=4, L
gt
g e

)

Y

s
._;_'-', Sl ik A



Encyclopedia Magica™

Agcessory

Credits
Design: It is impossible ta list all of the creators of the items cataloged in these volumes, but
credit goes to everyone who has created a magic item in a module, boxed set, aceessory,
hardbound, or magazine article published in the last 20 years,
Compilation and Development: slade
Development and Editing: Doug Stewart
Project Coordination: Steve Winter
Interior Black and White Art: Arnie Swekel
Interior Color Art: Clyde Caldwell, Jeff Easley, Roger Raupp, Robh Ruppel
Graphic Coordination: Stephen A, Daniele
Graphic Design: Dee Barnen
Prepress Coordination: Dave Conant
‘Typesetting: Nancy J. Kerkstra
Production: Paul Hanchette

Acknowledgments: L. Richard Baker 111, Anne Brown, Bruce Heard, Colin McComb,
Ed Greenwood, Roger E. Moore, slade, Steven E. Schend, Doug Stewart, Georgia 8. Stewart,
William Moots, and Skip Williams who supplicd new and unique magical items, And, of course,
James M, Ward, for laughing when he heard slade had this project.

Volume Four

Theories on Converging Transitions (Spellbook) to Zweiback of Zymurgy

TagLE OF CONTENTS

B e e e S SR R TR R AR 1251
T o o B e o T o e b e o A o T A A 1417
D i e R e R N R R R R A Um0, BT S T e W AT a3 1465
R TR S R R o e R B W0, e B R e wm T 1469
1, N TP PP PG APEAE o SRS 1473
T o e P s e o b b L i et oo G e A m L, B R S WA A 1563
Last Word, Biblography . . .. coooiiiiiin it sasasaassisasinasasossrsnns 1566
BRI st S et s b e g e L L 1567
TRUEIERE i R A A8 B R R B o om0 S S B e 1597
TSR, Ine, TSR Led
2 i i
WLSI4T Cambridge, CHI 3LH
LISA Limibgd Kengdom

AD&ED, ADVARCED DUNGEONS & DRAGUNS, AL-QADIM, BATTLESYSTEM, BLACKMOOK, CARDMASTER, D&D, DARK SUN, DRAGON
DRAGON'S CROWN, DRAGONLANCE, DRAGON MOUNTAIN, MRAGON QUEST. DUNGEUN, DUNGEDNS & DRAGONS, DUNGEGN MASTER,
FIEND FOLIO, FORGOTTEN REALMS, GAMMA WORLD, GREYHAWK, HULLOW WORLD, MONSTROLS COMPENRIUM, MYSTARA,
POLYHEDRON, RAVENLOFT, RPGA, the RPOA Logo, SPELLIAMMER. amsd WORLD OF GREYHAW K s reglstered irsdemnarks qwmed by TSR, Inc.
ALWAYS AN ADVENTLURE' , CREATURE CRUCIELE, DEITIES & DEMIGUDS, ENCYCLOPEDIA MAGICA, LIVING CITY, MENZDBERRANLAN,
MONSTROLUS MANUAL, PLANESCAPE, RAVENS HLUFF, ROLE PLAYING GAME ASSOCIATION, WILDEPACE, and the TSR Lego are trademarks
mwned hy TER, Ine.

Al TSR characien, chameer panes, spell namcs, magical hem names, unigee place locations, and the dastisct likenerses thereof are trsdernarks evmedd by TRR,
liig, LANKHMAR is a trademark owned by and esed under license from Frile Laiber.

Randoim House and its affifime companies have workdwids distribsion rights in the book trade for Enjlish laingaage peodnets of TSR, Inc. Duinbused B the oy
ard hohby traide by regional distribuiars. Dustnbssiod (o the book aod hobby trade i the Linked Kingdom by TSR Lul.

This wark is protecied undsr the copynight L of the United Stated of America Any reproduction or unauthoraed wse of the matenial or an work presented
herein is prohibted by kow wichout the express written permissios af TSR, Ine

1095 TSR, Inc. Al Raghts Reserved, Printed i the LS A
Fiasd Prenlissg, Movember 1995
2IG1XXX 1500






Spellbook

Theories on Converging Transi-
tions
XP Value: 1,200 GP Value: 12,000
Daaon® Magazine 52
Lhegrand's spellbook has dimension door, pass-
wall, and an archaic version of the gate spell
penned in it,

Theory of the Invisible Forces
XP Value: 1,600 GP Value: 16,000
[Deacos Magazine 52
Penned by Tenser, this spellbook contains push,
unseen servant, strengih, and Tenser s floating disc.

Theory of Occult Visual Shock
XP Value: 1,600 GP Value: 16,000
Dracox Magazine 82

Ye'Cind penned foar, minor creation, phartasmal
killer, and major creation into this small spell-
book, 2
Theories on Perception
XP Value: 1,600 GP Value: 16,000

- Dtacon Magazine 82
The wizard Kuroth penned this manuscript. The
spellbook contains detect evil, clafvawdience, true
sight, and deafiess.

of Thorns

GP Value: 16,000
The Magister
The Spellhaok of Thorns 15 two plain oak boards,
2 hand widths wide by 3 tall, bound with a thorn-
root vine 1o four parchment sheets, on which are
set down four druid spells, one to a page.

This plain tome was given to the reclusive
Aubaerus “the Ravenmaster,” a druid of the Dale-
lands, by the Battledale Seven, a now-vanished
circle of druids. They in turn had it from an ear-
lier circle of druids, the Ring of Wyvernwater. [ts
maker is unknown, but said by some to be the
Hierophant Druid Khamlauras Iriphar of Cormyr,

The book's spells are cafl lightming, greenwood
{a rarely seen druid spell, detailed hereafter), con-
trol vapor (another rarely seen druid spell,
deseribed below) and wall of thorns.

