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Derek cursed to himself mentally as he ran
heedlessly through the forest, bushes and
brambles whipping at his arms and legs,
branches seemingly lunging out at his face. nus
was not how things were supposed to !urn out. If
he'd known it was going to end like this he
would h;we...hewould have...he didn't know
what he would~ done, bot it would~
been different.

He could hear the pounding of hoof IxoalS
behind him now, and he knew that they were
closing in. One of them gave a wild shout as be
spurred his horse forward, and Derek redoubl«l
his efforts, running now as fast as his body roukI
physically canyhim through the undergrowth.
He mould neo.'er have tried [ostand up to the
baron. He~ it Mel been a stupid klea when
he'd done it,.md now the baron's men were
going to hunt him down like a "'i1d dog.

His pur5lIers "''ere two trained knights.,
their black armor gleaming in what little light
6ltered down to the forest floor. The sv.'Ords they
"'~ at their hips "'we razor-sharp, and made of
the 6nesr iron. Byronrrast, Derek was wearing a
sack-dorh nmic and trousen,.md, ifbe was
lucky, might beable to ann himself ....ith a
suitable sridc or fallen branch.lftheycaught
him, hewouldn't stand a chance: they'd probably
cut him down then and there, or, ifhewasn't
lucky, rhey'd take him back to me baron's tortur\"

"""'......
Suddenly, Derek WelS pul1«1 from his visions

of his own grisly demise as he planted his fOOl
into ground tbat simply gave way before him,
crumbling to dust and causing him to plummet
down a short slwft, Idnding with a jarring thud
onto old .md dusty tL-tgstones twenty feet below.

Pulling his injured body up as quickly as he
WilS able, he quickly surveyed his new
surroundings, he was in some kind ofancient,
underground stmcture, made of stone. It hadn't
been used in ages. and it looked like thewalls
were lined with small cubbies, each of which
held piles of bones. Ofcourse. He had fallen into
the catacombs. Miles of underground tunnels
and crypts crisscrossed these parts, only a few

feet under the ground.

Up above, he heard the sound of horses
coming to a stop, his pursuers dismounting. He
quickly pushed himself up against the wall.
hoping against hope he ....'(mld be able to avoid
detection. After a few moments, he heard voices
from above:

"No sign of him.-

"He probablydied in me fall We might as
__II head back..

"Looks like it opens up into the catacombs.
He might haw made it. The baron won't like it if
hegets ......"il.y..

8All right, all right. I think there's an
~trancea shan ride to the west. We can go in
there and try to find him..

Sewra.I. tense momenlS Iatet', the knights
were gone, and Derek was a10~ "gain. He only
bad limited time: best to nee. With a whole
maze ofcatacombs to go through, he could be
miles off before they t"VeIl. got on the right trilCk,
ifhe pliI)'t'd his cards right. There were two exits
to the room. He pickrd meo~ he thought .....as
the closest to due east, and ran for it.

He didn't make it far, £illing flat on his face
on the second step, searing pain coursing
through his ankle. It was twisted, or worse: he
....ullidn't be going far. He'd need to come up with
a new plan.

From this new angle, closer to the floor, his
'1'l'was drawn toa gleam that was reneering off
something metal. in one of the cubbies. Or...was
it glov.ing? It was hard to tell. He hobbled over
to it, curiosity m'l'rcoming his fear as he tried to
think of some Wily out of his situation. He
reached into the cubby, gently pushing aside a
few bones, and retrieved the object.

It was a sword. Somehow, despite untold
ages wasting away in this dank tomb, it was still
razor-sharp, and gleamed brilliantly in the few
stray ribbons of light that made it this far down.
Its handle was made ofplatinum, and calved in



in the shape of a dragon: the cross-guard
fonning the dragon's wings, the handle a long
neck, and a head, mouth open in a furious roar,
at one end.

Therewas more to the sword than its
appearance, though, and it practically hununed
as soon as Derek touched it, magical energies
wrapping around it. Derek was no wizard, and
he didn't know much about magic, but he could
tell an enchanted blade when he saw one, and
this seemed to bear a pretty strong
enchantment. He could feel its eagerness in his
hands, and as he mindlessly gave the sword a
couple of experimental swings, he thought that
it almost seemed as though the sword was
moving itself, and his anIlS were simply going
along for the ride.

He forced himself to stop thinking about
the sword. He had to focus: even if it was a nice
w,ord-and it was very nice-there was no way
he could fight rn"O trained and heavily annored
knights on the best ofdays, and certainly not
with a broken ankle. He had to find a way out of
here.

After a briefand ill-fated attempt to climb
the wall back up to where he'd fallen, he
eventually decided to try and hobble down the
passage, hoping against hope that his pursuers
would get lost and give up. He decided to take
the sword with him-if nothing else, he could
probably sell it, ifhe survived.

He had only been stumbling down the long,
winding passage forabout ten minutes before he
heard the sounds of rn."O heavily-armored figures
behind him, moving steadily closer. He froze. If
he tried to run now, they'd almost certainly hear
him, and with his ankle the way it was, they'd
overtake him in no time. Better to just wait here,
and hope that they didn't find him. There had
been a fork in the path not far back, they
probably hadn't passed it yet. They might still go
the wrong way...

To his horror, Derekwatched as his fingers
uncurled from the sword, and, despite the
urgent signals from his brain to his hand to

clench it tightly, he let it go, and it dropped to
the stone floor with a clang. He heard the
knights coming down the corridor. there was no
way they'd missed that. They would be here any
second.

Frantically, Derek snatched up the sword,
still mentally cursing in frustration. He shifted
into his best guess at a good swordsman's stance,
and waited for the knights to appear. Maybe...
maybe he could scare them off? Even hedidn't
believe it.

The knights rounded a comer in the
passageway, and before Derek knewwhat was
happening he was charging forward through the
air, as though pulled by his sword ann. His ankle
felt like it was on fire, but he couldn't stop, and
he barreled into the lead knight, the sword
slicing through gleaming annor like so much
butter. The man didn't even have time to scream:
he just let out a startled gurgle, and collapsed.

The other knight let out a snarl of rage and
lifted his own blade, bringing it down in a
vicious aK at Derek's head. Derek instinctively
cringed, but his S\\o"Ord ann swept up of its own
accord, blocking the falling blade and severing it
neatly in two. The knight looked at his ruined
sword, thenat Derek, and decided that
discretion was, in fact, the better part ofvalor:
he fled.

Derek collapsed against the wall of the
catacomb, panting. He had done it. Hedidn't
know how, and he definitely didn't want todo it
again, but he'd done it. And it was all thanks to
the sword. He took a long, hard, look at it. He
saw his face reflected in the blade. It looked
older, stronger, wiser. He liked what he saw.
Maybe the S\\o"Ord wasn't so bad after all. With
something like this, he might be able to really do
some good against the baron and his tyranny.

Thus began the illustrious career of Derek
Brightblade, Hero of the Realm and Savior of the
Land of Estalia.



...fpreWQrcL

Is there any more iconic fantaSY"l-'I'apon than the magic sword? There's really no ifs, ands, or buts:
when you get right down to it, magic swords are cool. If you'~ ever wondered why, somehow, every player
whose proficiency allows seems to wind up fighting with swords, "1-'1'11, that's why. They're just...what's
expected. It's part of being a hero. Don't get me wrong, I don't have anything against axes or maces or
bows, it's just that they don't ha~ quite the same associations with them: a sword, "1-'1'11, now, that's the
weapon of a daring hero.

Ifyou'~ picked upa fewof our previous products, you're probably waiting for me to start explaining
all of the ways in which the existing rules for magical swords---or, perhaps, the existing rules for swords
in general-are problematic, and then go on at length about how this book is going to revolutionize
sv,'ordsand sol~ all those problems. Unfortunately, that's not reaI.Iythe case this time. Overall, I think
that the game handles magic"l-'I'apons fairly well, most likely because they are a ~ry important aspect of
the game.

If I have one complaint, it's really that magic weapons aren't more prevalent and easily available at
low levels. I know, I know: the game's already got tons of magic in it, and it doesn't feel magical ifyou can
find it in the ~4 for SIo" bin at every blacksmith. But, on the other hand, well, they're so cool. Magic
weapons are fun, and they make playing the game more exciting, and playing the game at low levels can
really makeyou feel, well, Iikeyou don't ha~anythingexciting going on. So, yes, maybe low-level magic
items cheapen the overall wonder of magic items, but, on the other hand, they really bring a lot of, you
know, magic to those levels.

In order to help smooth out this minor wrinkle in magic swords, we'~ included a number of
relati~lyinexpensive special abilities for weapons, including some that (gasp) break the rule that a
weapon needs at least a +I enhancement bonus in order to ha~ any other special ability. 1his frustrating
requirement keeps all the fun magical properties out of the hands of players for several extra levels, and,
let's face it: as cool as a +1 sword is, it really can't hold a candle, coolness-wise, to a fJilming SWQrd, plus or
no plus. This isn't a game balance concern (even if game balance might be the reason for the restriction);
I'm not talking about an enhancement bonus not being as good aSld6 damage, I'm talking about how fun
and exciting it is. Mditionally, those ofyou looking to really customize your weapons at early levels will
be excited by our mundane weapon enhancements, which allow players to really have fun and exciting
weapons at even really low levels.

The bulk of this book, though, is specific swords. We'~ been criticized in previous books like this
for not including enough "fluff" or flavor infonnation, and focusing too much on the mech.mics. This
opened my eyes to the filct that, deep down, I feel the same way about all the specific weapons in the core
rulebook. So, "1-'1' decided to include some specific weapons with cool physical descriptions and back­
grounds. In addition to fun fluff, these weapons are designed to be really fun mechanically, and still be
cost effective, so players weren't penalized for using them (another concern with many of the existing
specific weapons).

But rilther than have me tell you about them, why not check out the rest of the book? I think you'll
enjoy it.

-flCe.:t CJ?iggs, J{eaaof®esign



.Introduction

This book is divided into four sections. The
first three sections provide various different
enhancements that can be added to weapons,
with a special emphasis on enhancements that
can be applied to swords. Theseare divided by
the type ofenhancements they C(M'r. The first
section covers several new special materials that
weapons can be made of. The next section covers
a number of mundane enhancements that can
be applied toa weapon while it is being forged,
and allow for greater customizability ofweapons,
especially at a low level. The final enhancement
section provides a number of new magical
special abilities that can be applied to weapons.
The last section is devoted to specificweapons,
and provides eighteen specific swords, as well as
an extensive physical description and
background information for each of those
swords.

SpeciaLMaterials"-- _

The following special materials provide
additional options for characters interested in
forging \o\o'&lpons from unusual substances. They
follow the same general rules and guidelines as
the special materials presented in the P.athfinder
Roleplaying Came Core Rulebook, but have their
own unique mechanical effects on the game.
They are presented in alphabetical order.

Bone: W&lPOns made of bone are much
more fragile than weapons made ofsteel. They
have Ill. the hardness of other weapons of their
kind, and 1/3 the hit points (rounded up in both
cases). Theyweigh half as much as normal
weapons of their kind. Thereare some
advantages to using a bone weapon, however.
Firstly, as long as the bone weapon is enchanted,
anydamage to it can be healed by negative
energy in the same way that an undead is he.lled
by negative energy. Second, as long as the bone
weapon is enchanted, anyone with the ability to
channel negative energy can, as a swift action,
expend one daily use of his channel energy
ability to infuse the weapon with negative
energy, which causes the weapon to count

as evil for the purpose of (M'rcoming damage
reduction. This effect lasts for one hour. All
weapons made of bone must be of masterwork
quality.

Price: A w&lpon made of bone costs twice the
nonnal price, plus JOG gp to make the weapon
masterwork.

Crystallized Malice: Crystallized malice is
a kind of gem found on several of the lower
planes, said to be created by the hatred and
bitterness of those planes' inhabitants. \\/hatever
its origin, it's certainly true that crystallized
malice responds strongly to violence. It has a
reddish hue and a faint, pulsing glow. Each time
a weapon made of crystallized malice reduces a
living creature with an Intelligence score of3 or
greater to 0 or fewer hit points, the weapon gains
a single hate point. For every five hate points the
weapon possesses, it deals an extra point of
damage with each successful hit. This extra
power comes at a cost, however, as it deals an
equal amount of extra damage to its wielder&lch
time it hits (for example, an unenchallled
longsword made ofcrystal malice which had 10

hale poims would dea/ldB + 2 points ofdamage
with edch hil, bw would de.Jl2 points ofdamdge
to rhe Jongsword's wielderedch rime il hil, as
1>'1'11).

Hate points can be removed through a
special ritual that takes 2.4 hours to complete
and consumes 100 gpworth ofoils and incense
per five hate points the weapon possesses. This
ritual removes all hate points on the weapon,
and there is noway to selectively rem(M' only
some of the hate points. A weapon made of
crystallized malice must be of masterwork
quality, and \o\o'l'apons made of crystallized malice
have the same hardness and hit points as nonnal
weapons of their kind.

Price: A w&lpon made of crystallized malice
costs the nonnal price, plus ],,300 gp, which
includes the price to make the weapon
masterwork.

Gold: W&lpons made of gold are somewhat
softer and lessdUl"able than \o\o'l'apons made of



steel, and have 1/2 as many hit points and 3/4 the
hardness of normal weapons of their type
(rounded up in both cases). Gold weapons also
suffer a -I penalty to attack and damage. Making
up for this, however, in addition to any prestige
that maycome with owning a solid gold weapon,
is the fact that gold is relatively easy to enchant,
reducing the cost to enchant thewwpon to 8')%
of the nonnal cost. All weapons made of gold
must be of masterwork quality.

Price: A weapon madeof gold costs 10 times the
nonnal price (minimum 10 gp), plus 300 gp to
make the weapon masterwork.

.Mlw.dane Weapon Enhancements..

Just as weapons can be specially-forged out
of unusual materials orenchanted with powerful
magic, they can also be carefully crafted with
unusual features and improvements that modify
their use. The following mundaneweapon
enhancements aTe special modifications that can
be added to weapons as they aTe being crafted. A
weapon can have any number ofenhancements,
as long as it is capable of having each of those
enhancements, but, unless otherwise noted, all
enhancements must be included on the weapon
when it is forged, and cannot later beadded.

Table 1-1: Weapon Enhancements

Each of the following weapon
enhancements has a definite mechanical effect
on the weapon in the game, as described below:

Null Steel: This dull and lusterless metal
absorbs magic like a sponge, and cannot be
enchanted by any means, as the magic is
consumed by the weapon before the process is
even completed. Weapons made of this material
are also immune to any spell that offers spell
resistance, or that allows the\\ieapon to make a
saving throw, including potentially beneficial
spells, such as magic weapon or mending. In
addition, null steel weapons aTe able to make use
of the magic they absorb, which provides a sort
of temporary enhancement bonus. Whenever a
spell is cast on the weapon, ifits immunity
prevents the spell from having an effect, the
weapon gains a temporary enhancement bonus
equal to the spell's level. This bonus lasts for five
rounds. All weapons made of null steel must be
of masterwork quality.

Weapon Enhancement
Peace Scabbard
Peace Scabbard. False
One-Edged
Thin Build
HealY
B.1skel Hilt
Ornate
Serrated R1adl."
Light
B.1lanced

Price
+5gp
+)0 gp

+50 gp

+50 gp
+75gp
+100 sp
+100 ge
+150 gp

HSOgp

+300 Sp

Price: Weapons madeof null steel cost an
additional +8,300 gp

Stainless Steel: Weapons made of stainless
steel never rust, and aTe immune to the effects of
rusting grasp and similar spells and abilities.
Stainless steel has the same hardness and hit
points as nonnal steel.

Price: Weapons made of stainless steel cost an
additional 500 gpo

"

Balanced: Weapons with this property aTe
exceptionally well-balanced, making them easier
and faster to swing. You may make one extra
attack ofopportunity with the"''l'apon each
round. Additionally, you gain a +1 bonus to CMB
when using the weapon to disarm or trip
opponents.

Basket Hilt: Weapons with this enhancement
have an elaborate cross-guard, which actually
wraps around the wielder's hand, protecting him
somewhat from being disarmed. You gain a H

bonus to CMD versus attempts to disann the
weapon. TIlls enhancement can only beapplied
to light and one-handed weapons with a



cross-guard or hilt, such as a longsword, rapier,
or dagger.

