapon 
retired early, becoming pacifists not unlike the blades 
creator.  He fears that the weapon actually drains and 
stores the aggressive feelings of the wielder, and worse, 
actually drains the anger and aggression out of those it 

strikes.  Considering that 
the weapon unleashes 
this anger in the midst 
of combat, he fears that 3.5 SYSTEM COMPATIBLE
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world of Exodus
N e o e x o d u s  C h r o n i c l e s :

THE WORLD OF EXODUS NEEDS HEROES...

Aura strong psychokinesis; ML 15th;  
Slot None; Price; 54,670 gp   Weight 15 lbs

DESCRIPTION
This +3 psychokinetic collision crystal falchion emits 
a glow resembling a torch whenever it is used in 
combat, or it is held by an agitated or angered 
wielder.  As a swift action, the wielder can use the 
blade to enter a bloodthirsty rage as per the rage 
spell (CL 15th), granting instead a +4 morale bonus 
on Strength and Constitution. The wielder must 
succeed in a DC 17 Will save to willingly drop out 
of the rage.  Failure to do so forces the wielder to 
seek combat wherever it might be found and throw 
himself recklessly into battle without mercy until 
there are no enemies available to attack.  In either 
case, when the rage ends the wielder is fatigued.

CONSTRUCTION
Requirements Craft Magic Arms and Armor, 
concussive blast, matter manipulation, creator must 
be able to enter a rage like the barbarian ability at 
least once a day; Cost 27,335 gp

given enough time the weapon will simply become 
uncontrollable in anyone’s hands.  He has yet to find a 
suitable solution to this problem.  For now, he prefers a 
weapon forged from his own mental energy as opposed 
to the Malice Blade, and only draws it in circumstances 
where he feels he has no other alternative.

DESCRIPTION AND CONSTRUCTION
The Malice Blade appears to be a falchion crafted out of 
a single piece of deep red crystal.  It glows malevolently 
whenever its wielder feels angry or is in the midst of battle.
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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.Offer 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. 

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 
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Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
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