XP Value: 1,600

Greenwood

(Alteration)

Level: 3

Components: V| 5, M
Range: 10 feet per level
Casting Time: 3
Duration: | turn per level
Saving Throw: None

Spellibook of Thorms

Area of Effect: 9 cubic feet, plus | cubic
foot per level
Definition: By means of this spell, a
druid can temporarily make dead and
withered trees appear living, green, and healthy.
Dead or bare trees, shrubs, and vines can be made
to cloak themselves in leaves (enough to afford
concealment, but not enough o use for an enlan-
gle spell). Dry firewood can be made damp
enough that it wont light—or, if already alight,
the flames simply die down to a thick, choking
smoke (in a cloud equal in effects to that pro-
duced by the druid pyrotechnics spell). Dry, sea-
soned wood (such as a ship’s mast) can be made
1o bend and snap under a strain like green wood;
rotten wood (such as an old bridge or ruin) will
usually collapse or become unsafle to carry any
future load.

Damage to plants from such a condition is per-
manent, but the wood otherwizse reverts to its for-
mer state after the expiration of the spell.

Control Vapor
(Alteration/Conjuration/Summoning)

Level: 5

Components: ¥, 5, M

Range: 40 feet

Casting Time: 6

Duration: 1 round per level

Saving Throw: None

Aren of Effect: 10 feet per level, hemispherical
Definition: By means of this spell, a druid is able
to alter the movement rate and direction of nat-
ural or magical smokes and vapors, including
incendiary clouds, smoke ghosts, breath weap-
ons, and creatures in gaseous form. Within the
area of effect, wind effects are negated even if of
magical origin, and a druid 15 able to hold the
vapor stationary or move it up ta 1 foot per level
per round in any desired direction. If the vapor
passes oul of the stationary area of effect of the
spell, control is lost,

Unlike the Sth-level wizard spell hold vapor,
control vapor affords no saving throw to creatures
in gaseous form, Vapors cannot alter their form or
split it unless the druid wills it, although creatures
normally able to alter their gaseous form into
another form can do so despite the druid’s wishes
{the process takes twice as long as it ordinarily
does). Clouds of insects and similar insubstantial or
amorphous butl nongaseous creatures or groups of
creatures are not affected by ths spell.

Phezult’s Sleep of Ages
([ Alteration/Reversible)
Level: 9

Components: V. 5, M

Range: 10 feet per level
s
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g Speilbook of Time '

Casting Time: 3 rounds
Duration: Permanent
Saving Throw: Negates
Area of Effect: All living creatures in range
Definition: By means of this spell, a stasis ficld 15
crested about the spell focus, radiating outward in
an expanding sphere through solid rock and other
physical or magical barriers (only an antimagic
shell, prismatic sphere, or a closed cube or spheri-
cally shaped wall of force will stop its effects), 20
feet per round, until it reaches a maximum spheri-
cal valume of 10-foot-radius per level of the caster.
All living creatures within this field except the
caster and any beings protected as noted above
must save vs. spell or be placed in suspended ani-
mation, whether they wish to be or not. Creatures
of levels or Hit Dice equal to, greater than, or up to
3 levels or HD less than the spellcaster save “at
par”; creatures of 4 1o 7 HD or levels less than the
caster save at —1, and creatures of even lesser lev-
els save at an additional —1 penalty per level less
than 7 helow the caster's. The body functions of
affected creatures’ virtually cease, but they do not
die as a direct result of this state nor will they grow
older as the vears pass. 1f a creature in stasis is
slain by another means—physical attack, crushing,
burial, or drowning due to physical changes
around the body—stasis ends instantly and the
body decays normally, for the affected victim only,
The caster requires his or her own blood (at least
nine drops) smeared into an unbroken ring on any
stable surface (usnally stone) of a radius not more
than the cverall length of the caster’s hand (wrist to
fingertips), into which are placed at least six 500
gp value gems, of any sort, This is the “spell
focus” referred to above, When the spellcasting is
complete, four of these gems vanish, consumed in
the act of releasing the spell’s power. The rest fuel
the stasis field, and dwindle slowly as the time
passes (roughly one year of stasis being yielded
per 10 gp of gem value). Removal of any gemstone
from the circle, except its consumption by the
field, or the breaking of the ring itself, instantly
ends the stasis effect, as will using up all of the
gems, but any number of gems that will fit can be
added to the inside of the ring at any time to
“refuel” the spell, extending its period of efficacy.
The stasis can be lifted from individual crea-
tures without harm and without releasing ather
creatures under the same stasis by casting remporal
reinstatement (see femporal stasiy in the PHB) or
the reverse of this spell, Phezuli s awakening
{which requires neither gems nor blood in its cast-
ing, but merely seven drops of pure or holy waler)
upon the spell focus rather than upon individual
creatures. The stasis field shrinks gradually to
nothingness at the same rate at which it originally
expanded, freeing any creatures formerly within it

instantly, and without any lingering effects as il
does so. No further gemstone material is lost.