Heavy: Weapons with this enhancement are
weighted exceptionally heavily, and are
particularly bulky. The weapon imposes a-I
penalty on attack rolls, but grants a +1 bonus on
damage rolls. Additionally, the weapon has 10

extra hit points, and grants a +1 bonus to CMD
wrsus attempts to sunder the weapon. A weapon
with the heavy enhancement cannot also haw
the light enhancement.

Light: Weapons with this enhancement are
weighted exceptionally lightly, allowing them to
be swung with ease. TIris makes the weapon
easier to wield: a two-handed weapon with this
enhancement can be wielded in one hand, and a
one-handed weapon counts asa light ",~apon
when it has this property for the purposes of
effects such as two-weapon fighting. The
weapon's reduced weight has a number of
drawbacks, however. First, the weapon has liz as
many hit points as other weapons of its kind.
Second, you suffer a -2 penalty to CMD wrsus
attempts to disann you of the weapon. Finally,
damage rolls made with the weapon suffer a-3
penalty. A weapon with the light enhancement
cannot also have the heavy enhancement.

One-Edged: Weapons with this enhancement

Sidebar: Which Weapons are Bladed?

Many of the enhancements and special
abilities included in this book can only be
applied to bladed ",~apons,which begs the
question: which weapons are bladed? For the
purposes ofthis book, in order for a weapon to
be considered "bladed," it must meet the
following criteria:

I) It must deal slashing or piercing damage,
and cannot deal bludgeoning damage.
Enhancements or special abilities that change
the type ofdamage a weapon deals, such as the
flameblade special ability, do not change
whether or not a lh-"&lpon is considered bladed.

4hC

are only bladed on one side, and are dull and flat
on the other side. Characters wielding a
one-edged weapon may haw their weapon deal
subdual damage without any penalty to attack
rolls, though they do take a -2 penaltyon
damage rolls made with the weapon when it is
used in this way. Only bladed weapons can haw
the one-edged enhancement.

Ornate: Weapons with this enhancement are
particularly well-decorated, and often have
carefully carved and ostentatious handles, which
are typically plated with precious metals and, in
some cases, even studded with gems. Their
blades are almost always carefully polished and
waxed, catching light and gleaming
magnificently when drawn. A character wielding
or wearing an ornate weapon gains a +I bonus on
Diplomacy and Intimidate checks.

Peace Scabbard: Weapons with this
enhancement come with scabbards that have
specially designed restraints which can keep the
weapon sheathed in it from being drawn.
Applying these restraints takes only a full-round
action (and is not required when sheathing the
weapon), but undoing them requires five
rounds. This upgrade is popular in areas where
restrictions are placed on carrying weapons, as
many such restrictions still allow weapons to be
carried in such scabbards as long as the locks are
engaged. Unlike most weapon enhancements, a
peace scabbard can be purchased separately

2) Theweapon must haw a blade which
takes up at least a quarter of its length. For
example, a longsword, or even a battleaxe, would
be considered bladed because they haw blades
which cover a substantial amount of their
length. A spear, which only has a small blade at
the tip, would not. Similarly, because rapiers
often haw razor edges down their length, a
rapier could be considered a bladed weapon, but
because a lance is nearly always smooth up until
the point at the end, a lance could not be.

As always, the GM has final sayon which
weapons are considered bladed, but for the most
part GMsand players should work together to

~dj~answerthat works for everyone.



+100 gp
HOOgp
+I,500 gp
+2,000 gp
+2..000 gp
...6.:.1.00 gp
+7,500 gr
"'1 bonus
+I bonus
"'1 bonus
+1 bonus
+2 bonus
+2 bonus
+:.1. bonus
+2 bonus
+2 bonus
+2 bonus
+2 bonus
+3 bonus
"'3 bonus
+3 bonus
+3 bonus
+3 bonus
+3 bonus
+3 bonus
+3 bonus
+4 bonus
+1 bonus

+" bonus+" bonus
+4 bonus
"'5 bonus
+5 bonus
+5 bonus
+5 bonus

Table I-Z: Weapon Spedal Abilities
Base Price
Modifier

Note that in these cases, the abilities are
referring to the actual enhancement bonus of
the weapon, not its effective enhancement
bonus, and so special abilities that are priced as
an enhancement bonus equivalent (such as
flaming or holy) do not count for this purpose.
The only exception to this rule is the masterful
special ability, because that ability actually
increases the weapon's enhancement bonus.

Special Ability
Glowing
Branded
Flameblade
Lightningblade
True
Dread
Finesse
Impaling
Indestructible
Opportunistic
Slicing
Blinding
Deafening
Fearful
Flame Wave
Frost W;}ve

Re;}ving
Shock Wave
Absorbing
Blood Fountain
Dueling
Omni-Ihlne
Quirk Blade
Shielding
Sundering
Twin
Crippling
Devastating
Forceblade
SuITor;}ting
Vital Striking
Absorbing. Greater
Masterful
Overwhelming
Vanishing

The following special abilities can be
applied to weapons, and follow the same general
rules and guidelines as the weapon special
abilities found in the Pathfinder Roleplaying
Game Core Rulebook.

from the weapon, and can beadded to the
weapon after its creation.

Weapon Special Abilities

Thin Build: Weapons with this enhancement are
built to be particularly thin, making them easy
to conceal on one's person. The character gains a
+4 bonus on Sleight of Hand checks made to
conceal the v..eapon beneath his clothes. Despite
their thin blades and handles, weapons with this
enhancement are just as effecti"", in combat as
other weapons, though they do have only 3/4 the
hit points ofother weapons of their kind. Only
light and one-handed bladed weapons can have
the thin build enhancement.

Peace Scabbard, False: A false peace scabbard is
designed to look like a nonnal peace scabbard,
and in some cases may even beable to restrain
the weapon from being drawn in the same way.
They also contain a special catch, however, that
aUows the weapon to be drawn at the same speed
as nonnal. TIlls upgrade is a favorite among
those who live in areas where weapons are
restricted, but have no intention of living by
those restrictions. Unlike most weapon
enhancements, a false peace scabbard can be
pun:hased separately from the weapon, and can
be added to the weapon after its creation.

Several of the weapon special abilities
included here, such as vanishing and vital
striking, refer to a weapon'senhancement bonus.

Serrated Blade: Weapons with a serrated blade
have jagged, tooth-like spikes on the edge of
their blades, causing them to cut deeper and tear
into flesh. These weapons do an additionall
damage with each successful hit. This damage
does not stack with anyenhancement bonus to
damage that the blade might possess, and
creatures that are inunune to bleed damage are
immune to this additional damage. Only bladed
weapons can have the serrated enhancement.



Absorbing

Description:

An absorbing weapon can absorb special
abilities from other magic weapons. An
absorbing \o\-~pon can only absorb special
abilities that are priced as enhancement bonus
equivalent, and can't posses more than a total of
+2 bonus of absorbed special abilities at any
given time. Absorbing special abilities takes 10

minutes, and requires that the absorbing
weapon remain in contactwith
the weapon whose special
ability is being absorbed. The
wielder may choose which
special abilities to absorb, if
more than one is available. An
absorbed special ability is
suppressed on the weapon it is
absorbed from, and the
dbsorbing weapon is treated as
though it had that special
ability, though the ability
doesn't count towards the
weapon's total enhancement
bonus for the purposes of its
price or the cost to further
enchant it. An dbsorbing
weapon's wielder maychoose
to "release~ special abilities it
has absorbed in order to
acquire new special abilities,
and in this case the special
property would no longer be
suppressed on the original weapon. Otherwise,
the effed lasts indefinitely.

Aura Moderate transmutation; CL 7th; Craft
Magic Arms and Annor; Price +3 bonus.

Absorbing, Greater

Description:

A gredlerabsorbing weapon can absorb
special abilities from other magic weapons. A
gredlerabsorbing weapon can only absorb
special abilities that are priced as enhancement
bonus equivalent, and can't posses more than a

total of +4 bonus ofabsorbed special abilities at
anygiven time. Absorbing special abilities takes
10 minutes, and requires that the greater
dbsorbingweapon remain in contact with the
weapon whose special ability is being absorbed.
The wielder may choose which special abilities
to absorb, if more than one is available. An
absorbed special ability is suppressed on the
weapon it is absorbed from, and the greater
absorbing\o\-~pon is treated as though it had
that special ability, though the ability doesn't
count towards the weapon's total enhancement

bonus for the purposes of its
price or the cost to further
enchant it. Agre;Jter
dbsorbing weapon's
wielder may choose to
"release" special abilities has
absorbed in order to acquire
new special abilities, and in
this case the special
property would no longer be
suppressed on the original
weapon. Otherwise, the
effed lasts indefinitely.

Aura Moderate
transmutation; CL 17th;
Craft Magic Anns and
Annor; Price +5 bonus.

Blessed

Description:

When a blessed weapon is unsheathed it
releases a rallying cry that imbues all allies
within 10 feet (including the wielder) with a
feeling of courageous zeal. granting them a +l

morale bonus on attack rolls and on saving
throws against fear effects that lasts for 5
minutes. This effect counters and dispels the
bdnespell. A blessed weapon must besheathed
for at least 10 minutes between uses of this
ability. A blessed weapon must be a weapon
capable of being sheathed.

Aura Moderate enchantment; CL 7th; Craft
Magic Arms and Annor, bless; Price +z bonus.



Blinding

Description:

When a blindins we<lpon is unsheathed, it
releases a blast ofbrilliamlight that blinds all
crea£UJl'S within 10 feel (other than Ihewielder)
for a number of minutes eqwl to me weapon's
enhancement bonus. A successful ReAex save
(DC u -+ the we<lpon'senhancement bonus)
negates thiseffecl. A blinding weapon must be
sheathed foral least 10 minutes between uses of
this abilily. A blinding ~~pon must bea""~pon
capable of being she<lthed.

Aura Moderale necromancy; CL 7th: Craft
Mdgic Anns and Armor, blindness/ckdfness;
Price -+1. bonus.

Blood Fountain

Description:

This sp«iaI ability alJows you to cause
dangerous amounts of blood loss to an already
b1effiing larget. Wbene\~ra blood fountdin
~~pondeals cLunage to a larget suffering from
bleffi cLunage, the bleeding worsens
dramatically, causing the target to suffer I point
of Constirulion damage ~~ry round until the
bleed. cLunage is cured. A blood founfdinwNpon
must be a slashing or piercing wNpon.

Aura Moderate necromancy; CL C)l.h; Craft
Mdgic Anns and Armor, bleed; Ptice -+3 bonus.

Branded

Description:

A br,Jnded~apon bears a magic glyph
indicating a bond between it and its owner.
When wielded by allytllle olher than the owner,
all of its magical special abililies, including its
enhancement bonus, are suppressed, effectively
rendering it a mundane weapon. ,asa move
action, the weapon's owner can call out to the
we<lpon from anydistanCt', and, if it is
unattended, it will Ay through the air at a speed

towards its owner Oil a rate of60 feet per round
each round the wielder continues to summon it,
moving around obstacles in order to get there.
The y,.~pondoes not damage objects or
creatures in its pdlh when moving in Ihis way.

A branded weapon's owner is detennined
when the weapon is enchanted with lhe br.mded
specidl ability. After dtat, it can only be changed
by the owner, who can bequealh the weapon to
someone else in a rirual which requires one full
minute, and does not require the recipient to be
p~t. musions, and~ transformations, do
not "fool- the branded weapon, but some effects,
such as possession or magic jar do. Unill:e most
"'~ponspecial abilities, a wedpon does not need
to be mastenron: or hoM:- an enhancemenl
bonus ofany kind in order to be enchanted as a
branded "'~pon.

Aun Faint universal; CL 1Sl; Cnft Mdgic Arms
and Armor, .ll'CoJne mark; Price -+200 gpo

Crippling

Description:

A crippling"'~ponsevers the muscles on
your opponenl's body, decr&sing his or her
fighting effectiveness. Whenever a crippling
~~pondamages ,I creature, he or she must
SUcceM on a Fortitude sa\~ (DC 17), or take an
amount of Strength cLunage equal 10 the
",~pon'senhanct'menl bonus. A crippling
""~ponmust be a slashing or piercing melee
""~pon.

Aun Moderate necromancy; CL 9fh; Craft
MagicArmsand Armor, r,Jy ofexh,Justion; Price
-+4 bonus.

Deafening

Description:

'#hen a de,Jfening weapon is unsheathed, it
releases a thunderous blast that deafens all
creatures within 10 feet (other than the wielder)
for a number of hours equal to the weapon's
enhancement bonus. A successful Fortitude save



(DC u. + the",,~pon'senhancement bonus)
negates this effect. A de.d"ening wNpon must I:w
shealhed for at least 10 minutes betv.~uses of
this ability. A deafening weapon must be a
wedpon capable of being shedthed.

Aura Moderate necromancy; CL 7th; Craft
Magic Arms and Armor, blindness/deafness;
Price H bonus.

Devastating

Description.:

A devastating 'WNpon always ronfirms
critical threats. 11Us does not allow its wielder to
ronfinn critical hilS on creatures Ihdt are
immune to them.

Aura Strong divination; CL 17th; Craft Magic
Arms and Armor, foresillht, true strike; Price +4
bon=

Dread

Description.:

A dread weapon exudes a palpable aura of
fear and n~tivity,and glows with an
intimidating angry rt'd hue. As long as the
wedpon is held, the ""ielder gains a +4 bonus on
Intimidate c:hecb \'5'5Il5 creat\lll5 that can soee
him. Additionally, all creatures that can soee the
widder ,.,.hile he is holding the "'~ponsuffer a -I

penalty on Wlil saving throws against the
wielder's fear effects (whether spells., spell-like
abilities, supelTliltura! abilities, or otherwise).

Aura Faint necromancy; CL 3fd; Craft Magic
Arms and Armor, C,Iuse fear, Price +6,200 gpo

Dueling

Description:

A dueling blade is rnagic<111yenhanced to be
InOle effective than otherwedpons of its size. A
duelinllweapon deals an additionalldu. points
of damage with each successful hit, and is

treClted asa light weapon. Onlyone-handed
bladed wNponscan be dueling weapons.

Auf<1 Moderate lnJISlIIutation; CL 9th; Craft
Ma.gk Arms and Armor. grNter mallie "'Upon,
shrink item Price +3 bonus.

Fearful

Description:

Whena fe,lrfuJ ",~pon is unsheathed, it
releases a mournful wail that frightens all
crearures within 10 feel (other than the""ielder).
A5lK'CeS5fu] \\fill~ (DC u. + the",~pon's

enhance~t bonus) ~tes this effect. A
fearful weapon muSf be she.lthed for at INS! 10

minutes be",~nuses of this ability. A fearful
weapon must be <1 weapon capable ofbeing
sheathed.

Aura Moderate necromancy; CL 7th; Craft
Ma.gic Arms and Armor, fe,lr, Price +2 bonus.

Finesse

Description:

Weapons with this specicll ability are
IllClgically lightened, allowing them to be used
with more grace and precision than would



otherwise be possible. Theweapon can be used
in conjunction with the Weapon Finesse feat and
similar abilities and class featul"es. Unlike most
weapon properties, a weapon does not need to
have an enhancement bonus of any kind in order
to be enchanted as a finesse"'"&I.pon.

Aura Faint transmutation; CL JI"d.; Craft Magic
Annsand Annor, Colt5 grolct'; Price +7,500 gpo

Flame Wave

Description:

A flame Wolve weapon functions as a
flolming weapon, but, additionally, when a flolme
Wolve weapon is unsheathed, it creates a blast of
fire that deals 4'16 fire damage to all creatures
within 10 feet (other than the wielder). A
successful Reflex save (DC 13 + the weapon's
enhancement bonus) halves this damage. A
flame wave "'"&I.pon must be sheathed for at least
10 minutes between uses of this ability. A flolme
Wolve weapon must be a weapon capable ofbeing
sheathed.

Aura Moderate evocation; CL -,th; Craft Magic
Armsand Annor, firebdl/; Price +2 bonus.