Creatures entering the field after it has reached
its full extent, even decades or centuries after the
spell was cast, must save vs. spell to avoid falling
inte stasis. The penalties for levels and Hit Dice
described above apply, bul so does a +3 bonus to
the save for any creature arriving in the field after
it has stabilized at full extent. Such a save must be
made each time a creature enters the stasis field,
even if it has entered and been unaffected before;
but each creature needs save only once per expo-
sure 1o a particular sleep of ages stasis field. Crea-
tures who are physically removed from such a field
without being magically roused wake up by them-
selves 2d4 rounds after removal with no il effects;
the casting of a dispel magic will awaken such
beings instantly if cast upon them when they are
outside a field, but physical means will not hurry
the process. A creature taken out of a stasis field
and then taken back in before awakening retums Lo
stasis without becoming conscious, Creatures in
stasis who are mentally contacted by magic or
psionics while within the field do not respond, and
the being contacting them is placed in stasis (tem-
porary, awakening afler 2d4 rounds as described
above) cach time such contact is attempted.

of Time
XP Value: 4 400 GP Value: 44,000
Lot Tomb of Martek
This book, bound between platinum plates, contains
the following spells: haste, slow, dimension daor,
distance distortion, passvwall, teleport, disintegrare,
limited wish, permanency, femporal stasis, and time
stap. This work may be handled by any player.

Tomarast’s
XP Value: 10,000 GP Value: 100,000
Mordenkainen’s Fantastic Adventure

This spellbook is seribed with the following
spells: affect normal fires, jump, magic missile,
protection from good, darkness 15" radius, invisi-
bifity, levitate, web, wizard lock, dispel magic,
flame arvow, lightning bolt, phantasmal force,
suggestion, confusion, dimension door, poly-
marph other, wall of ice, cone of cold, feeble-
mind, magic far, teleport, repulsion, spiritwrack,
and maonster summaoning V.

Trance of the Intellect
XP Value: 1,600 GI* Value: 16,000
Diracon Magazine 82
Aspirin, a wizard believed to have appeared just
vutside the capital of Grevhawk during the recent
wars that ravaged the lands—from an awry cast-
ing of alter reality—was carrying this book when

he was incarcerated. To this day, the officials of
5135
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~ Spellbook, Tymessul's Enchindion of Travel -

Greyhawk believe he is a spy sent from Iuz to
infiltrate the highest ranks of the country to
assassinate the leaders (using wish and fimired
wish spells) as dictated by an extraplanar contact
(using the book's conract arther plane spell). The
brigand was then to use feign death to deceive the
officials that he was killed in action, so he could
easily escape without provocation. Aspirin, to this
day, denies any such aspirations.

Transcendental Impenetrabilities
XP Value: 1,600 GP Value: 16,000
Dracion Magazine 82
This spellbook is one of Leomund’s most famous
works. It includes Leomund s tiny fut, minor
slabe of inviinerability, globe of imulnerability,

prismaric sphere.

Tymessul's Enchiridion of Travel
XP Value: 7,200 GP Value: 72,000
Dracon Magazine 166

This volume actually consists of five waxed
papyrus scrolls, each tied shut with a ribbon of
red silk. Each ribbon has a small black symbol
waoven into it, in the form of Tymessul's rune.
Each scroll is quite long, nearly 10 feet, and cach
bears, at the top, in silvery ink, the name of the
work (the Enchiridion of Travel) and the number
of the scroll (1 through 5). The five scrolls are
held in a light-green box of ailed wood, with a
simple yet devious lock on the front. The box is
unremarkable except for the fact that it has sur-
vived for nearly 350 vears without any apparent
ill effects from age. The box has a jade rune st in
the top—Tymessul’s svmbol when he was alive.

The rune of Tvmessul “the Wanderer” on the
box and each of the ribbons makes the origin of the
work obvious to scholars of Shalomnese history,
The Enchiridionk origing are further substantiated
n this respect by the fact that the work is written in
the delicate spidery glyphs of a tongue used on the
upper Outer Planes, for the Wanderer was the only
resident of Tikkun Shalom to know this language
at that time, The Wanderer did acknowledge a sec-
ondary source: Acheulea, an archmage from the
Paraelemental Plane of Magma, who was a long-
time associate of Tymessul and often accompanied
him on his voyages to the Outer Planes.

Previous to his disappearance, Tymessul was
renowned for his prolonged trips to the QOuter
Planes, for his founding of the Alliance of Green
Mages, and for the spells he had researched and
perfected (some of which are written in the
Enchiridion). Indeed, his castle, whose magical
defenses remain unbreached to this day, is rumored
o contain many powerful magical items and arti-
facts from the Outer Planes that he collected dur-
ing the decades of his voyaging and must also

contain several previously unknown spells. Fur-
thermore, although the exact date of origin of the
work is unknown, it is evident that the Wanderer
completed the scrolls at a time very near his disap-
pearance, [or the scrolls contain many powerfil
spells, none of which he i= known to have used.

After Tymessul’s official disappearance (this
may have occurred at a much earlier date, but only
became apparent when he failed to turn up for a
meeting of the Green Mages), the Enchiridion was
examined by his colleagues in the Alliance. The
group is largely neutral, dedicated to the preserva-
tion of the natural order on the Prime Material
Plane and the use of the combined magic of wiz-
ards and druids toward this poal. Accordingly, the
group worked closely with the Sorrow Sea druids
in the southern part of Shalom, where the Green
Mages are also located. It was in the joint library
that the twa groups maintain that the Enchiridion of
Travel ended, as did the rest of Tymessul's works,
when his disappearance was scknowledged.