Flameblade

Description:

Weapons with this special ability do not
have normal blades. (ru;tead, with a coffillldnd
word, a blade of pure fire extends from the hilt or
handle of the weapon. This causes the daIIldge
dealt by the weapon to be fire damage, instead of
its normal type. This special ability does not
cause the weapon todo any additional daIllilge,
and does not have any effect on additional
daIllilge the blade might deal (forexdmple, ol +2

holy flameblade longsword would dealld8u
plus Strength modifier points offill' dolmageon ol
suocessful hit, but when striking evil foes, the
ddditional2d6 dolmage from the holy ability
would not hilve its damage typech.mged). This
special ability can only be applied to bladed
weapons, and a weapon with this special ability
can't benefit from being IlliIde ofany special

material, or any other quality that would alter
the type ofdaIllilge thev.~apon deals, such as the
lighrningbladespecial ability. Unlike most
weapon special abilities, a weapon does not need
to be IlliIsterwork or have an enhancement
bonus ofany kind in order to be enchanted as a
flameb/ade weapon.

Aura Faint evocation; CL 1st; Craft Magic Arms
and Annor, burning hdnds; Price +I,5OO gp

Forceblade

Description:

Weapons with this special ability do not
have normal blades. Instead, with a coffillldnd
word, a blade of pure IlliIgical force extends from
the hilt or handle ofthe weapon. nus causes the
daIllilge dealt by the weapon to be fOKe ddIllil.ge,
instead of its nOnllal type. This special ability
does not have any effect on additional daIllilge
the blade might deal (foreLlmp/e, d +2 holy
forceblade 10ngsv."Ord would deal/d8u plus
Strength modifier points afforce damage on a
successful hit, but when striking evil foes, the
additional2d6 dolmage from the holy abiliry
would not hilve its damage typech.mged).

Additionally, as a full-round action, the
blade's wielder can cause the IlliIgical blade of
force to fly free of the weapon's hilt and strike his
foe. This functions as the spell mdgic missile,
except that the number of missiles is equal to the
weapon's enhancement bonus (maximum 5).
After using this ability, thev.~apon's blade
vanishes, and it cannot beused as a weapon
until 1<4 rounds have passed.

This special ability can only be applied to
bladed weapons, and a ",~apon with this special
ability can't benefit from being IlliIde ofany
special IlliIterial, or any other quality that would
alter the type of daIllilge the weapon deals, such
as the lighrningbldde special ability.

Aura Moderate evocation; CL 9th; Craft Magic
Arms and Annor, magic missile; Price +4 bonus.



Frost Wave

Description:

A frosf waye weapon
functions as a frost we.apon,
but, additionally, when a
frost Wdllt' we.lpon is
unsheathed, it creates a
burst ofchill air that deals
¥I6 cold damage to all
creatures within 10 feel
(other than the wielder). A
successful ReflexS<1\'t' (DC 13
+ the ....'t'apon's
enhancemenr bonus) haNes
this dalTlclge. A frost Wd\'e

weapon must be sheathed
for at least to minUles

beh..~nuses of
this ability. A frost Wolve

weapon must be a .....Npon
capable of being sheathed.

Aun Moderdte eYOCarion; CL uth; Craft Magic
Arms and Armor and chill mt'fdl or ia5tomT,

Price -+1. bonus.

Glowing

Description:

Weapons with this special ability glow with
iIIl eldritch and lTIclgicallighl. 1he""wpon
crealesilIlMN of oonna.llight within a JO-fOOl
radius,.md increases the illuminalion 1~1 by
one (darkness becomes dim lighl and dim light
becomes oonnallighl) loa range of 60 feet. The
weapon's glow does not increase the light 1~1 in
iII'e<lS of nonna.1 or brighllighl. This effect CilIl be

suppressed or resumed as a move action.
Altenliltively. as a move action, the range
of the light can be increased or decreased

in lo-foot increments (to a maximum ofa
30-foot radius, as above), or the color of

the light can be changed. Unlike most

weapon properties, a weapon does not
need to be masterwork or have an

enhancement bonus of any kind in order to be
enchanted as aglowing weapon.

Aura Faint evocation; CL 1st; Craft Magic Arms
iIIld Armor, continual flame; Price +100 gpo

Impaling

Description:

Weapons with this special ability can
s~opponents, doing long-lasting damage.
Whene\'t'!" iIIl impd/ing ....wpon scores a crilical
hit, the target takes iIIl amounl of bleed damage
equal to twice theweapon'scritical modifier.
Only ....'t'apons which .rrt" capable ofdealing
piercing damage eilIl be enchanled with Ihe
impdlirrg special ability.

Aun Faint divination; CL}I'd; Craft Magic Arms
andAnnor, rruesuiktr, Price +1 bonus.

Indestructible

Description:

Weapons ""ith this special ability are
ench.mted to m.agically rqtaU themse~

making them virtualJy indestructible in the
long-teon. l1te .....Npon~ a number of hit
points each round equal to its mhancement
bonus. If it is broken into multiple pieces, the
pieces CiIIl be rejoined simply by touching them
lOgether. Total disintegration and melting are
the only known .....<1)'5 ofcompletely destroying
iIIl indestructible weapoIL

Aura Faint transmutation; CL}I'd; Craft Magic
Arms and Annor, mending; Price +1 bonus.

Lightningblade

Description:

Weapons with this special ability do not
hilVt' normal blades. Instead, with a comlT\.ilnd
word, a blade of crackling electricity extends
from the hilt or handle of the'lol-"t'apon. This
causes the dalT\.ilge dealt by the weapon to be



TIlls special ability does not cause the weapon to
do any additional damage, and does not have any
effed on additional damage the blade might deal
(foreXdmple, a +1 unholy lightningbidde
longsword would deal ,d8+J plus Strength
modifier points orelectricity ddmage on a
SUccesliful hit, but when striking good foes, the
additional zd6 cUmage from the unholy ability
would not have its damage type changed). lhis
special ability can only be applied to bladed
'oI-WlpoIlS, and a "Wlpon with this special ability
can't be~tit from being made ofany specW
material, oranyotherquality that would alter
the~ of damage the weapon deals. such <tS the
flalJK'b/ade special ability. Unlike most weapon
p.tope~a weapon does not need to be
mastenovdt or hao.-e an enhancement bonus of
any kind in order to be enchanted asa
IjglllningbLKk """Npon.

Aun faint evocation; CL 1St; Cran M.1gic Arms
and Annur, shocking grdSpt Price 1,000 gp.

Masterful

Description:

A lTIdSl"erful we.lpon increases its
~t bonus toattado: and damage by +5
(fOrex.ample, 01 +3 masterfulweapotl woold hal'e
oIn l'1Ihancement bonus of+8).

Aun Strong transmutation; CL 15th; Cnit: Magic
Arms and ArmoT, grNtl'f' magic weapoll; Price
+5 bonus.

Omni-bane

Description:

An omlli-bdne"'W1pon functions as a bdne
"-eapon, except that once pet day, as a swift
action,}Vu can change the creature type it is
more effective against. This change ill crearure
type uses the same Iisl as a nonnal b.lne weapon.

Aura Moderate conjuration; CL 8th; Craft Magic
Annsand Armor, mage's lucubmtion, summon
monster I; Price +3 bonus.

Opportunistic

Description:

Weapons with this special ability move
almost of their own accord to strike at openings
that thewielder's opponents offer, aUowing the
wielder to make any number ofattacks of
opportunity eoch round.

Aura faint transmutation; CL 5th; Craft M.1gic
Arms and Armor, ho!ste; Price +1 bonus.

OvelWhe.lming

Description:

An OH~r...helming ""Npon's special ~'l'tS
are more difficult to resist than other "'W1pons. A
""Npon with the O'I'erwhelming special ability
gtantsa +10 bonus to the DC for any saving
throl":S assoc:::ia.ted ""ith any ofthe ""NpoIlS other
special abiliti~ (fOr ex.ample, dIl O'I'l'nobelming
disruption ~=potlwould rrquireallY undl'dd it
hiltoSUCCf"f'd Of) a DC14 Will SoI\'t" or be
d~.

Aun Strong varied; CL I]th; Craft Magic Anns
and Anno!", wish or mjrack Pri('Jl' +5 bonus.

Quick Blade

Description:

A quick blade lO"Npon is magically
enchanted to attack with exceptional force wben
ii'S drawn from the sheath. Any attacks made by
the wielder in the round that the quick blade
weapon is draWTI gain a +1 bonus on attack rolls
and deal an extra l.d6 points of damage. A quick
blade weapon must be sheathed for at leasllo
minutes behl-'l'en usesof this ability. A quick
blade weapon must be a bladed weapon capable
of being sheathed.

Aura Strong transmutation; CL 15th; Craft Magic
Annsand Armor, mass haste; Price +3 bonus.



Reaving

Description:

Weapons with this special ability are able to
cut through even supernatural defenses as
though they weren't even there. The weapon
bypasses an amount of damage reduction equal
to two times its enhancement bonus, including
DR/-. TIlls special ability can only be applied to
bladed weapons.

Aura Moderate transmutation; CL 7th; Craft
Magic Arms and Armor, greiller magic weapon;
Price +2 bonus.

Shielding

Description:

While held, a shielding weapon grants a
shield bonus to the wielder'sAC that is equal to
the weapon's enhancement bonus.

Aura Moderate abjuration; CL 8th; Craft Magic
Armsand Armorand shield or shield offdilh;
Price +3 bonus.

ShockWave

Description:

A shock Wdll(' weapon functions as a shock
weapon, but, addition<illy, when a shock Wdve
weapon is unsheathed, it releases an explosion
of crackling lightning that deals 4d6 electricity
damage to all creatures within 10 feet (other
than the wielder). A successful Reflex save (DC
13 + the weapon's enhancement bonus) balves
this damage. A shock wave weapon must be
sheathed forat least 10 minutes between uses of
this ability. A shock wave weapon must be a
weapon capable of being sheathed.

Aura Moderate evocation; CL 12th; Craft Magic
Armsand Armorand cdlllightning or lightning
bolt; Price +2 bonus.

Suffocating

Description:

A sufl"ocdring weapon causes damage to the
respiratory systems of its victims, potentially
causing suffocation. \Vhenever you successfully
score a critical hit with a suffOCdting 'Neapon, the
creature struck must succeed on a Constitution
check (DC 10 + twice the weapon's critical
multiplier) or begin to suffocate. If the creature
begins suffocating, it must succeed on a
Constitution check (DC 10 ->- I per previous
check) each round. If the creature fails this
check, it immediately falls unconscious and is
reduced to 0 hit points. On the next round, it is
reduced to -I hit points and begins dying. On the
third round after failing the Constitution check,
the creature dies. The suffocation effect can be
ended, and the ability to breathe restored to the
creature, witha successful Heal check (DC 25).
A!ternatiwly, if the creature receives at least 50
hit points from magical healing, the damage is
undone and it can breathe normally again.

Aura Strong transmutation; CL 15th; Craft Magic
Armsand Armor, eireleordeath; Price +4
bonus.

Sundering

Description:

Sundering weapons grant +2 to CMB on
sunder attempts made with them, and causes
the weapon to do an additional 2d6 damage on a
successful sunder attempt. Additionally,
whenever you successfully hit a creature with a

sundering weapon, it deals an



additional ~d6 points of damage to the larget's
iImlor, if the target h.ls any. A sundering weapon
must be a bladed weapon.

Aura Moderate transmulalion; CL 7th: Craft
MagicAnns and Armor, shafter, Prier +3 bonus.

Slicing

Description:

WedPOns wilh this special ability are able to
cut Ihrou.gh even ~tiollaUysolid and lough
materials like butter. If theweapon is used to
damage an objecl, il bypasses an amount of the
ob;ect's hardness eqUolllo m't' rimes its
enhancement bonus. This special ability can
only be applied to bladed Wedpons..

Aura Fain! transmutation; CL 3fd; Craft Magic
Arms and Armor, magie loO'edpon; Prier +1 bonus.

True

Description:

We-apons ....ith this special ability aJ...-ays
srrilrz nue wbm their ....idder is in dire~.
Onct' per day, as a swift action, the wielder can
gain a HO bonus on the next attack roll he makes
with the WNpon before the end of the round. If
that attack hits, it is automatically a critical hit.
Unlike most weapon properties, a weapon does
not net'<! to be masterv.'Ofk Ot oo't' an
enhancement bonus of any kind in order 10 be
enchanted as a true weapon.

Aura Faint divination: CL lSI; Craft Magic Arms
and Annor, true strike; Prier +~,ooo gpo

Twin

Description:

Three times perday, a twin weapon can
create a spectral twin of itsel£ The twin is
identical to theoriginallwill weapon in every
way, and MS the 5iImeenhancement bonus and

special abilities (though it is unable to create
another twin). The only difference is that the
twin appears faintly l:Tanslucent, and glows with
a gleaming light, even if the original weapon
does not glow. The spectral twin 1.lsts for 10
minutes before vanishing.

Aura Strong transmutation; CL 15th; Craft Magic
Arms and Armor, clone; Price +3 bonus.

Vanishing

Description:

A vanishing weapon temporarily causes its
targets to fade out of rea.lity, aUawing the wieldet
10 focus on other tMgel5. \Vhene'\wa vdnishillg
",~pondealsdamagetoa~ture,it must
succt't'd on a Will saw (DC 15 + twice the
",~pon'senhancement bonus) or be transponed
toa specia1 c1emi.~CJN.ted by the weapon.
This demiplane is perfettly suited to life for the
transported CJN.ture, and can contain a crealUre
ofany~. Ifmore CJN.1UI't'5 are damaged while
the fir.;t is still imprisonrd, then each crealUl't' is
transported to a separate plane, and cannot
inl~ctwith one another. CINIUI't'S imprisoned
in this "'-..yretum <Utel" u4 rounds, on theirlUm,
and can act normally. A vdnishingweapon has
no effect on extra-dimensional spaces and
functions normaUywithin such spaces. Funher,
the demipLmes the \"ilnishing "'~pon credtes do
not l1iM' any effect on any bags of holding or
similar objects that might be in the possession of
CJN.t1rn's transported into those pLlnes.

Aura Strong conjuration; CL 13rh; Craft Milgic
Arms and Armor, p',lIleshifr; Price +5 bonus.

Vital Striking

Description:

Blades with this special ability are especially
adept ilt striking at the weak points on its
victims. ViMI striking weapons grilnt the user an
iIIIIOunt ofildditioIlilI sneak artack damage equal
to +Id6 for each point of enhancemem bonus the
weapon possesses. Thisabilityonly functions for
those who already MVl' the sneak attack ability.



~cWeal.)QWJO"S~ _

Aura Moderate transmutation: CL 9'h: Craft
Magic Arms and Annor, true strike; Price +4
bonus.

This +J mithral dagger can lend its own magic
to a,d the spcllcasting of its wielder. For each
point of enhancement bonus Ihe arhame o/the
initiated possesses. it has five spellpower
points, which renew each day at dawn, These
points can be expended by Ihe wielder for a
number ofdifferent benefits, Firsl, by
expending any numbeT of points as a free aclion
while casting an arcane spell. he can increase
Ihe spell's effective caster level by that amount.
Seo>nd. he may expend spellpower poinls 10

apply metamagic effects 10 arcane spells he is
casting. For f'\'t'fY five points he expends in this
way, he may aMlly one spelllf'\'el's "'orth of
mefamagic that he knows to the spell he is
casting ""Ihoul incre.uing the slot that the s~1
takes up, or the casting time of the spell.
Fil\illly. the wielder can ~'om apply melolmagic
effects he does not know 10 an olf'Colne spell he
is casting. This fi.lOetffins identicoll1y 10 olpplying
mefamagic effects he does know, eXcepllhal it
requires 10 s~lpowl'Tpoints per spellll·..·e1 of
mefolmaltic to be applied.

While an oltha.me orthe initiated Coln be
funher enchanted in Ihe same way as any othl'T
weapon, il COSIS moR' to do so, olnd such
enchantment CO$IS hollragain olS much as it
other....ise ....ould.
CONSTRUcnON

There are numerous different dthdmes o(

Physical Description

These potent blildes Ml"l' been blessed and
cont>«rilred bYil powerful I'dtron o(the arc.ane
,Jrrs, ,Jnd serve,JS iI useful m.agic.al tool (or.arcolne
SpeIlC,JSlers, i1l1owing them to dr.aw on additional
milgic,J1 power. They.art' highly prized by such
spellCilSlers, i1nd olien used.as pdrt ofelaborate
S«l'I."t rituills.