This work apparently remained in that library
until it was lent to the secretive monks of Saint
Shastn, who wished to examine the documents for
clues that might help them in their private battle
apainst the fiend Nuckalavee (this, almost 350
years after Tymessul disappeared). While the
monks were examining the first two scrolls and
consulting with Ghulam, a Hierophant of the Cabal
allied with the Sorrow Sca druids, a ball of bright

red light, 2 feet in diameter, appeared in the room,
5137
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scooped up the scrolls and the box, and disappeared
with them. The Green Mages quickly instituted a
magical search for the scrolls, but failed o wm up
anything. Ghulam later speculated that it was
Acheuba who abruptly took the scrolls to help his
friend, but this theory must remain purely specula-
tion, for neither Tymessul nor Acheulea have been
heard from in all the intervening years,

Fortunately, the contents of the work are well
documented by several of the members of the
Green Mages who had occasion to study the
serolls during the time they were in their library.
The notes of the Green Mages clearly show that
the scrolls contained in the work were of the type
that Tymessul favored. The scrolls also contain
most of his major researches, 1o which he devoted
much time in order that he could continue the
love of his life: traveling to ever more exotic loca-
tions. From their notes then, it is apparent that the
first two scrolls were Nlled entirely with text on
the methods of traveling to the Outer Planes and
various warnings and picces of advice for planar
travelers, The next twao serolls contain many
spells used for travel of all sorts, including all of
the following, in standard form and written in
Common: asfral spell, Wink, dimension daar, fly,
gate, levitate, mount, swccor, teleport, teleport
without error, and Tvmessul ¥ cervlean traverse
{unigue spell). The final seroll of the collection
contains the spells that Tymessul found particu-
larly useful during his travels, all of which are
written in Common but are otherwise in standard
form: airy water, antimagic shell, fireball, Lea-
mund 5 secre shelier, sink, and Timessul s pla-
nar pacifier (unique spell, apparently a gift from
Acheulea). The two unigue spells deseribed in the
Enchiridion of Travel are as follows:

Tymessul’s Cerulean Traverse (Alter-
ation/Enchantment)
Level: 9
Components: V, 5, M
Range: Touch
Casting Time: 3 rounds
Duration: | day per level
Saving Throw: None
Area of Effect: Caster plus special
Definition: When a wizard invokes this powerful
enchantment, the wizard and a limited number of
companions to journgy through space and across
planar boundaries. The caster may affect one
companion for every 6 levels, in addition to the
caster (all fractions rounded down). For example,
a 23rd-level wizard could cast a spell that includes
three companions.

Each recipient of the spell must hold hands
with the caster for the entire time that the spell is
being cast, or be a part of a circle that includes

the recipients and the caster. Any interruption of
the circle will ruin the spell. Once the dweomer is
cast, the individuals affected by the spell may

_ separate, though the recipients must rejoin in a

circle if they wish to cross any planar boundaries,
Although there is no saving throw against a
cerulean rraverse, it does not work on unwilling
or unconscious subjects; if this is tried, the entire
spell is ruined for all involved.

The prime function of the rraverse is to allow
the wizard and his companions to move to other
planes, as if they had passed through a small, per-
sonalized gate. Each planar boundary that is
crossed by the power of the traverse must be
crossed by all the subjects of the spell simultane-
ously. Concentration must also be maintained for
one round while the planar boundary is crossed.
Each planar boundary crossed reduces the dura-
tion of the spell by one day. Furthermaore, while
under the influence of this spell, no person may
cross a planar boundary by any means other than
the traverse, including wish, gate, well of the
worlds, or even with the presence of an artifact,

This spell grants certain lesser powers that may
be used by the recipients, with no need to stay in
a circle. These actions include the ability to /Ty, as
the wizard spell, and the ahility to enter gaseous
form at will {along with all equipment) and move
at three times the normal movement rate. A per-
s0n in gaseous form is extremely hard to damage,
immune to most magical attack forms and virtu-
ally ail physical attacks—but cannot cross a
magic circle or antimagic shell.

The use of this spell in no way puarantees the
safety of its users once they reach their destina-
tion, and in no way protects them from any dam-
age they take during their journey or while they
are on a foreign plane. The material components
of the spell are a circular platinum chain large
enough for all who are to be affected by the spell
to grasp, which must cost a minimum of 10,000
gp for each person the spellcaster wishes to
enchant, and at least 1,000 gp of powdered emer-
ald for each subject, to be sprinkled in a circle
enclosing the subjects. The chain is not consumed
by the spell, but the powdered emerald is.

Tymessul's Planar Pacifier

{ Alteration/Evocation)

Level: 9

Components: \, M

Range: Touch

Casting Time: | per object

Duration: | week per level

Saving Throw: None

Area of Effect: | object per 6 levels of the caster
Definition: The casting of a planar pacifier by a

wizard enables some types of magical items to
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Spellbook, Unique Mageries .

operate normally while being used on a foreign
plane. The magical items a planar pacifier may
affect include only those items that have
“pluses”—swords, shields, armor, rings and
cloaks of protection (bul not bracers of defense),
luckstones, and so on. The protection extends
across one planar boundary for every three levels
of the wizard casting the spell. While the objects
50 enchanted remain within this limit, they oper-
ate at their normal strength. Thus, a shield +4
taken to the first layer of Baator is still +4 in
strength, However, once the object becomes far-
ther removed than this from its plane of origin, it
loses one “plus™ for each additional plane it
crosses, over and above the limit imposed by the
level of the caster. If an |Bth-level wizard were to
protect a sword 44, the sword would remain +4
on the Astral Plane and on the first five layers of
Baator; on the sixth layer, it is reduced 10 +3; on
the seventh, to +2; on the eighth, to +1; and if
taken to the ninth laver, it loses all magical power
as long as it remains there.

The spellcaster loses | hp for each item pro-
tected with a planar pacifier, investing this hit
point as a bit of energy from the Prime Material
Plane that surrounds the object and simulates the
conditions of the Prime Material Plane for the
object, Furthermore, the wizard may protect only
half as many items as the character has Constitu-
tion points {even if the pacifier is repeatedly
cast), The wizard may regain lost hit points sim-
ply by touching the enspelled items within one
day of the end of the dweomer. If the magic is
dispelled or otherwise removed from the item
(such as by means of Mordenkainen s disfunction
or 4 red of cancellaiion), the hit points are perma-
nently lost and may be regained only by means of
a wish. The pacifier is not affected by dispel
magic—more powerful magic can dispel it.