ATHI\\1FOFTIH INIII'\111l

Requirements Crolft Molgic Arms and Annor.
rrod magic; COSI 1..}O1. gp

Aura faint universal; Cl. sth
Slot none; Price 4.}01. gp; Weighll/1.lbs.
DESCRIPTION

4,W1. gp
1.8,1.15 gp

J.8,}IS gp
p,mgp
)6.]15 gp
l8.pogp
)8,mgp
41.,JI5 gp
45,pogp
47,815 SP
4S.mgp
49,POgp
$1,]04 gp
61.,910 gp

65,]}'$ gp
68.po gp
70.6]0 gP
ll').J1.O Sp

Magnetic Blade
GambieT'S Blade
Wa"e Blade
S"'ord ofTruth
Duelist's Ally
Sword of Kings
Sword ohhe Blind Prophet
Sil"er Rose
Xilvixthar's Fang
Blade of Keys
Sword of fiR' and Ice
Decimator
Sword of the Legion
Sword of Heroes

Table 1-3: Specific Weapons
Wt'apon Prict'

Alhame oftht' Initialed
Mirror Blade
Sword of Boundless Courage
Nocturne's Kiss

The following specific weapons are, for the
most part, generally available for player
characters to purchase, or may be found as
treasure in any number of ways. A physical
description and background inform.uion is
giwon for e.Kh wNpon, bul GMs should feel me
10 aller the specifics as Ihey feel necessary.



lhe inirialed, and they often look verydifferent
from one another. Most such blades are made of
mithral, though versions made of gold, silver,
bone, obsidian, or other materials more
ceremonial than practical are not uncommon.
They are almost always heavily decorated,
whether studded with gems or carved to
resemble demons, angels, and other highly
magical creatures. Many ,uholmes Oflhe iniliolled
have arcane runes or sigils engraved on the
blade, usually runes of magical strength and
potency. Athames ofthe iniliated are almost
always created with elaborately decorated hilts
whose patterns match those engraved on the
alholme. Sometimes several alholmes Qflhe
initiolledwill be crafted in an identical set,
usually to be handed out to various members of
a cult, coven, or other magical organization.

Background

There are nearly il5 many legends ofthe first
alholmeoflhe initialed as there are such daggers.
For the most part, it is generally agreed that the
original was a gift from a powerful god or
goddess of magic (the exact deity in question
varies, usually to match whoever the teller
happens to favor person.illy, and sometimes this
patron is instead a powerful demon, angel, genie,
or other powerful outsider) to a very special
practitioner of the arcane arts, often as a token of
affection and romance betv.-een the tv."(). Other
legends claim that the athame of the initiated
was first created by a powerful arch-wizard,
usually a very famous and historical figure.

For the most part, athames oflhe iniriolled
tend to be most common amongst the heads of
cults, secret societies, and underground orders,
where they selVe prominent roles in the various
ceremonies and rituals. This may be because
such cult leaders are often not very strong
spellcasters, and so in dire need of the magical
aid that the daggers can provide, but may also be
because cult leaders, who perfonn elaborate
ceremonies and rituals, are more comfortable
with the concept of an athame than most
wizards, who typically turn first to wands, staves,
and orbs when looking for magical supplements.

That does not mean that wizards and
sorcerers who do use alhames of the initiolted are
looked down upon by other magical
practitioners. In fact, these magical aids are very
highly sought after by spellcasters who know
what they are capable of, and those spellcasters
who do manage to get their hands on them often
find the extra boost of magic---especially against
an opponent who does not expect a dagger to be
of much use in a magical duel-to be invaluable.
In fact, it wouldn't be unlikely to suggest that
one of the major reasons that athames of the
initiated haven't spread to wide use in the arcane
community is because those who do learn of
them are not inclined to share their knowledge
with potential rivals, thus losing their edge.

One of the most powerful athames ofthe
initiated, and one which has played a minor, but
significant, role in the history ofthe last several
hundred years, is known as the merlinian razor.
This potent athame has an enhancement bonus
of +5, allowing its wielder to greatly increase his
own magical skill. It is said that this dagger,
which is stylized to look likea wizard wearing a
pointed, wide-brinuned hat, with the blade
making up his beard, was the key to success of
scores ofpowerful arcane duelists, including
Arcan the Magnificent, Jadorof the Ebon Tower,
and the infamous VlSdno, Magus Infinitus.

n1ADF OF KFYS

Aura strong conjuration; CL 13th
Slot none; Price 6z,91o gP; Weight zlbs.
DESCRIPTION

This +J gatecuuillg· short sword resembles a
large key, and allows its wielder to cast lhe
spells arcane lock and knack at will.
Additionally once per day, as full-round action,
its wielder can attempt to temporarily alter the
destinalion of an e~isting portal. He must
succeed of a caster level check (using the
sword's caster level) against a DC ofn + the
portal's caster level. Ifhe succeeds, the
destination is changed for I minute. The wielder
doesn't need ro make a caster level chl'Ck to
change the destination of portals made by the
sword.



CON~TRUCT10N

Requiremems (rilf, Milgic Arms and Armor.
arcane lock, knock, planeshijt; (OSI Jl,610 gp
"The !f<',,,,"uin9 ~pecl~l ~bililY C~n be found;n Inlo 1M
A...""Y' ~~.i1ableu. frttd_nload h.......

This sword is said tOdllow Us wielder 10
lock dnd unlock dnydoor. /I is also uid thai this
s\+urd can create portdls to other worlds and
chdnge thedestina/ion orexistins portal&.

Physical Description

The bJadeofkeys looks mo~ like a giant
key thana shon sword. Irs blade only has one
edge; on the ~'l'rse edge ohhe bladeare two

b1unl prongs thai help give il its key-Iike
appuran~and also make it somewhal UJnI.iekty.
The !>\rord's cross-guard consists of two
half-circles on either side ofIhe blade down to
the hill creating lhe appearance of the handle of
• Jooy.

Background

The bJadeorkeys is said 10 h.r.'l' first t-n
created byan exttaplanar~ng from a grand city
full ofponals to all diffe~m planes and worlds.
The bring lhat first forged this blade differs from
story 10 slmy, as does lhe location of lhis dryof
portals. Some say lhat il was a poy..".rful efiftt or
some othe!' kind ofdemenlal outsider, and
others say thaI was eilher an angel or a devil,
rhough il is commonly thought lhat the
originalorof this S\\'Ord was a human named
Gerald lvo. Gerald was an accomplished
locksmith and novi~S\\'Ordsmith.

It is said that the sword wasCre<lted asa
means of traversing this vasl plal'l3rcity, the
sword itself i1ding asa skeleton key allowing its
owner to have limited control over the city's
many porlills. If this sword was indeed forged by
Ger.ald then it would have proven to be very
helpful for his trilde. TIle S\\'Ord afforded Gerald iI

modirnm of safety while hewalked the streets,
and i1S long i1S he knew where the closest portal
WilS, his destilliltioll would never be far away.

Manyyeilrs ilfter the sword's c~ation, it
rIlallilged to find its wi!)' to me Ihen-ordinary
thief, Jack. With me sword's amazing ability 10
create portills to otherplilnes i1nd irs ability to
bypass i10Y lock, Jack was able 10 become one of
the grt'i1test cat burglars e'\'l'r known, and he
soon bec.ame known as Jack the Filr-Reaching.
Eventually, Jilck grew lin'd ofhring a thief and ,11

that point he decided to dabble in Ihe arcilne,
rhough he slill continued 10 CilU himselfJack the
Far-Reaching. Noone knows wh;rt becilffie of
Jack aftel' he parted '1+<1)'5 'l+im Ihe sword. It is
said lhat hisdilbbling in mfilrcane led him 10
pick up InilII)' diffeJl'Ill skills, in time becoming iI

literal jack-of-iill-lTades.

Since luving !he possession ofJad:; the
Far-Reaching.!he!>\rord hasn't been seen for
}'l'iIB. There are rumors thai the sword is li!ying
deep'l+ithin!he depths of i11ong-fofgoIten lomb,
left l:here by its last OWIlel'. Others say rhat lhe
SVourd sornebaw~ 10 find ils Wi!}' back to
!he mysterious city il was created in. And then,
!hereare some who think !he !>\rord is currently
being kepi hidden somrwbere under lock i1nd
key to ensure il doesn't f;ill inlo lhe ""TOng
h.m<k

nrc 1'1 nOR
Aura strong necromancy; CL IJlh
Slot none; Price 68,lID gp; Weighl SIbs.
DESCRIPTION

This u grrotSWOflJ is powerfully endwnted,
and does not deal dam.age like olher \+·eapons.
Instead. each lime Ihe wed(M)n strikes a targel,
il deills dilmilge eqUid 10 I/!olh o( Ihe larget's
maximum hil poinls (rounded down, minimum
I). This damage is nOl subj«IIO dam.age
reduclion, but i1lso cannOl be increased in i1ny
way, whether by Ihe wielder's Strenglh score, or
further enchantment (such .IS thejlaming
speciill ability), or class (edlures like sneak
i1ffack, or even by its own +l enhancement
bonus. A creamre who is slain by the decimator
cilnnot be resurrecled unless a wish or miracle
is used to restore their soul.
CONSTRUCfl0N

Requiremems (rdft Magic Arms and Armor.
finger ofdeath; Cost )4.)20 gp

http://www.necromancers-online.com/downloads.html


These imprt'Ssive blades are more magic
than meIdl, dnd Iheddmage Ihey de,ll h.1S
nothing fo do wifh fhe power or location of/he
blow. Rdlher, the rmgic does all ofIhe bl<1deS
work, dnd fheddmiJge is morespiritual th.ln
physicdl, though (hilf doesn'l rn.lke it iJny less
deadly.

Physicolll D~scription

The decimdforappears at a gLm~ to be
much like any other grealSword. 115 blade glows
'A-ith a spectral blue light and gledms in such a
way as toappear to be made ofa very finely
polished metal, but closer examination l'e\m
that the blade seems to be made of nothing but
magical light. Nonelhel~ it is subsl"antia1, and
doe!; DOl pass through solKl objects.. The hilt of
the blade is made of siNer and finely decorated,
with a hu~, star-shapN wpphJ.re set in the end
of !he pommel. The cross-guard is carved in the
likeness ofa long-bearded sage, his arms
outsprrad toeithersideofthe ...-eapon's blade,
each WTapped around a sparkling blue crystal
sphere.

BolIckground

Rerords of the decirrwlor If) b<tck for
hundr't'ds of)'NrS. It is unclear where, precisely,
theoriginal decim.Jforcame &om. and for
Cl"Illuries the sword was categorized as an
artifact and could DOl be replicated. by moruls.
1he sword had a tumultuous history and tended
to be highJy sought after by the marti.llly
inclined, who appreciated. its ability to ignore
the defenses and toughness of their foes. The
original blade's history is long and bloody, and
for !he most part it tended. to be passed. violently
from one warlord to anOlher, with only a handful
ofvirtuous knights and paladins occasionally
using it to slay a powerful dragon or other
seemingly invulnerable creature.

About four hundred years ago, however, the
original decimdfor fell infO the hands of King
Osric the Cunning, who ruled the small but
prosperous city-state ofCylbic. Osric captured
the blade from the barbarian warlord jergyll

Skullcrusher, who kept thedecimator as a
trophy, but did not wield it in oottle. When he
sawwhat!he blade could do, he ordered it be
replicated, so that he could ann his personal
bodyguards with such blades. The blacksmiths
and magicians he contracted for this purpose,
hawe\'t'r, ....ere unable to replicate the blade's
effect, and Osric decreed that anyone who could
credte a copy of the blade would be rewarded
with weal!h hqIond imagining.

This attracted many budding smiths and
spellcasters from across the land, though they aU
met failurl' - eu-epl one. The one who~tudlly
unlockrd. the sea'et of the blade's creation was,
in £act, a scholarwbose interet in !he blade ....as
purdy theoretical. He reasoned that th~ blade
must function by effectM-lyattacking the
targoet's spirit onanotber planeof existence. In
hisattempl toproo.-e this thecase, hediscoveed
thar the "'''eapon's blade aetually protrudes into
the astral pLme. It was this discoo.'ery that
allOYo~ the decimator to be ~licated,

Unfortunately, Kins Osric had died. in the
int~ period, and his~, King
Harold the Pious, had little interest in the blade.
A handful of copies~ made, and O\'erthe
Cl"Ilturies these hon-e increased to perhapsa few
score, though marry of the blades ha\'e been lost
throughout the}'eaB, either destro)'~or lost in
the depths ofa dangerous and monster-infested
dungeon. As fOTthe original decimator, its ulti­
mate £ate is DOllmawn. King Harold donated.
the blade to a monast~ry, ....b~re it remained for
some time before a hord~ofTaiding barbarians
sacked !he monastery and made offwith the
sword. The ledder of these barbarians, Rike
Bloodaxe, wielded !he sword in the mass.r.-e
BattleofTen Thousand Crows, when his hordes
attempted to sack the fortress city ofDrinthor.
Some legends say that the sword was shattered
in the battle, but, considering the nature of its
blade, this seems unlikely. Most scholars believe
that either the S'A-urd was made offwith by an
opportunistic soldier after Rike Bloodaxe was
slain, or else that the sword was captured by the
leaders of Drinthor and still rests somewhere
deep in one of that city's many treasure vaults.



mrflISrS\II'
Aura strong abjuration CL 151h

Slot none: Price 45.}20 gp: Weighl 21bs.
DESCRIPTION
This +) defending ropier allows Ihe wielder to
fight defensively without penalty. Additionally,
when using the Combal Expertise feat, the
wielder suffers only half the normal penalty
imposed on her ,mack rolls (rounded up).
CQNSTRUcrlON

Requirements Craft Magic Arms and Armor.
dejr'nsiw troner·; COSI 1.1.810 gp
.~~... f"">C~ c~n bir l'ouod in "".n.:.1I«'d Atnma
VolUme' /. II is~ 1Sll·k>-..l boord, dfflc, d1\lid,
~/ ..iurd. ~nd sumlnClMr~J,.andis o¥tIw
"""h.lnUMnf school.

This fdnLlSlif: rapier has long been the envy
ofwarriors favoring personal comb-u.~
duelists ally h.ls been sought after by
dd1'BIlUrrrsofall kinds looking toc.arryon its
uuaordin.ary legacy.

Pbys,ic.u Ducription

Crafted fO£ beauty and eochanted fO£
function, the duelist's ally~bodies <In deganl
design which e-okes images ofthe grc'Cefui
1IlO\~1S pra~ by history's greGl

S\rorosmen. Incorpor<lting many adv.lnced
smithing techniques.. the blade is comprisoed of
nine different parIS to maximize both strength
and flexibility. Designed for dueling. the blade is
'14 'A inches in length and is composed of
compositr' materials which allow it 10 both nUl·.."
effect:i""Iy.md stand up to suess. The basket hilt
features <l rose vine pattern, in accordance with
the personal tastes of the original weaponsmith,
whilr' the scabbard is made from high quality
dragon leather stained a deep brown. No pan of
this wwpon seems magical to the naked eye,
again reflecting the designs of the weapon's
original creiltor.

BClckground

Rare fora sword of its caliber, the origins of
the duelist's aUy are both well documented and
remembered by men and women still living.