Magical items from ather planes may be protecicd
in a similar manner, but only if the caster comes
from the same plane as the item to be protected, or is
able to expend a wish to enhance the pacifier § power
{that also makes the pacifier permanent). In any
case, the spell works only if cast while on the item’s
plane of ongin. The material components of this
spell are a drop of the caster's blood and 5,000 gp
worth of powdered diamond for each item to be pro-
tected. Both are consumed when the spell is cast.

of Unicorns
XP Value: 400/s5pell GP Value: 4,000/spell
Dracos Magazine 139
The Book of Unicorns explains the powers of uni-
corn items to the one chosen as the ruler of the
unicorns. (The items of the unicorns include the
crown of unicorns and the bow aof unicorns.) It
also serves as a wizard’s spell book with all

known spells from the PHE up to the 4th level.
The DM may add spells to the book or rule that
certain spells might be unknown to it, however.

Unique Mageries

XP Value: 8400 GP Value: 84,000

The Magister
This large, thin tome measures 4 hand widths
across by 10 in height and its covers are of carved
and polished ivory, with black obsidian inlays
picking out the letters of the title, surrounded by a
circle. The hook has 21 gilt-edged parchment
pages; each contains one spell.

This boastfully titled volume 15 the work of the
ancient wizard Nezram “Worldwalker,” who left
it behind some 700 years ago when he ventured
to another plane-—and never returned,

Nezram's tower in the sparsely settled south-
western reaches of Mulhorand was later destroved
by a young green dragon, Chathuuladroth, The
dragon tore apart the tower and seized the tome
along with Nezram’s other treasures, flying off
westward into lonely, mountainous areas, Some-
where therein was Chathuuladroth’s lair, and it
held the book in its hoard for six centuries, grow-
ing vast and terrible and amassing much treasure.

The adventuring company known as The Black
Gauntlet finally slew the great dragon, and bore
Unigue Mageries back to their stronghold near
Starmantle. The company later disbanded in dis-
array after the deaths of its leaders, the fighrer
Jhastan and the wizard Quarra, at the claws of an
improperly summoned {iend. The book disap-
peared. In the meantime, in need of money,
Quarra (“a fey lady,” Elminster comments) had
rented the baok 1o Elminster for a time, and he
noted its contents and copied those spells he
needed.

The book contains four truly unique spells (that
i, previously found nowhere else) and 17 standard
spells, all listed below. The volume contains:
magic missile, stinking cloud, wizard lock, dispel
magic, feign death, gust of wind, infravision,
rongties, water hreathing, fear, fumble, palvmorph
self, remove curse, wall of sand (unique spell), wiz-
ard eve, telekinesis, antimagic shell, Nezram s
reehy ray (unigue spell), spelirap (unique spell),
power ward blind, and spellstrike (unique spell).

Wall of Sand

{Evocation)

Level: 4

Components: V. 5, M
Range: 5 feet per level
Casting Time: 4

Duration: | round per level
Saving Throw: None

Area of Effect: Special
3139
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-~ Spelibook, Unique Mageries -

Definition: This spell creates a wall of swirling,
apaque sand, 1-foot thick per level of the caster, 12
feet high, and 4 feet long per level of the caster. It
st be cast so that it rests on a solid surface and
niust remain in contact with that surface, although
the caster may maove it about, The sand is thick and
choking; insects cannot fly through it, but are bat-
tered o death, their wings crushed. All creatures
save those with infravision will be rendered blind
for as long as they are within the wall's confines,
and are =2 on attack rolls and -3 on AC on the
round after they emerge from the wall, as they try
to draw breath, clear their eves, cars, mouths, and
nozes of and, and 50 on.

The sand extinguishes any open flame, and
renders breathing difficult. Any ereature that
needs to breathe loses 1 point per round spent
within a wall of sand, after an initial round of
exposure in which no damage ocewrs.

Spellcasting and speech are both impossible
within a wall of sand: normal vision and tracking
are also prevented. Opponents fighting within a
wall of sand are at —4 1o atack rolls unless they
possess infravision, which reduces the penalty to

2. Creatures possessing infravision can see
dimly within the sand (though they must keep
clearing sand from their eyes) but cannot sce
through the sand to areas outside the wall. The
sand does not slow movement, nor is it solid
enough to support weight or resisl passage. The
sand vanishes at spell expiration. A caster can
move a wall of sand about, shifting it 10 feet per
round in which such movement is concentrated
upon (in other rounds, the caster can take part in
such activities as normal combat and/or spelicast-
ing without the wall ceasing to exist), s0 as lo
block different areas or keep opponents within it.
A wall of sand can fit into a smaller space than its
dimensions allow, simply by collapsing into itself
(that is, the same sand fits into a smaller space).
Onee collapsed, it can never expand into its larger
dimensions again. The compressed form does no
greater damage to creatures within ir,

The caster of a wall of sand can dispel it at
will. The material component for this spell 1s a
handful of sand. Note that electrical discharges of
any sort (including lightning bolts) are conducted
throughout a wall of sand, free of all its effects,
by providing a protected arca around the caster.
No such spells, short of a limited wish, will per-
mit a continuous hole in such a wall. The tunnel
created by a passwall spell, for instance, is clear
on the round following casting, begins to collapse
on the following round (conducting electricity
and obscuring vision, but not preventing speech
or spellcasting, or causing damage or combat
penalties), and is gone completely, obliterated by
the shifling sands, by the third round.