Alicia Veil, a fighter renowned for her skill and
pragmatism constructed the blade to aid her in
her adventures. Being a practical woman, Alida
created the sword to beattracti"", but not OVt'rly
grandiose, so as not to put her foes on gu.'lrd.
Starting with traditional crafting techniques,
Alicia crNted the blade with defense in mind,
prioritizing survival aver flashy offence. Then,
drawing upon countless~ ofadventuring
experience and her dose personal relationship
with one ofgreatest wizards of the age, she
added a special enchantment to aUow her to
defend her.;elfwithout sacrificing offence,

Me!' ronstructing th~ sword, Alida's
a1rMdyimp~ reputation rapklly began to
reach IegendaJy status as sh~ used W bIad~ to
sLIy the""icked an:hd~of'Thane,best the TroU
King in pt'nonal combat, and become a
champion dudist: in no le;s~ major
kingdoms.~ v.ith a WNpoIl which didn't
merely provid~her ""ith extra p""'",r but
perfectlycompliment~her natural talents.
A1icia'MlU1d. become a~WNIthier than
....bole~ of fighting men, a fact some
others didn't~ kindly to, and she was forced
to fight offn~ assassination att~mjXS

from ri"al a<Mnturer.;. Growing &ustrat~ with
Alicia's suC'ct'SS,~ mol" morally upstanding.
orgiIIlizations attempt~ to create swords
matching Alicia's duelist's ally. an ....ithout real
SUCCl'SS. Despit~ the apparent 1acltof
accomplishment in recrNting the duelist s.ally,
Alicia's so.mnI sp.ul:ed a wiI\I!'of innovation in
modem sword design. Prior to her victory at
King Albi.m's tOlll'llilIIlent ofchampions, Alicia
was asked ifshe was afraid of~ new
weapons, to which she famously replied that it
was experience and training that make a good
fighter, not what kind ofwNpon Iheywield; t?
prOVt' her point, she used onlya mundane rapIer
during the competition.

http://rpg.drivethrustuff.com/product_info.php?products_id=84607


When Alicia felt it had come time to retire
15 years ago, she hid the blade and scattered
subtle clues about the lands which could lead to
its location, explaining that the blade was meant
for real adventurers, not wealthy bidders and
certainly not stuffy museums. To this day the
blade haS}'f't to resurface, and it is unknown
whether the blade still remains hidden away, or
if it has been found and its new wielder simply
has not made the fact public.

(, \MIJI FII. S 11I.ADF

Aura strong universal CL 12th
Slot none; Price )8,)20 gp; Weight 2lbs.
DESCRIPTION
Three limes per day, this +.;1 rapier ,]lIows its
wieldcr to treat any attack roll, skill check, or
S<lVing throw as though he !l,]d rolled,] 20. The
wieldcr may choose to use this ability after
seeing lhe result of the roll.
CONSTRUCTION

Requirements Crafl Magic Arms and Armor,
greater heroism; Cost 19,)20 gp

This mir,]culous bl,]de has h,]d many
wielders ill the p.lst: some f,]mous, some
obscure: some morlal and some otherwise;
leaving a !rail oflegelld,]rydeeds in irs wake.
Reg,]rdless ofi!s wielder, the gambler's bl<lde
brings swift ch,]nges offortune to its mdSler, for
good or ill.

Physical Description

Considering its origins, it should perhaps
corneas no surprise that the gambler's blade is
intricately crafted, better resembling a work of
art then a tool ofwar. The thin, arrow-straight
blade is precisely 42 inches long, made from a
silwry metal, hard as steel, which swims with a
pale pulsing light. The hilt consists ofa coiled
grip of ivory and polished onyx, and a complex
cross-guard made from four interlocking gold
filaments. The cross-guard is perhaps the
plainest part of the blade, being made from a
single piece of straight platinum. The scabbard is
replaced by a case of magically strengthened
crimson velvet, sewn with plentiful diamonds
and golden topaz woven in a complex and

aesthetically pleasing pattern. A golden cord
softer than the most delicate silk binds the cloth
cover over the elegant blade, as well as providing
a means bywhich to affix the blade toan
adventurer's belt.

Background

While many facts of the history of the
g<lmbler'5 blade remain a mystery, scholars agree
that it was created around one hundred }'f'ars
ago by a powerful sorcerer for the devil Rieseir.
Rieseir, it is known, had a fondness for gambling
with mortals over high stakes, usually the
mortal's soul, and had long sought a way to
ensure his victory. After years ofcasual attempts
to force the outcome of his games, the sorcerer
Memner came to the devil with an offer to create
for him a blade which would allow him to
manipulate fate on a small scale, ensuring
victory in all matters of chance. In return,
Memner asked Rieseir to grant him etemal life.
Rieseir agreed to Memner's tenns, and after the
sword was completed he promptly transfonned
Memner into an immortal, destroying his
intellect and freewill in the process.

With the sword in hand, Rieseirwas eager
to test his new tool, taking to the taverns and
gambling halls of the mortal realm, offering to
gamble his new blade against the souls of those
who frequent such places. While few wanted to
gamble with a devil, there were always those
foolish or desperate enough to wager something
so apparently intangible against such a fine
blade as RieseiT's. With the sword's magic on his
side, Rieseirwon every game and reaped the
souls of over one thousand mortals over the
course of three years. Sure of his blade's po"\'l'r,
Rieseir began to become reckless. When a street
youth in a quiet, out-of-the-way tavern accepted
his wager without hesitation one night, the devil
did not think twice before proceeding. Unknown
to Rieseir, however, the street youth was actually
a demigod of fortune in disguise, and as the devil
attempted to use his sword's p<M"l'r to shape fate
to his will, the demigod simply undid the blade's
magic, and much to Rieseir's shock the cards
turned up against him. Enraged that he was
bound by his word to give up the sword to the



peasant, Rieseir, after turning the blade CJ\.'E'r,
called up his srrenglh to murder the p.'Juper and
take back his prize; but even his JX'"''E'rwas no
match for that ofa demigod, and Rieseirwas
slain by the very blade which had made him
such a threat to mortal1tind,

The demigod, having no need for the
SYourd, continued the tradition ofoffering it as a
Slake in wagers, and while he nevt>:r 1051 a bet,
the blade ...<iS eYetltuaUy stolen from him by a
cle'\lrl" thiefone ...inter's night. Since that time,
the gambler's blade haschan~hands mo~
times than anyone can count, aseachowner is in
tum tricbd, robbed, or cheated out ofthe
SYouro. As ...ith thech3ol:k narure offortune, the
exact p.'Jlh the blade has trlM'1ed mnains veiled
from mortal resea~h. In fact, some evidence has
recently surfat-ed that there may be mo~ than
one samblet''s blotM, making e'\'E'n the~n
facts of the bLtde difficult toconfinn.

\1 \(,'rTl( HL\tH

Aura moderate e\1Xation: (L loch
Siol none; Price )6.)15 gp; Weight 11bs.
DESCRIPTIO~

This +I shocking burst longsword is \"ery
magnetic. It grants its wielder a +1 bonus on
eMB checks made to disarm metallic objec15.
Additionally, onCt' peT day, as a standard action.
the wielder may use the sword's magnetic
power to move metalk objects. This ability
functions as the spell teleki~$, except it only
functions on metallic creatures or objects.
CONSTRUCTION
Requirements (raft Magic Arms and Armor,
call lightning or lightning boll, and lelekinesis;

(ostI8·)l5 gp

This electrifying bldde is (;lVOred dnJong
swordsmen who prefer to diSiJrm their
0ppollents. This blade's powerful mdgn"fic field
edll be used 10 diSdrm metdl 'Io"t'dpons dnd is dlSQ
edpdbleofmoving meldllie eredlures orobjecfs.

Physical Description

The magnetic bl,lde is an ornate longsword

adorned with "arious electrical motifs. 115
doubl~~ bIMIe is slightly curved and
cracldes with e1ettricity, and it is made ofa
composite ofiron and robalt. 1be pure roball
cross-guard curws up the flat side of the blade
to fonna U-shape, and set at the base of the hilt
is a two-inch--diameler spherical magnetic
lodestone. The handle is made of iron and is
"'Tapped ...ith a noncond~ material.

Background

1be magnetic blade was first Cfeated by
accident when an apprentiCt' to the dwarven
swordsmith, Eberk Ironhammer, accidently
knocked some enchanted cobalt into the iron
that was being melted down for a SYo'Ord. 1be
apprentice, afraid of being punished, decided to
try to hide the mistake by finishing the munwne
portion of the forging ptoct'Ss himsel£ Eberk
was proud of the quality of the blade his
apprentice had forged, though the bluish tim of
the blade worried him. While enchamil\g (he
sword, Eberk noticed that bits and pieces of
metal seemed to be drawn to the blade, By lhe



time he had finished the enchanting process,
Eberk knew that this sword was more than just a
shocking burstlongsword.

Ebetk confronted his apprentice, il5king
him if he knew why the magic had affected the
sword the way it had. At first the apprentice
claimed he had no idea what could have caused
the difference, but, not being able to handle the
guilt, the apprentice eventually told his master
about his mistake and his efforts to cover it up.
To the apprentice's surprise, Eberkwasn't angry
with him, though hewas disappointed that he
didn't come forward sooner. Because of his
apprentice's mistake Eberk now had hisown
unique magic sword, something to set him apart
from his competitors.

It took Eberk several attempts before he
was able to refine the sword's creation so that the
enchantment worked the samewith each
forging. The first model had difficulties with
moving large metal objects, so Eberk made the
sword's cross-guard into the shape of a magnet;
this change gave him limited success. Eberk also
tried electrifYing the cobalt before it was melted
down with the iron, which seemed to help boost
the sword'scontrol of its magnetism. Fmally,
after incorporating a lodestone into the
cross-guard, he was able to perfect the sword's
design.

Years later when Eberk passed on, he
entrusted the secret of the sv,"Ord's creation to his
oldest son. Since then it has become a family
tradition to hand down the sword's design from
father to son. And even to this day the
lronhammer clan are the only craftsmen to
produce this kind of sword. It is unknown how
they have maIldged to keep the design secret for
all these }'f'ars. Some even think that the
Ironhanuner clan have included wards in the
sword's design that hinder reverse engineering.

MIRROR HI AUF
Aura moderate illusion; CL 10th
Slot none; Price 28,215 gP; Weight 2 Ibs.
DESCRIPTION
This +J blinding mithral scimiwr's bbde has a
mirror-like shine. It allows the wielder to create
an illusionary double of herself once per day as

a standard action. This double is a mixture of
illusion and magical force, allowing it to

actually be able to interact with its enviroment.
The double has 30 hil points and an AC of IS. It
uses your base arrack bonus (possibly allowing
it multiple attacks per round) plus the mirror
blade's enhancement bonus, and deals Id6+3
points of force damage with its attacks. Each
round after the first, you can use a move action
10 redirect the double to a new larget. If you do
not, the double continues to attack its previous
target. On ilny round that the double switches
targets, it gets only one ilttack. The summoned
double persists for l minute.
CON~TRU(TION

Requirements Craft Magic Arms and Armor,
blindness/deafness, mirror image, spiritual
weapon; Cost 15,115 gp

This blade is well known (or its ability ro
blind with its mirror-like surfolC<', though the
blade's ability to create a semi-real double o(its
wielder dnd irsel(is what makes this sword so
ulllque.

Physical Description

The mirror blade is an orlliltelydecorated
scimitar. Its single-edged blade of mithral is long
and curved, and it illways appeilrs to be polished
toa mirror finish. Its small cross-guard is curved
down and is also polished to a mirror finish. The
handle is wrapped in embroidered black INther,
with a small, mirror-like disk attached to the end
of the hilt.

Background

The mirror blolde is thought to have first been
created by the master illusionist Alphonse
Arcanis as a gift for the caliph of Megiros,
though the sword is said to have never actually
reached the caliph. The reasons for the sword
never reilching the caliph differ from story to
story. Some stories say that once Alphonse
completed be sword he couldn't bear to part with
it. Others say that the sword was stolen while it
was being delivered. There are some that even



say Alphonse was the person who stole the
sword, or that he perhaps hired someone to
intercept it.

Though it is unknown why the sword never
reached the caliph, it is known that manyyears
later the sword would end up in the hands ofthe
notorious bandit, Dartan Swiftwind. Dartan
regularly used the blade's impressive illusions to
fool countless guards and confound and
infuriate his enemies. But Dartan would
evl"ntually slip up and be captured and then
executed for his many crimes. For many years
after Dartan's exe<:ution, it was unknown what
became of the sword. Some think that the sword
was probably destroyed or perhaps locked away
by the guards who brought Dartan to justice.

No matter what happened to the sword
after Dartan's de.ath, a sword claimed to be the
mirror blade was supposedly found by a budding
swordsmith named Wtlliam. Whenasked where
he found such a blade, he apparently could never
give a straight ansv.~r.There are many rumors of
Wtlliam actually being a descendent of the
sword's last known owner, Dartan, though most
people don't even think he has the real S\\ourd.
Unfortunately, itv.uuld seem no one would ever
find out whether or not William possessed the
real sword, because hewas found murdered in
his inn room just a few days after claiming to
have found the mirror blade.

Since William's de.ath, the sword's current
whereabouts are unknown, but there are many
merchants claiming to be in possession of this
sword and they are all willing to sell the sword to
the highest bidder. No one knO\\lS how many of
these claims are true, or if there even is more
than one copy of the mirror blade out there.

N()( TlJRI\F <; KI<;<;

Aura strong necromancy; Cl12th
Slot none; Price 32,375 gp; Weight 811>5.
DESCRIPTION

This +3falchion courses with necromantic
power, and drains the blood of its victims.
Whenever Nocturne's kiss reduces a living
creature to 0 or fewer hit points, it gains a
single blood point. If the wielder has a blood
point pool, he can spend blood points stored in
Nocturnl"S kiss as though they were in his pool.
Additionally, any wielder may expend one of
the blood points stored in NoctlJrnl"s kiss to
deal an additionalld6 points of damage with
each successful nit made with Nocturne's kiss
for the rest oftne round. Only 0111' blood point
may be spent per round in this way, and
Nocturne's kiss can store up to 13 blood points
al anyone time.
CONSTRUCTION
Requirements Cr,]ft Magic Arms and Armor,
mayic weapon, vampiric touch; Cost 16,375 gp

This notorious bl,]de is (avored among rev­
en,]IllS and with those who (ol1ow theSdnguine
pdth. lIs (ormidableappeamnce,]lone strikes (ear
in rhe living. The blade is said to hunger (or
blood just like Ihe revenants it was (orged (or.
Non-vampires that wield this blade begin to (eel
this hunger as long as theyc,]rry this blade.

Physical Description

Nocturne's kiss is a fearsome-looking
falchion. Its mithral blade is forged in the shape
ofa large fang with grooves le.ading to the red
stone in its cross-guard. The cross-guard is
crafted in the shape of twoebon bat wings with a
glowing blood-red stone set in the center, which
grows brighter with e.ach drop of blood spilled by
the blade. The handle is made from bone of
humanoid origin, carved into the shape ofa
curved fang and wrapped in black leather stained
with the blood of the fallen.

Background

The first Nocturne's kiss was said to have
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demi goddess Nocturne to her first follov,-er, a
revenant known as Moran Heartseeker (though
other sources claim that it was actually forged by
Moran). With this blade in hand Moran was said
to have razed. an entire nation, slaughtering
thousands, only granting Nocturne's blessed gift
on those he deemed worthy of its glorious millfe.
With these chosen ones, Moran created a cult of
vampires devoted to Nocturne.

What happened to Moran in the
centuries that passed after he started this cult is
lost to the ages. But it is known that the sword
eventually found its way to Sedrik the Frozen, a
cruomancer who would use his magic to freeze
the blood of his enemies before he feasted upon
them. Sedrik used the sword to further his own
selfish motives before he was eventually slain by
the vampire hunter, Alexei Rathborne. It is
rumored that Alexei nearlysucrumbed to the

blade's hunger, and, in danger of becoming a
revenant himself, he took his own life.

\Vhat became of the sword after Alexei's
death is unknown, but it is said to have passed
into the hands ofa skilled revenant swordsmith.
The name of this smith has been lost but hewas
rumored to have learned how to forge replicas of
this vampiric blade. It is unknown haw the
swordsmith learned the secret ofthe sword's
creation (some say that hewas granted this
knowledge by Nocturne, herself). The replicas
are said to have been just as powerful as the
original, though no one actually knows if this is
true. The exact number of replicas is unknown
but it is thought that this swordsmith was only
able to forge no more than fiftyor so such
replicas before his second death and there are
quite a few rumors of this sword's destruction.
\Vhetheror not the original Nocturne's kiss still
exists, its legacy will live on through those
replicas.

There are rumors that the original
Nocturne's kiss is held within the Blood College,
being carefully studied by its cruomancers as
they try to unlock all its secrets. There are also
rumors that the original is actually in the
possession of the head of a powerful revenant
family (either House Varkolak or Clan Strigoi). It

is unknown whether these rumors are true or if
they actually only possess one of the replicas
instead of the original.