Nezram’s Ruby Ray

{Alteration)

Level: 7

Components: ¥, 5, M

Range: 10 feet per level

Casting Time: 7

Duration; | round per level

Saving Throw: MNone

Area of Effect: Special

Definition: The material component for this spell

iz a ruby of not less than 1,000 gp value, which is

consumed in the casting, and causes a red ray of
force to lash out from the caster’s pointing finger,

where it touches, webs (like the spell or magical

item function) and viscid globs melt away, locks

{normal and magical) open, triggering any
attached traps, knots untie, and chains and straps

loosen and fall away, A ruby ray destroys wizard
locks and halds on portals, and permanently
breaks holes in forcecages, shields, and walls of

farce (although it does not cause such effects to

he totally destroved.) The ray can be ended at will
by the caster. It can affect only one creature (see
below) or deviee per round. It destroys any magic

Jar upon contact.

If a ruby ray touches any creature (or the
direct shape or prison of a concealed creature)
that has been magically transformed (such as
turned to stone, polymorphed, or atfected by
Tensers transformation) or concealed (perhaps
by a stafue spell, an illusion, or invisibility), the
ray restores the creature to its original form. If a
creature has been altered several limes, it is
changed back to its original form. These trans-
formations arc empowered by the ray's magic
with such delicacy that a system shock survival
roll is never required. Such transformations are
involuntary (no saving throw), taking one entire
round to complete after the touch of the ray.
During that time, the creature being changed
back can only think and use psionics, [t is physi-
cally helpless—it cannot voluntarily move,
speak, attack, cast spells, or exercise magical
powers. Such creatures are not under the control
of the caster ofthe ray. Beings who are astral or
ethereal, or in another dimensional space
through the use of blink, rope trick, or a portable
hole or a similar magieal item cannot be reached
by a ruby ray. The ray cannot penetrale
aniimagic shells or stronger magical barriers
(such as a prismatic sphere) and cannot pene-
trate solid matter (with the exceptions already
noted). Thus, it cannot reach imprisoned crea-
tures. A ray is destroyed if its caster begins 1o
cast another spell, teleports, dimension doors,
passes into another plane, or is rendered uncon-
seious or feebleminded.
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Spelltrap

(Abjuration/Alteration)

Luwel: 7

Components: V, 5, M

Range: Special

Casting Time: 7

Duration: | round per level

Saving Throw: None

Area of Effect: Special

Definition: When this spell is cast, the wizard
causes an oval, glowing ball of silvery hue to
form in the air over (1 to 2 feet above) his or her
head. It floats there silently until the spell
expires, and need not be further concentrated
upon to maintain its existence. Any spell, magi-
cal power, or magical item effect that is cast
directly upon the wizard (as opposed to area-
effect magic) will be attracted to, and utterly
absorbed by, this floating spelltrap. This
includes magic missiles and other “never-miss”
spells. Except by visual obscervation, the caster
of the spelitrap does not know the precise nature
(and level) of any spells absorbed by the trap,
but always feels the assimilation of each and
every spell incorporated by the trap. The trap
can only absorb spells of the 6th level and lower,
and magical abilities of like or lesser power,
During any round in which the caster is awake,
alert, and not engaged in spelleasting, he or she
may mentally direct the spellirap to unleash one
spell upon a target, who must be within 10 feet
per level of the caster,

The spelltrap unleashes the spell exactly as it
was cast (except for the new choice of target and
range) with normal effects,

Only one spell per round can be unleashed
from a spelltrap. At the expiration of a spelitrap,
its energies (including any stored spells) dissipate
harmlessly and are lost. If a spelitrap is ever aver-
lnaded, it explodes with deadly effect, in a burst
of pure energy that deals 6d4 points of blast dam-
age to all within 20 feet, and stuns all survivors
for 1d2 rounds after that. (All items within this
radius must save vs. magical [ire; no creatures are
allowed saving throws to lessen or escape dam-
age.) A spelltrap can only hold spell energy in
spell levels equal to twice the number of experi-
ence levels of the caster, at any one time. Thus, a
1 7th-level wizard's spelitrap could hold a maxi-
mum of 34 spell levels during any round, and
would explode if 35 or more were taken in. A
spelltrap can absorb any number of spells during
& single round—if a party hurls a variety of spells
and item effects at it, all will be tracelessly
absorbed until the maximum capacity is
exceeded. Even a wizard who realizes the danger
from overloading can unleash only one spell per
round from the trap, and is never aware what is

being released until the effects begin. (Released
magic could well aid opponents.) Releases are at
random once the controlling wizard wills the trap
to lel something out. A caster cannol will a spell-
trap out of existence, nor cscape it by teleporta-
tion or employing protective barriers; the
spelirrap always accompanies the caster. There 13
one curious anomaly in spelltrap ahsorption; the
casting of dispe! magic on a trap always causes
the trap—by itself, and in addition to any release
directed by the trap’s user—to unleash one spell
al random direetly at the caster of dispel magic.
{This is the only case in which a spelitrap releases
more than one spell in a given round; if the caster
wills it to release a spell, hoth spells are cast out
of the trap.) 1f no spells were absorbed by the
spellrrap, nothing is unleashed, but in both cases
the spelltrap absorbs the dispel magic spell and
remains in existence.

Missile attacks upon a spelltrap have no effect;
direct physical attacks drain a spelltrap of one
spell, at random (unleashed directly upon the
attacker in addition to any those ordered by the
trap user). The material components of this spell
are a diamond or diamond fragments of not less
than 2,000 gp value and a moonstone of any size,
both consumed in the casting.