Sll VFR ROSF

Aura moderate evoc<ltion: CL 9th
Slot none: Price 19,}20 Sp; Weight I lb.
DESCRIPTION

This +2 mithrul ropier m,lkes its wielder c,lp.lble
of incredible bursts of speedy swordplay. When
making <I full attack <lction with the silver rose.
its wielder may choose to use this ability as a
free action. This functions identically to the
monk class feature flurry of blows, eJlcept it (an
only be used with the silver rose.
CONSTRUCTION

Requirements Craft Magic Arms and Armor,
haste: Cost 24,8.w gp

These b/ades,l/,(, the f,lvorites ofnobles,
swashbucklers, rogues, "nd ,lnyone else who
practices thean offencing. These finely-wrought
rapiers are incredibly thin, light, and flexible,
"lid a/'(' funherenchamed lQ enable their
wielder to ext/'('me bursts ofspeed.

Physical Description

The sih-er rose is made of mithr<ll and
constantly gleams in whatever light it's in, always
looking carefully polished and fresh from the
forge. It is extremely light and easy to wield, and
tends to bewielded with such speed that it is
little more than a silvery blur humming through
the air. The blade's cross-guard is shaped like a
flowering rose, with a basket hilt of petals
WI"ilpping around the wielder's hand. A long,
snaking tendril of mithral, carved to resemble a
thorny rose vine, loops most of the way down the
blade, wicked barbs sticking out of it every inch
or so. \Vhen sheathed, this "second blade"wraps
around the silver rose's sheath. Despite its
appearance, this silvery appendage is designed
for shaw only, and is not intended to be used as
part of the weapon.

Background

The original si],,-er rose was conunissioned



by Count Salazar d:Arnismos, a vivacious man by
all accounts who was a large fan of fencing.
Count Salazar was, himself, an acromplished
fencer, and also enjoyed watching fencing
matches whenevf'r possible, and so he decided to
throw a grand fencing tournament, known as the
Arnismesion, where great fencers 'WOuld gather
from around the 'WOrld to compete for the title of
Master Fencer, as well as for fabulous prizes.

The Arnismesion was a great success, and
became a regular event, happening evf'ry five
~ars. Great fencers 'WOuld come from faraway
lands and congregate at the Arnismos manor for
a week ofexciting competition. For the first few
evf'nts, the prize was simply a lump sum ofgold,
but after two or three such events Count Salazar
determined it 'WOuld be more appropriate to
award the winner with the finest fencing sword
the 'WOrld had ever seen. And so he
conunissioned the silver rose, being very exact in
his specifications not only for the weapon's
magic properties, but also for its physical form,
for the Count was a strong believer in beauty and
elegance, and thought form should never be
sacrificed in the name of function.

From that tournament onwards, every five
~ars a new silver rose would be corrunissioned
for the champion. Count Salazar 'WOn more
tournaments than he lost and collected no less
than four of the prize swords before retiring
from competition at theage of 60. Though the
number ofsilver rose blades quickly grew, they
did not become exceptionally more available, as
no one who had won one would willingly part
with it, as it served not only asan excellent
fencing s'WOrd, but also as proof that, for at least
one ~ar, they had been the best fencer in the
'WOrld.

In all, 26 of the blades have been
legitimately made to date, though no doubt
several hundred counterfeit and knock-off
versions have been made, some ofwhich may
even bear similar enchantments to the one the
legitimate blades possess. A handful have been
sold or captured after the death of their winner,
and thus entered into the market, but for the
most part the legitimate blades still remain in

the possession of the fencer who 'WOn them, or,
at least, in the hands of one of that fencer's
descendants. Wearing such a blade is a
statement ofskill and prowess, and anyone who
knows much about the 'WOrld of fencing will
recognize such a blade forwhat it is, though they
may assume that the wielder stole it, or is
wielding a fake, rather than that they area
master fencer.

Next year marks the 150th anniversary of
the Amismesion, and rumor has it that a special
version of the siker roseis going to be the prize,
in order to commemorate the historic event.

SWORD OFTHF 81 INIl I'ROPHFT
Aura strong abjuration CL 15th
Siol none: Price 18,375 gP; Weighl8 lbs.
DESCRIPTION
IhiS +r mercijUlJu!chlon IS enchanted In such a
way that neither your prowess nor your enemy's
defenses make much difference. Whenever you
make an attack roll with the sword ofthe blind
prophet, if the result of the roll is odd, you
automatically hit your target, regardless of
whether or not the roll meets or exceeds its AC.
If the result of the roll is even, you automatically
miss your target instead. Do not factor your
attack bonus, Strength score. or other factors
when determining whether you hit or flot; only
the result of the die roll. Finally. the sword ofthe
blind prophet ignores any miss chance the target
might possess.
CONSTRUCTtON

RequiremelUs Craft Magic Arms ,l1ld Armor.
moment ofprescience; Cost 24,)75 gp

Since,Indent Limes this magical blade has
pldyed a signiiic.alll role the Sdcred scriptures of
the Ishma-Tet and has held captin~ the dreams
of theologians and scavengers alike. While lhe
scripwral references 10 the sword oflhe blind
prophet have long been a subject ofCQlltroversy,
the blade has proven real enough in the hands of
many a champion ofrighteouslless over Ihe
centuries.

Physical Description



Though simple ill design, this heavy,
two·hande<l (urved sword has a number of
distinguishing feacures which set iI apart from
similar weapons. Perhaps most notice.'Jbly, the
sv.'Ord hi15 an eerily perfect balance, placing the
whole",,,,ight ofthe weapon in the exact center.
Strangely, the blade hums when grasped, a
haunting rune reminiscent of the Ishman hymn
of the lost. The hilt, though plain wood, exudes a
comfortable he.lt, ....anning the wielder's hands.
On panicularly dose inspection, lhe miniaCUre
d<M5 conceaJed henedlh the cross guard can be
set'n to subtly InCIYe overtimei15 though~­
peru.illy in flight. While the blade'ssc:abbard
seems plain, a long string of flowing characten
runs along the edges, fGreYer proclaiming a
message in a language now long lost 10 mortal
kind.

Background

The holy lext of the Ishma-Tet <kscribes the
origins ofthe sword of the blind prophet in grut
delail. hcording 10 lhis scripture, the exiled
prince Sha.i had been (as( oot ofhis home after
his father died and his wicked uncle look pw.=­
Abandoned to fate, and ",ilh nothing of his
formel" ....ealth left 10 him, the prince fled into
the desrn s.eeking spiritual mlightenment. The
ten then goes on 10 say lhat Shai mnained in
the desrn for 50 years, learning to lr.~ without
luxury and 10 hold faith in IhedivineahcMoaU
mortal needs. even giving up his own sighl.
\\!hen he rerumed from hisexile il ....i15 to bring
the will of the gods to the people of the ",'Orid he
had left: behind. Unfortunately, in his absence
the Lands he Imew had been conquered by
various barbarian peoples and lhe world he
returned lowas no longer a place where the
words ofa blind holy man carried much weight.

Desperate to end the violence and savagery
which had nowengulfe<l the land, Shai asked the
gods for help in bringing peilce to the lands he
now (ailed his home. TIle gods granted Shai
visions of their majesty and empoweled him
with knowledge of how 10 complete his new
mission. Soonafter Sh<li began to pre.lch to the
savage peoples and thosewbo heard the message
of the gods slowly began to change theirways.
Soon, all of the barbaric peoples h<ld accepted

enlightenment saW' for one tribe. Led by the
ferocious tyrant Og, the Weggans refused
outright to convert. As waSCUSlom among the
Weggans, the decision of their king could only
be O"Jertumed ifhe was defeated in a duel.
Trusting wholly in his gods, Shai asked fortheil
guidanceand the gods lold him to ch<lllenge Og
to a duel. They provided him with a blade which
could strike down Og without killing him,
proving not only the might of the gods but also
their rnen:y. Though he !mew not:hing of
combat, so complelewas Shai's failh lhat he did
just iI5 his gods asked of him, while Os was
certain he could defe.lt any opponent in combal,
let alone an old blind man. As lhe battle began,
Og was surprised 10 find thai not: only was Sbai a
capable 6ghtel", bul thaI his~e strock him
despite his best effort to defend himself. As the
battle carried on, Og gre'W"'~,and, despelat~
tOSdW' his life, decided. 10concenlTaiewhoilyon
defense - but ewn that "'"as not enough 10 keep
the prophet's blade &om finding its mario: and
Og soon roILapsed, defe.lled. Some hours later
Ogarose, and now inaweor the power of faith
berom't'ned on tbespot:, brroming oneofthe
most demut foUO'A~rsof lshma-Tet t"\'et' to~.

With the ",00d now at peace, ShaJ depaned to
sprNd the message of lshma-Tet to ot:he!' Lands,
sowing the seeds of peace and justice until his
dea.th 1O}'t'MS latel".

FoUowing ShaJ'sdeath, Ihe sword Wil5losl,
though lshma-Te1: prophecies st,lte that during
the end times the sword ",ill once ag<lin find its
""<I)' b.Kk tothe champion of lhe Ishma-Tel to
provide for SilNation in the final battle.

1he trueorigins of the sword of.he blind
prophet ilI'e a matter of some debate among
sc.:holars; while the anciem texts of Ishma-Tet
imply that the gods created Ihe sword for Sh<li
and the lshma-Tet, in the time since the blade
has appeilred in the hands of numerous heloes
in the service of peilce and justice without
religious discrimination. Funher evidence
suggests that warriors may have been using the
blade prior to Shai's lifetime, leaving the blade's
true origins and purpose somewh<!t ambiguous



SWORD OF HOI IN III FSS (OURM, F

Aura moderate enchantment: CL 7th
Slot none: Price Z8.}15 gp; Weight 4lbs.
DESCRIPTION
This H blessed longsword gleams in the
sunlight, and grants its wielder and all his allies
within 10 feet a bonus to Will saves versus fear
efflX:ts equal to twice its enhancemenl bonus.
CONSTRUCTION
Requirements Craft Magic Arms and Armor,
bless, remove fear; Cost 14,315 gp

This blade is known (or its ability w keep
morale up. II is said thaI the blade bringSOUI the
rour,}ge in its wielder and his ,lilies.

Physical Description

The sword of boundless courdge is a plain
and unassuming longsword. Its
double-edged blade is straight and
becomes narrower at its point, and
though it gleams in sunlight, it is just I

made of mundane iron. Its iron (
cross-guard is likewise plain and ('
unadorned. The handle is wrapped

in plain, non-dyed leather. (

Background

The sword o(boundless coumge
is said to have been created by an
azataand gifted to a young shepherd
named Tanos, so that Tanos would
have the rourage to protect his flock
from a red dragon wynnling. Sword
in hand, Tanos went out to slay the
wynnling, and in what proved
to beclose battle, theyoung
shepherd barely managed to kill'~-"
the wyrmling and save most of his
flock. He went out that day as a scared
shepherd and returned as a confident
dragonslayer. The sword didn't just
give TanoscoUTdge; it gave him the
confidence to believe in himself.

It is said that shortly after Tanos
slew the wynnling, the wynnling,

the sword mysteriously vanished - but
though the sword was gone, the confidence
it gave him never left. From that day
forward nothing dared endangerTanos'
flock. The next sighting of the sword was
in the hands of Mathis, a young
adventurer looking to make a name for
himself. With theaid of the sword,
Mathis and his small, ragtag group of
adventurers managed to end the reign
of terror of the orcish warchief Gorefang.

As was the case for Tanos, so it was
for Mathis; the sword is said to have also
vanished shortly after Gorefang's death.
No one knows why the S\','ord seems to
always vanish after the current wielder !
has accomplished something of greatness. II

Some think that the sword has a mind of ,I
its own, while others think the azata who \
forged the sword is secretly keeping track 1
of it, making sure that it is where it is
most needed. Whatever the reason may
be, the sv,"Ord doesn't seem to stay in the
possession of one person for very long.

The sword's current whereabouts are
unknown.

S\\ORD OF FIR!:: AND I(F

Aura strong evocation; CL 15th
Slot none; Price 65,335 gp; Weight 6 Ibs.
DESCRIPTION
This +Jflaming frost bUstard sword bmh burns
and freezes those it strikes. On a successful
critical hit, the target is lit on fire, taking )d6
points offire damage edch round for one
minute or unlil the fire is put out. The flames
cannot be extinguished by mundane means, but
can be dispelled via spells like dispel magic.
Additionally, on a successful critical hit, the
target is filled with a chilling numbness, which
effectively slows the charaCier (as the spell
slow) for one minute (no save). Creatures
immune to cold damage are immune to the
slowing effect.
CONSTRUCTION
Requirements Craft Magic Arms and Armor,
ice storm, wall ofjire: Cost 32,835 gp



This blade is wrapped in powerful
enchanunents, and is said IOdmw ilS energy
directly from theelememal planes. Its very
exiSlence isan impossibility; as it both burns
with an ifJIeJlse heal and is alsc madeofurrer,
frozen cold. A favorileofshowy ,Jdl'enlUrers
everywhere, these blades nel'er fail 10 impress.

Physical Description

The blade of a sword offireand ice is made
of pure ice and is extremely cold to the touch,
though it would be difficult to tell that from a
glance, as the blade is also constantly wreathed
in white-hot flames. Hidden underneath these
flames, but visible to one who examines the
blade dosely, are a series of runes inscribed on
the blade, which run around theentire rim of its
length, Careful examination ofthese runes (and
a successful DC 20 Knowledge (arcana) or
Knowledge (the planes) che<:k) reveals that these
runes are designed to draw elemental energy
directly from the elemental plane of fire, and the
para-elemental plane of ice. The hilt of the blade
is relatively plain, made of silver, with a small red
ruby set at either end of the cross-guard, and a
large blue sapphire set at the end of the pommel.

Background

No one is certain where the first sword of
fire and ice came from. Some historians and
planar cosmologists believe that it was created
by accident when a portal to the elemental plane
of fire somehow crossed or fused with a portal to
the para-elemental plane of ice; others believe
that it was a creation ofan efreeti lord, who
planned to craft an icy blade he could use against
his efreeti foes, but also wanted it to be
enflamed, as wielding a sword of pure cold
would ostracize him from his kin.

Whatever the origin of the first sword of
fire and ice, it was not the last. Five of the blades
are suspected to exist, though they seem to be
largely identical, and the exact number of the
blades is a matter of some debate. lhat said,
there are enough legends and reports of these
blades being used at more or less the same time
by different adventurers in places very faraway

one another. On one occasion, three of the
blades were brought together in one place, which
proves that there are at least three of them. No
one is certain how these blades are created, and
so a great amount of debate has arisen as to their
source, and why more of them seem to be being
creilted as the years go on.

SWORD OF HFROES

Aura strong enchantment CL 15th
Slot none; Price 1.1.5,pO gp; Weight 8lbs.
Df5CRlPTION
IhiS +5 masterjUlgreatsword allows the Wielder
to benefit extraordinarily from effects which
affect her morale. Whenever the target gains a
morale bonus of any kind, she gains twice that
bonus, instead. Additionally, she is resistant to
morale P'l'"alries, and suffers only halfofany
morale P'l'nalty inflicted upon her (rounded
down, minimum 1).
CONSTRUCTION

Requirements Craft Magic Arms and Armor,
greater heroism; Cost 111.,81.0 gp

Throughout hislOry, the sword ofheroes
has been at the cemerofnumerous epic:
struggles, both obs<:ureand mythic:. So greal is
the history ofthe sword ofheroes tfMt it has
beromedifflcu/t to separate fact from folklore
when examining lhedeeds meted out by this
mythic: blade.

Physical Description

Sixty-fiw inches in length from tip to hilt,
this sword stands as long as d man is tall. The
blade is fonned from pure iron, miraculously
resistant to rusting and stronger than ewn
alchemically treated steel. Lines of identical
runes run the whole length ofthl' blade, stacked
on top of the one another and resembling a tree
comprised of dozens of neatly carved arrow
points aimed at the sword's tip. The hilt and
cross-guard are likewise made from iron, and the
hilt is wrapped in the hide ofan unidentifiable
animal to prewnt chaffing and provide the
wielder with a sUP'l'rior grip. The blade's pommel
appears to be a stone sphere with a ring of runes
carved into it, reading: Glory is Forever.



Background

The sword ofheroes appeared mysteriously
about soo~rsago in the hands ofa greilt
warrior called Du.m. At that time. the dark lord
Yrin seemed to haw had the complete
domination of the world within his grasp. when
the warrior !Juan emetged ~ithoutexplanation
from a c.r.~. lhouglu he fight ....<IS not his own,
!Juan took up arms against theM! tyrant.
rallying the last of the fl'Sistana:o, and
single-handedly turning the tide of the Wat. So
great was Duan's strength ofarms, 50 "as( was
the depths of his~. that no enemy cook!
stand agaillS( him. and in the final climactic
battleofYrin's war, when Yrinand hisdINdlords
had surrounded Duan and it was dear he would
surely die, Duan's couragedid not wane. Though
Duan did indeed die that day, he did so
surrounded by the bodies ofYrin and his
supporters, ensuring the freedom of the"'orld.

Legend says that after his death, one oflhe
dreadlords attempted to claim Duan's sword as a
trophy, only to diSCl)Wr that it vanished as soon
as he louched it. In the end Duan had become
one of the world's greatest heroes, and his deeds
inspired the people to rise up against what
remained ofYrin'sdark tyranny and destroy it
utterly. Since that time, the 5""vn1 ofheroK has
found its w<lIJ into the hands of the bril'o'eSt men
and women as they fight forthe late of the
....'Orid. each time¥lding new heroic deeds to the
its reperto~.

Some scholarshe~ that the SY>Ud of
heroes isn't magical at al.l, and that the special
abilities attriooted to the S\Wrd actually belong
to the heroes who wield the blade. Whatever tbe
case. the S\Wrd of heroes has long~ symbolic
of the triumph of the human spirit, and as such
its reappearance is looked forward to~ithgreat

anticipation by much of the morta.! reahn.

S\\(lRD or K1N(,S

Aura slrong enchantment; CL 12th
Siol none; Price 47.815 ge; Weight " Ibs.
OfSCRJP'nON
ThIS +4 SCimItar gr.1ms 'IS bearer a +5 bOnus to

his leadership score. and granls all his follo.....ers
thai can _ him a +1 bonus on Will saving
throws to resist fe,lr effecls. Fin.llly. whene'ler
the wielder confirms a critiul hit. he may issue a
command to the struck ~ture,as the spell
command (IX: 21).
CONSTJtUCTlON
Requirements Craft Magic Arms and Armor,
clrorm person. command; Cost 24,065 gp

This wondrous blade hds a 10ng.1nd seoried
hiseory and has pld}-ed a majorpdrt in fhe lives of
geeilf heroesdnd kings for generillions. With
eilch new wielder fhe blilde's eepUI.1Uon grows:
.1lre.1dy legend.1ry. the sword ofkings is rilpidly
.11/i1ining thesfafus ofmylh in much o(the
""-orld.

Physical Description

The SM)rd ofkings, despite its great age,
retains the same luster and edge as when it was
first forged thousands of~rsago. The blade
itself is hedvr. with a moderilte CUJ'V". and is
precisely J2 inches long. It is comprised ofa
g1eil1tling metal. similar to sted and WOI"ked .....ith
subtle gold fiIigJft suggesti1.~of rising W'M'S.

When grasped. the filigree seems toglaw~itha
50ft ",iUte light. leaving little doubt ofthe
IDilgica.! nature of the blade. The cross-guard is
reminiscent ofa coiled serpent, lDilde entirely
from gold and~ with exquisite detail. The
hilt, like the cross-guard, is made from gold bul
is studded with gem-qualiry sapphires of the
moslvibrant blue, while tbe pommel iscapped
by a pigeon blood-red rnbywhich reflects light
with an almost unnarural intensity. The SCilbbard



features more elaborate filigree \'IQrk in
alternating pattems ofgold and silver and
conceals an ancient engraving which translates
to "A king in the eyes offate,"

Background

Forged thousands ofyears ago, when the
world was still a vast desert, for the sultan of a
gredt empire which roled much ofth~ancient
Lmds, die sword ofkinss began its existenct' as a
memento ofone of the sultan's earlyconqu~.
Kha, die suilan, was pleased widi his gift and
found the opuleoa- of the decorative blade to
suit his stdtus as theera's greatest king. As time
'went on, the sultan became evt'n mo~attached
to his p~, raJ'e1y making publkappearances
without ir, and by the timeofhis deadi the blade
had become a symbol of the throne.

\~nKha died, W sword feU into the
handsofhis eldest son Rhet:, who\O'as now to
rule the sultanate. Rhet:, who wished to he an
~n grealerruler than his fatMT, was the one to
~t the- blade to serve him in a great warof
unification which would see Rhet:'sem~
~end to OO\l!'r nearly the whole world. 1he
blade now carried a po..erful ancient magic
which not only mctde a formidable weapon in
combat, but alsoenha~ Rhet's already
considet'ilble leadenhip abilities, inspiring his
troops to a state of Canatical devotion and
spurring them on to feats of inhuman br.n1!ry.
Widieach newvictory Rhet's !X""1!rgrew. and so
did his people's belief in the magic of his blade, a
fact that Rhet used to gredt advantage as he
asserted die blade was not merely asa symbol of
the throne, but was the source of royal authority.
As time wore on, Rhet became fearful of his own
mortality, for he had no heirs and was su~ that
his empire would fall into chaos upon hisdeath.
Seeking a means to liveetemally, Rhet sought
out the throne of Malkira, an ancient artifact
said to grant eternal life towhoeverdaimed it.
However, when Rhet took the throne, the
demoness Malkira appeared before him and
demanded hisallegianct' in exchange for the
throne's gift. Refusing to hand the world over to
the demon, Rhet refused, for which Malkira
mocked him. She told him that she ,",'Quid

simply kill him and claim the sword, and with it
the right lO rule his empire. No match for
Malkira's powt'r, Rhet used his last breath to
plact' a pcM1!rful curse upon Ihe sword orkings.
calling down the shades of all those who where
ever loyal to him to slay any but his rightful heir
who attempted to claim the blade. When she
turned to claim her prize, Malkira became the
curse's first victim.

Following Rher's death on the dirone of
Malkira, many upstan warlords and ambitious
nobles sought out the Cabled sword, hoping to
~ its magic [0 gain !X""1!r, but each met the
same doom which hefeU Malkira in ancient time,
With the ancient curse prot:ecting the blade, it
~d remain lost to mortal kind for
generations. Long after W S\O'Qrd had fallen into
obscurity, a berserkff by the name ofStohl came
to the caw' of Mallcira purdy by accident,
seeking a place of refuge after his lord had
betra}l!"d. him and nearly claimed his life in an
ambush. With the lord's men only a shan wars
behind him Stoth claimed the S\\mrl in a
desperate att=tpl to defend himsel£ As in
generations past, Rher's final curse tried todaim
the lif~ of the~warriof, but the sh.ldowy
forms ofRhet's long-dead annywere no match
for the beBerker's primal strength, and Stohl
ultimately pn-vailed against W ancient curse,
shattering it for all time.

Having witnessed Stohl single-handedly
destroya \"ilSt army, die ttaitorous warriors ",110
had been hunting the berserker threw down
their arms and swore loyalty to him. In an
uncommon showing of mercy Stohl spated the
warriors, who became his first vassals. Now, with
a small but Wl'U-ttained army under his
command, Stohl sought vengeanct' against the
lord who betra'J"d himand ma«:hed against him
directly. During the battle, many of the lord's
soldiers found themseM-s in aWl' of Stohl's great
fighting pnJ\\/5S, and SQme evl'n sUlTendered
rather than fact' his wrath. Ultimately, Stohl
killed the lord and inherited his lands and
people. His enemy defeated, Stohl would onct'
again wield the sword of kings while leading a
great war, but where Rhet wanted to role over all
the world, Stohl wished to ftee the world from



tyrants and warlords. Using the sword's IlliIgiC,
Stohl convinced hundreds of thouSdIlds to rise
up against their oppressors and banish them
from the land.

In the wake of his great rebellion, Stohl
found himself to be the ruler of a vast empire.
However, sure that such power would ultiIlliltely
corrupt him, Stohl decided to divide rulership
dfIlong his ten most trusted generals, gifting
each a replica of the sword ofkings as symbol of
their status. Many of these swords can still be
found in the treasuries of today's great nobility.

SWORn OF THF I [(,lOr.;

Aura strong conjuration: CL 13th
Slot none: Price 70,630 8P; Weight 4 Ibs.
DESCRIPTION
This ornate +] cold iron longsword bears the
markings of a commanding officer's blade. This
longsword appears to be normal until someone
speaks its command word and yells a battle cry.
Then the longsword summons ,d6-+1 human
einherjar· warriors to light for the character
who summoned thl'm. Th" longsword can
summon thesl' immortal warriors once every 7
days. Summoned einherjar ,He 5th-level
warriors, and they are unable to use lhl'ir
oversoul transformation: they arrive with a
breastplate, longsword, and heavy steel shield.
They attack anyone the possessor of the
longsword commands them to lighl until they
or their opponents are slain or until I hour has
elapsed, whichever comes first. Summoned
einherjar have the following ability scores: Str
18, Dex IS, Con 18, Int II. Wis 12, Cha 10.
CON~'-RUCTION

Requiremems Craft Magic Arms and Armor.
summon mOllster V1; Cost 36,630 gp
"For mo,"" informal ion on Ihe einher;ar template, click
her"_

This famous blade is well known among
historians and mililary leaders. II is Sdid thoil
those who wield this SIO-urd can summon a
portion ofthe Immortal Legion.

Physical Description

The sword ofthe legion has theappearance
ofan ornate officer's longsword. Its cold iron
double-edged blade is slightly curved and
narrow, and it always appears well-polished and
maintained. The cross-guard is decorated with
markings denoting the rank of general. The
sword's hilt isalso decorated in a similar fashion.

Background

The sword of the legion is said to have been
the sword used by the great general, Tychillus,
who died alongside his most loyal soldiers in the
thick ofbattle. At the moment of his death, a
portion of his spirit and those of the soldiers that
died with him became bonded to the blade.
Though that battle was lost, thewarwas far from
over. The late general's son, Archaeos,led his
battalion into enemy-controlled territory to
recover the bodies of his father and his father's
men so they could be given a hero's burial. In the
end, hewas able to find his father, but it cdfIle at
the cost of most of his men. Surrounded on all
sides, Archaeos knew they weren't going to make
it out of there alive, so he picked up his futher's
blade and rallied his troops, telling them that if
they were going to die, theywere at least going to
take the enemy with them. As Archaeos let loose
his battle cry, the sword called forth the spirits of
his father and his father's men, and with the aid
of these spectral soldiers Archaeos's battalion
IlliIIldged to tum back the enemy and regain
much of the ground they lost.

With the aid of the sword, Archaeos was
able to tum the war in his favor and was
evf'ntually victorious. Archaeos went on to win
evf'ry battle he ever entered into with the aid of
his father's sword. The sword thn reIllilined in
his son's possession till the day he died. Since his
son's death, the sword has been in the hands of
countless generals and othercolIlIlldnding
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officers; Commander Heralio led his men to
victory Ovt'r the dragon lords of Darcoth, and it
was ewn said that the orcish warlord Skred
lronscarwielded the sword in his battles against
the elws of the Hidden Isle,

The sword's current whereabouts are
unknawn, but there are countless rumors about
its location. Some say that theS'o''Ord lies in the
treasury of Emperor Kondo of the Third
Dynasty, or that it lies in the rninsof the former
capital ofTermath. Others say that the S\\'Ord
has somehow found its way to tomb of its
original awneI". There an' also rumors going
around that the sword is lying in the shadows.
'A-aiting to~u1 itself to a swordsrn.ln worthyof
widdingit.

<;\\()R[)()! fRI III

Aur.. strong enchantment; Cll1th
Slot none; Price 11,]15 Sp; Weight 11bs.
DESCRIPTION
This H axiomatic 1Ollgsword has a number of
additional abilities. Fil'$l of all, the S'o"ord draws
its name from the fact that anyone wielding it is
incapable ofspeaking fal~, This functions as
the spe1l10ne oftruth ,ex~ that no Will save
is allm"ed, but the effect un be ended at any
time by putting down or sheilthing the sword.
Secondly, ilnyonl' who s....ears an OiIIth while
holding the sword is affected as though by the
spell yeas/quest, with the geas being to uphold
the OiIIth they s....ore. This also does not allow a
saving throw. Finally, those looking through the
gem in the sword's hilt ilre able to pierce
through ,my i!lusions. This fUTK'lions as though
the wielder were affected by the Irue seeing
spell, except t h.:lt it is a f1't"l' action to begin or
end the effect, and the sword can grant only
twenty rounds of this effect each day.
CONSTRUCTION
Requirements Crafl Magic Arms and Annor,
goos/ques/ ,order's wro/h, true seeing, zone of
truth; COSI11,)15 gp

This filmaus blade is well known dCroSS Ihe
lilnd, dnd features prominently in mdny legends
dnd histories. 1/ is said that the bl,lC/e does /lot
SUfferdn untrustworthy wielder, dnd those who

openlyc,my the blilde lend 10 be welcomed .IS

h,~

Physical Description

The sword oftruth is a relatively
plain-looking 10ngS\\'Ord considering its fame
and the roles it has playl"d throughout history.
Its double-edged blade is straight and I1<lfroW,

and is always well-polished and sharp, but is
made of mundane steel. The handle, likewise, is
wrapped in plain black INther. The only
concession to decwation is the blade's
cross-guard, which is made up ofan enormous
ruby, shaped like a giant, walching eye and set in
a thin frame ofgold.

Background

The Sl'll)ro oftruLh is said to have first been
created bya po'I'I'l'lfularchon (some say il was in
fact created by a deity, but sourees argue as to
prec:iseIy""iUch one) and granted to King Raben
the Wise asa S)"lllbol ofsupport for him. At the
time, Robert was a hwnble shepherd, but,
according to the legl"nd, with the aid of the
S\Wrd and the encouragement of the heavens, he
led a rebellion against the t}Tant Queen Ingrid
IV; after which he was, himself, ctO'I'Ined king.
Robert's 'Aisdom in ruling. and his fairness and
~n-handednessas a judge and lord of the land
are, themselves, things of legl"nd, but it is saki
that the S\\'Ord oftruth helped to inlluence him
in this VOir)'.

The S'M>rd remained in Robert's dynasty for
nearly three hundred~, serving as a symbol
ofoffice. New kings would swear their OiIIthsof
kingship on the S'A'Ord during COl'Ol1<ltion, and
would have their vassals S'o''I'ar on the sword
when they were appointed positions, as well. The
S'o''Ord came to be as much a symbol of fair
rulership as oftruth and honesty.

The sword was temporarily lost when
Nathan the Usurper ascended to the Ihrone.
Ndthan was unable to hold the S\'l'Ord during his
coroIldoon ceremony, and ordered it destroyed.
Legends vary as to what, exactly, saved the the
sword but most legends either state that the



the knight ordered to destroy it could nor bring
himself to do so, as it would disgrace the
memory ofthe prrvious kings, or that the
archon who first crafted the blade descended
from the heavens to take temporary custody of
it. Eitherway, the sword disappeared from
history for a few hundred years.

According to legend, the sword was wielded
byAlthriel, rhe archon in command of die
legendary MMtyr's Crusade, ",'ben hundreds of
archons and angels descended into the abyss in a
hopeless crusade, with the goal of martyring
themseM-s to foster the growth ofpiety
throughout the cosmos. Whether or not this is
true, and whether Althrie! is the same archon
who first gifted the sword oftruth to mankind, is
a matter ofspeculation amongst bards.

No other confirmed sightings of the S"''Ord
h.n~~ in the last rIuft hundnod years,
butlDiUl}' false swordsoftnuh h.-r.~ popped up,
typically in the hands ofcunning and sly
individuals who recognize the value ofa sword
that everyone will think prevents the wielder
from lying, but in fact does not do so. These
charlatans rarelYaIllOWlt to much, but they do
help to keep the legend of the SlOUrd oftrulh
aln~,~ if they make people more wary of
immediatelyaccepting that anygM-n sword of
truth is genuine. In fact, legends and tales of the
SlOUrd oftruth are 50 perv.tSh~that any NPC
who succeeds on a IX 10 KnOlOiedge (History)
check (which can be made untrained) Call
tecognize what the sword oflruth looks like, and
knows that anyone holding the real sword
cannot tell lies.