Spellstrike

{ Alteration)

Level: 9

Components: WV

Range: 10 feet per level

Casting Time: |

Duration: Permanent

Saving Throw: None

Area of Effect: Special

Definition: This rare and potent magic enables
the wizard to instantly negate and cancel all
effects of any one spell. The spell may only be
one that took effect in the previous round, or that
is being cast in the same round as the spellstrike
is uttered. The precise nature of the spell need not
be known to the caster of the spellsirike, but a
particular spell must be consciously willed in
order to cancel it—that 15, “whatever spell that
being is casting” or “the spell that made X turn
purple last round,” not “any spell that affected X
last round.”

Spelistrike does not cause a spell 1o be reflected
back on anyone, but merely to go out of existence
and dissipate harmlessly. Magical powers are
affected by this spell, but magical item and arti-
fact powers are not. Permanency is affected by a
spellstrike, but contingency (and spells tied to it),
alter reality, limited wish, and wish are not.
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Spellbook, Vacrendroon's Ineffable Enchantments

Universal Astronomy
XP Value: 1,600 GP Value: 16,000
Dracox Magazine 82
Melf's work contains the spells Melf's minute
metears, meteor swarm, and fireball,

Unknown Movements
of the Universe
XP Value: 2,000 GP Value: 20,000
Deacon Magazine 82
Arnd penned run, shadow walk, teleport without
error, succor, and vanizh into this spellbook.

Vaerendroon’s Ineffable
Enchantments
XP Value: 2,400 GP Value: 24,000
he Mogister

This slim volume is bound in red-dyed rothé hide
and six vellum sheets have been sewn into it.
Each sheet 15 edged all around by electrum edge-
channels. The hide of the cover 15 stretched over
slabs of slate and has electrum corner-caps. The
tome’s title is branded with small, flowing letters
in Thorass inta the cover, and each leter is care-
fully picked out in silver.

Vagrendroon was a sage of magical lore who
was known to trade much magic for a particular
spell he desired, ofien approaching the poor
apprentices of great wizards to get this magic. He
has not been seen for some 20 winters, and 135
generally presumed to have died or been slain
(although Elminster suspecis he may have taken
up residence on another plane}. Once, when in
great need of cash, Vaerendroon assembled his
manual, a collection of only six spells, and sold it
in Baldur's Gate for 90,000 gp. Its purchaser was
the wizard Haljann, who was murdered by the
thief Galmorgh, who in turn was slain by
unknown hands in the city of Scornubel.

Galmorgh's belongings were ransacked and a
magical dagger, all his gold, and the spellhook
were taken. The book's present whereabouts are
unknown.

The manual’s six pages bear six spells, one to a
page, The first three are standard magic—disine-
grate, astral spell, antimagic shell—and the last
three are unigue spells, collected in this spellbook
for the first ime. They are the spells dire charm,
vipergout, and The Simbul & synostodweomer, the
latter a spell devised by the famous ruler of
Aglarond. Details of these spells are given hereafter,

Dire Charm
(Enchantment/Charm)
Level: 2
Components: ¥, 5
Range: 120 feet
Casting Time: |

Duration: 1d4 rounds plus | round per level
Saving Throw: Negates

Area of Effect: One person

Definition: By means of this magic, the caster
charms one person (“person” 18 defined the same
as for the charm person spell) to enjoy killing,
and to indiscriminately attack any friend or foe
nearby. The target creature is allowed an initial
saving throw, but if this fails, the victim instantly
attacks all living creatures visible to him or her,
seeking o kill until the spell expires (the 1d4
exira rounds beyond the levels of the wizard are
determined randomly and secretly by the DM).
The caster is the sole exception to this murderous
behavior; the charmed creature never harms or
menaces the caster, and always attacks beings
approaching the caster over other creatures, Such
a berserker is not under the direct control of the
caster, and gains no special physical endurance,
Strength, or other abilities by means of this spell.

Vipergout

{Conjuration/ Summoning)

Level: 7

Components: V5, M

Range: 0

Casting Time: 7

Duration: 5 rounds plus 1 round per level

Saving Throw: None

Area of Effect: Special

Definition: By means of this magic, the casting of
142
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which involves a piece of snakeskin (or a portion
of a dead snake) which is consumed by the mage,
the caster instantly teleports snakes to his or her
location. These living snakes appear in the casier’s
mouth, and are vomited out. They do not choke or
otherwise harm the caster, and never attack a
caster either. Until the spell expires, they serve the
caster, fighting to the death, The snakes are nor-
mal, not giant varieties, and may be both ven-
omous and constrictors. One snake appears for
every three levels of the caster (rounding down); a
maximum of six serpents can issue from a caster'’s
mouth in any one round. Until all of them have
been expelled out of the mouth, speech, spellcast-
ing, or pronunciation of magical item activation
words on the caster’s part is impossible. The caster
can breathe normally, can swallow without affect-
ing the arrival of the snakes, and can freely engage
in movement and combat.

summoned snakes range in Armor Class from
9 to 6, move 12 1o 15 per round, have up to 2+2
Hit Dice, and attack by biting for 1d2 points of
damage (plus, il venomous, poison of insinuative
types A, B, or C) and constricting (if constrictors)
for 1d4+1 points of damage per round. While the
spell lasts, the caster’s control of the snakes can-
not be broken by any means except slaying the
caster or the snakes—dispel magic and charm
magic do not end or overcome the caster's control
of the reptiles, Controlled snakes attack or not as
the caster wills, switch targets if desired, constrict
without harming (or biting), use their coils and
jaws to gnaw ropes or turn keys, carry wands to
the caster or move other small abjects about, and
engage in other noncombatant activities.

However, a vipergout does not enable a caster
to empower a snake with special powers,
increased Dexterity or Intelligence, or foree a
snake to attack iself.