\\ \\1 BL\IJI

Aura strong f'\'lXation CL lyh
Slot none; Price 38,m gp: WeiR,ht 8 [bs.
OESCR1PnON
I h,s -+-J}olch/Ofl allows tilt' Wielder to unleaSh an
energy wave from his sword as a full·round
olction which provokes attacks of opponunity.
This Wa\'e is a 30-ft, line attack. The wielder
makes.:m attack roll olgainst each creature in the
Hne using his full base attack bonus and all
nannal modifters, as though making a regular
me~ .lItack. On '" successful hil, the target
takes damage as though the wielder struck him
with a normal melee attack. Each creature in tile
line is targeted, t'\'en if the line misses creatures
closer to the wielder, Ihough .:mything that
blocks line of effect (and is not destroyed by the
line attack's damage) blocks the effect.
CONmU<TlON

Requirements Crall: Magic Arms and Armor,
te/~kinesis;COSI 19>375 gp

This tnilsnificellt blade has decided fhe fate
ofmdny oou/esowrthe yt'ars. pnwidinS'" de­
finitive edse in the hdndsofd Sjfted swordsman.
En'n now, a thouSdnd yedrs dfter ils falgin&. I.he
wave blade colltinues to be the subject ofmany
Idles ofheroic exploits.

Physical Description

E\~"thingabout this S"''Ord furthers the
~ofa fantastically m.agical \O'NPOn. Th~
blade itself is a shimmering aqua color and runs
in a heavycurvt'about 18 inches from point to
hilt, Elaborate scrollwork forms a mirrored
pattern inlaid into either side of the razor-sharp
blade. The cross-guard is a striking image ofa
breaking wave realized resplendently in while
gold. The hilt is wrapped widl a strange,
shocking pwpl~ mdal wire, providing £he
\Oielderwith a \'ery reli.a.ble grip, F"lnally, the
sheath is~ from solid mithral stylized in the
form ofa raging wmrlY.ind.

Background

The Wolve blade, so named for its aquatic



appearance and flowing style, IIliIde its first
appearance on the world stage around one
thousand years ago. According to legend, a
foreign prince adventuring in the Baudic desert
discovered a djinni imprisoned within a ring
while exploring one of the numerous caves in
that region. Feeling that no creature deserved to
be imprisoned in such a way, the prince freed the
djinni from the ring. Grateful for his freedom the
djinni awarded the prince with this fine blade,
explaining that it would serve him well on his
travels. Sooner than the prince thought, the
djinni's prediction would prove true, as hewas
confronted by a trio of inunortal wizards who
were apparently responsible for the djinni's
imprisonment. The wizards, outraged at the
prince'sarrogance, cast a spell binding him in
place at the start of the battle. The prince was
worried that the mages would simply stand at a
distance and destroy him with IIliIgiC, and he
swung his blade in frustration, unleashing for
the first time the power within, surprising the
mages and beginning the battle in earnest.
Ultimately, the IIliIgic of the Wd~'eblade was
sufficient to overcome the wizards' spells and the
prince emerged from the battle victorious.

Wounded from the fight and thirsty from
the long journey, the prince IIliIde his waytoa
nearby river in order to rest and to see to his
physical needs. While at the river, hewas spotted
by a group of river pirates who could not resist
the target ofa wounded prince and so attacked
him while hewas recovering from his battle.
While the w,n'e blade gave the prince an edge in
the battle, exhausted as hewas he was soon
overwhelmed. The pirates now had control of
the wave blade, which they would use to unite
the other pirate dans and forever alter the fate of
Baudi. With a united front and a powerful IIliIgiC
blade, the pirates sought to overthrow the Baudi
royal family, starting a civil conflict which has
raged since.

While the pirates definitely had an advan­
tage in the early part of the war, the fallen
prince's family sent aid to the Baudi royal forces
to avenge the death of one of their own.So
bolstered, the Baudic loyalists eventually
maIldged to take the wave blade ITom the

pirates, and, with its capture, shift thewhole
momentum of the war. Some years later, when it
seemed the royalists would surely triumph, a
pirate hero claimed the blade for his own and
maIldged to win a key victorywhich would see
the continuation of the conflict. For years this
raged on, each side seeking to control the wave
blade (and with it, the fate of a Ildtion) at all
costs. In this way, the sword exchanged owners
countless times, until twenty years ago, when the
blade was lost following a great battle. Since that
time both sides have been searching for it
endlessly without success.

XII VIXTUAR S rAM,

Aura moderate evocation: CL 9th
Slot none: Price 51,301 gp: Weight If1.lb.
DESCRIPTION

This +1. corrosive~ bone dagger was once the
looth ofa mighty and powerful black dragon. In
addition to the acid which seems to continually
blloed from the dagger's bone blade. the dagger
also continually coalS itself in black adder
venom, poisoning its target with each strike.
Finally, three times per day the dagger can
inject a more potent venom into its victim. This
is a free action made as part of the anack, but
must he declared before the attack roll is made.
Iflhe allack misses, the use is wasled.
Otherwise. the target must succeed on a
Fortitude save (DC 17) or be paral}'"led for Id1+1
rounds.
CONSTRUCTION

Requirements Craft Magic Arms and Armor,
acid arrow, coutagion; Cost 1.5,804 gp
·For n1or~ information on lh~ ~o'rosivr sproial ability,
"'" the Advancrd Playrrs Guidr. Allrmativrly. this
property can be replacrd with flamin9 ,fro;t , or "hock.

This potent bone dagger still holds all the
bitler hatred, bile, and ~"enom o(the dr<lgon
whose tooth it ollce was. Though it is Ilot
sentient, it seethes with hale and /Oilthing, <IS

though the enchantments/aid upon it ""ere
made upo(pure spite.

Physical Description

It's dear at a glance that Xi/vixthars (ang is



is not an ordinary dagger. Forone thing, it is
made of a razor-sharp, serrated bone, which
CUI'Vl"S wickedly and ends in a deadly point.
Those examining it doselycan tell that it is
actually a ""'ry large fang, nearly a foot in length.
The blade smells faintly of sulfur and muck, and
small beads ofacid are constantly forming on its
surface, trickling off the blade and giving it the
appearance that it is bleeding a green bile. The
handle of the blade is covered in small, black
scales, and the ""'ry tip of the pommel is capped
with an obsidian dragon's head, mouth open in
an etema! shriek.

Background

As its name suggests, Xilvixlhar's {<Ins was
once the fang ofa terrible swamp dragon by the
lldIIle ofXilvixthar. An ancient and IIldssive
black dragon, Xilvixthar had corrupted and
twisted the land around him into a fetid and
twisted murky wasteland, and the pollution and
taint he spread {","{'ntually corrupted the dragon
in tum. Xilvixthar's breath was not just acidic,
but he was also highly venomous, and, according
to legend, was even surrounded bya miasma of
deadly vapors, which "'"Quid slay those who
dared approach him.

Not content to simply lurk in the heart of
an isolated swamp, Xilvixthar turned to
necromancy, and began raising up whole armies
of zombies and skeletons from the heart of his
swamp kingdom, which he sent out to the
surrounding lands to demand tribute in the
fonn ofgold, IIldgic items, and, with increasing
frequency as time went on, young IIldidens.
Those towns and villages who resisted the
dragon's henchmen were soon visited by
Xilvixthar himself, who is said to have blocked
out the sun with his size. Xilvixthar left no
sUivivors, and, what's more, he left the places he
visited pennanentlypolluted and tainted, so that
no one could live or grow crops there for
generations after his passing.

This continued for nearly a century, with
Xilvixthar's p<m"{'fand area of influence growing
steadily larger and larger as time went on.
Eventually he had created a small nation

for himself, and his territory expanded several
hundred miles in each direction from the black
and withered heart of his dark nation, the
corrupted and polluted swampland he lived. in.
Eventually, however, Xilvixthar was slain by a
courageous knight, who ended his reign of
tyranny. The knight, whose name was not
recorded by history, is said to ha"", dragged the
mighty dragon's head behind his horse
throughout the land, in order to show the people
that they were free, and need not fear the dragon
any longer.

What, precisely, happened to the head after
that is unknown, but eventually six of the
dragon's fangs made their way to a IIldster smith,
who recognized that they held agreat power in
them. He forged each of them into a dagger, and
thus Xilvixth<lr"s f<lngwas born. Legends about
the daggers state that the rage and hatred of the
dragon king still lives on in those blades, and
that with each strike they take out their
vengeance on the"'"Qrld one piece at a time.
Some even go so faras to say that the blades still
contain a small piece of the dragon's sentience,
and that they are all part ofa long-tenn plan by
the dragon to eventually rise again.

I
I
•



http://www.necromancers-online.com
http://rpg.drivethrustuff.com/product_info.php?products_id=91092
http://rpg.drivethrustuff.com/product_info.php?products_id=89035
http://rpg.drivethrustuff.com/product_info.php?products_id=87707


_ ........_...--...-_--.._-.-f"OID1._.....,._...-....."P-~'__t ....
--._-._..or-~.._._,... -'._ ............-- _ .. - _
__......"....--..-_.._o,-<>--e-. ..<-_ ..-....-__

__-- .--.._tloI"'...",.. ..-_, __ _ .._ .._,....O<'I.-' __O'_a-.-.-._"*"_.__-.__ __ "-...{wIooo _.__'_-..__~'~'~~__-' _ ...... ... _ .. ...,.....e.,. ..'-_.-.. y -..o-p,,~ ..'-__...:: '
_'- __..e-eu.,.W_.. ..__...... _ _ .._<;h>.....N_..__
..... _ .. ..._.__- .."-"-.-...,...,...-,......_- _eor-""""".."""'-"-"""''''-- ......-............._......-.-."""..__ ........_~--.-,,----.--_ ...._-..--.....
~.
....... _ ....,.".<>r-G-.e-...........-.-l(oIl .....'-

__....or-~'-._l... _

OPI!H"""'~_''''--_... ......,...._"- ..........,.",......-_...."-""~ ...""'-
L_WC-' ._ .... _ o,-"-e-~__ i -
_ ...__- _ __....__ Ie , ,e \_~__..__

__..,. ..-. 1 .....__!<I.....-.- . ,...."...e.-~

-"'---"'-"'''-. ' .-- _ _----_..............,..... _-+ _ -.___--<>r-.,...e-..,. e-- --._ .-._--- low ~

...,.---"'-1-lol--- -'...-.--- ---'-"'------~f-~~-~:- __._-......... ......__- ...._,' .-r'"'------ ,
- ..... 'i ..-...... ' • _ ........ _ ...~____ _......-.__ ,

.......~-__-.__......--~_-_---' o'~ ..-ot..--,...-.........,.-......o,_<-.e-..--..__-. --.......C " ........,..- -..-....-_....Opoo<_.'_....C ..........,..-..~_,,__....' ._... _ ...--_ Opoo<-.e_.
"'l"l'_.~"1'.... _ .. .._.-.

~,...,__u__..""'o,_<-.e_ _. ..o,_<:_oe_..,...." ........ _ ....._ot_._.. •
_ ....,.o,_<:_oe- ....,.."""-No_..,. ~ .._ .......___No__..__..,............."'"
Opoo<:_oe-__-.-.

1'-.... ...,. ..........o,_<-.e_y__y_-.-....._ ...... ..-

~-......-~y ..~""""'"...-.._'_,,_ <;<JI'YU:;iJ4T~.. ""'Opoo<:-oe_y'"'__
_ ~_ ._y__...... _ .......... _ ...................... _ o:;JP'l'U;lHT"""""' ..""'_Opoo<:-oe_,..__

,.lJoo .. _ _.,..y-_-..lJoo-r_......._-----..-, 10,,__...-,._.._.. __.._ ..__............_.y__- ..- , ,_~, ...,_""'_.._y-.. ..__....._OI-<:_O<:-__...-,._.._'. .._ _..__~_T__,...-.....__..Opoo<:_oe- •
_ ...._ ..--....... ,...- __.......Opoo<-.e_..... _ .._---..- ..--_.
• ".,~.~~....._o,_<-.e_y ...... _ ...._ ....... Opoo<_.e_.

~_...-.-...._-..,.--_..-.-.y-...,--""'--....-..-'-......._--""'Opoo
<-."-....---""'_.. _.-.

...Cor.- .._'-y_ _..__....,_oI..o,_<_.e_y_~
"lJoo..~""--y_...,-__.. ..o,_<-.e-_.._ ..""'e-_y-....-,..-........e_.... _U-_..~...._ ..y- .._-""'oI.._ot_'__ .......... _ ........o,_<_.e__,, .......,.~~~~
...-_._...,-_lJoo""'Opoo<:-O.......-_
11 __..___._~_....y_ ...._-.._ ..... - .... ,........_-....--.. - ....._ .._ot_..-
",."' ·.""'....-ot_'_" ......._~_~,.,,,_.....-.................,,....__..-.~,~~,.,,
.~-Opoo<:_o'_.u..~__....e-""-
__""'-~ ot..e-""'-; e-....__.........,~"""'_.... _ ......:..-_<>-_......__w,-. -_-....."'"7_ __ """'e-_~_. _= __..._-.-_<;ooO, ......_
~":",::,:::,,,,,,,~,=:~~~~"==-,"_,,-,,_",,,""_.o:__,,,",,,,Oo. 0.- _

.......~-' .._-'"'----lAw V__"",,,,","__ ....--.=_....__.........- ........._ .._.,...~""""..__......_~_,.. ...._UC..-.- ....__......_ ........
,..._ _ lOOI" _=_ __ _........,...w ~__ _UC_ __ _-...
A '~__ ot .._=_ __zmod._-...
AI' ·.a_,..._....__ __ _=_ __z-._-...
AI' ·•..- n'" _ _-.=_ __......_ ........
,..._.__ _"""'..... """, ot .._=..-.- __..-._--._W_W., _<:."-"",,, ot .._=..-.- __..-._.........
I' ..... ,...__ ~.,.,...""""'''"' --.=_.....__......_-...-,..._V_.-.._ ..........",,_ ot .._-.=_....__ _-..
AU '•..-__.._.,.,..."""",,, _-.0=_ __ _-...-
A" ·.a__.._ ..........""", _=_ __ _-...--"--"-"""",,","""'" ....._=-_ _--...AI' ' • ..-,...._""""""'""",,, ...._-.=__--.,.....__....
A" '•..-_......................""".. .. .._-.=_....__........_-...-.__""_V__"_""",,",,,,,""'W ...._=_.....__......_-...-




	The Ebon Vault: Swords of Legend

	A Short Story...

	Foreword

	Introduction

	Special Materials

	Bone

	Crystallized Malice

	Gold

	Null Steel

	Stainless Steel


	Mundane Weapon Enhancements

	Table 1-1: Weapon Enhancements

	Balanced

	Basket Hilt

	Heavy

	Light

	One-Edged

	Ornate

	Peace Scabbard

	Peace Scabbard, False

	Serrated Blade

	Thin Build


	Weapon Special Abilities

	Table 1-2: Weapon Special Abilities

	Absorbing

	Absorbing, Greater

	Blessed

	Blinding

	Blood Fountain

	Branded

	Crippling

	Deafening

	Devastating

	Dread

	Dueling

	Fearful

	Finesse

	Flame Wave

	Flameblade

	Forceblade

	Frost Wave

	Glowing

	Impaling

	Indestructible

	Lightningblade

	Masterful

	Omni-bane

	Opportunistic

	Overwhelming

	Quick Blade

	Reaving

	Shielding

	Shock Wave

	Suffocating

	Sundering

	Slicing

	True

	Twin

	Vanishing

	Vital Striking


	Specific Weapons

	Table 1-3: Specific Weapons

	Athame of the Initiated

	Blade of Keys

	Decimator

	Duelist's Ally

	Gambler's Blade

	Magnetic Blade

	Mirror Blade

	Nocturne's Kiss

	Silver Rose

	Sword of the Blind Prophet

	Sword of Boundless Courage

	Sword of Fire and Ice

	Sword of Heroes

	Sword of Kings

	Sword of the Legion

	Sword of Truth

	Wave Blade

	Xilvixthar's Fang



	Sidebar: Which Weapons are Bladed?