The Simbul’s Synostodweomer

{ Alteration/™Necromantic)

Level: 7

Components: V, §

Range: (

Casting Time: 7

Duration: Special

Saving Throws: None

Area of Effect: Special

Definition: Similar to a power possessed only by
the most powerful of the mysterious incantatrixes,
this spell allows the caster to use the magical
energy of any spell already memorized by the
caster to heal the caster or another being,

This second spell must be cast in the round fol-
lowing the casting of the synostodweomer; even
if this subsequent casting is incomplete or inter-
rupted, the synosiodweomer works, The second

spell is lost from the caster’s mind, and any mate-
rial components are consumed in the normal
manner—but rather than taking effect, the spell’s
energy is channeled into the caster, who can
absorb its energy as healing or pass it on by
directly touching another (single) being. Only if
there is excess energy can the caster choose to
heal both self and another heing—the ather being
is completely healed, and the remaining energy
hcals the caster, excess energy is simply lost. The
healing occurs in the round following the infu-
sion of spell energy. If the caster has extra energy
but is unable to touch another injured creature
during this time, the extra encrgy is lost. A spell
used to heal by this means yields energy enough
to heal 2 points of damage per level of the spell.
Onee the symostodwenmer is cast whatever spell
the caster casts in the following rounds is used to
heal, regardless of the caster’s subsequent wishes
or the level of the spell unleashed, If no spell is
cast on the following round, the magic 15 lost and
no healing occurs. Spells from scrolls and magi-
cal item effects, as well as spells cast by beings
other than the caster of the synostodweamer, can-
not be used for such healing.

Vampire Book*
XP Value: +6(H) GP Value: +100
Dracon Magaiine 82
The unlucky owner of this volume will lose one
book at random per week, as the contents of the
owner’s library are slowly drained by the Fampire
Book. The books affected are left with blank
pages, but those pages reappear in the Vampire
Book. When another book is drained, the pages of
the previously drained book disappear to make
room for the new ones, However, the title and
markings on the cover of the Fampire Book do not
change, making it difficult and probably time
consuming for the owner to discover which ook
is doing the draining. After the owner of a Fam-
pire Book notices that the contents of some prized
books are disappearing, he or she may choose to
conduct a search of the library to find the cause
{assurning that the owner figures out the cause).
Each book must be examined individually to see
if the contents match the cover, or to see if a book
now contains writing drained from another book.
This process takes one turn per book examined,
and the chance of finding the Fampire Baok on
any given turn is expressed as “one in x,” where
“x" is the number of books in the library that
have not yet been searched. This can be a long
and tedious endeavor for a character who owns a
large library, and for the DM who must determine
if and when the search is successful. (Depending
on circumstances, a defect magic spell or other

magical or psionic methods may speed the
14}
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search.) The vampire power cannot function if the
book is kept in a metal container by itself, or if it
is stored at least 10 feet away [rom other books.
Its power is triggered 1d12 weeks after it is
obtained.

Variations on Visual Perception
XP Value: 1,600 GP Value: 16,000
Drasion Magneine 82
Mhzentul placed hypnotism, hallucinatory rer-
rain, parafyzation, and veil into this spellbook.

Weapaons of the Ether
XP Value: 2,400 GP Value: 24,000
Dracon Magazine 82
Melf and Meordenkainen collaborated on this
work that contains whip, Melf's acid arrow,
magic missile, enchant an item, enchanted
weapan, and Mordenkainen i sword,

White’s Codicil
XP Value: 2,000 GP Valoe: 20,000
Dunceon® Magazine 15
The White s Codicil is a tall, thin volume bound
in while ermine over seasoned hoards of white
pine and scaled with a clasp and lock of tarnished
silver. The ermine is somewhat worn about the
edges from use. The 27 pages within are of vel-
lum edged in crimson paint on their outer bor-
ders. The whole is sewn to a leather binding with
strips of sinew, making it quite durable.

It has been postulated that the Codicil was
written by priests of Auril as a primer on her wor-
ship and on the uses of the cold in which the
Frostmaiden revels. It has been seen only once
outside the devout circle of her followers. Ten
winters ago, an adventuring company known as
the Company of Seven Stars gained the Codicil as
part of the spoils from a group of bandits they
slew while guarding an early spring caravan Lo
Neverwinter. They sold the book to the sage
Erpalio of Neverwinter, whose description of the
volume is the only recerd of it in the Realms.
Agents of the sect of Auril are assumed to have
recovered the book the next winter, for Erpalio
was found frozen in his warm study, and the Cod-
icil was gone. It has not been seen since, although
it is doubtless present at ceremonies in the North
honoring the Frostmaiden. In addition to the
denominational lore it contains and the knowl-
edpe of secret ceremonies it discloses, possession
of the Codicil also grants the owner resistance fo
cold (as the priest spell) as long as it is carried on
the owner,

The first page is simply a title page with the
snowflake rune of Auril. The next 13 pages cover
the rites and services of Auril, the Frostmaiden,
in chilling detail, One of these rituals includes the

summoning of an ice paraclemental. The next 13
pages include spells and major ceremonies. The
priestly ceremonies for coming of age, bunal,
dedication, investiture, ordination, and special
viows are all described. Due to the large number
of evil spellcasters, witch doctors, and frostmen
who worship Auril, the priest spells are followed
by the wizard spells chill touch, frost fingers,
shatter, gust of wind, and wall of ice.

Frost Fingers

{Evocation)

Level: |

Componenis: ¥, 5

Range: 0

Casting Time: |

Duration: | round

Saving Throw: None

Area of Effect: Special

Definition: This is essentially a cold form of the
burning hands spell. When cast, it causes freez-
ing cold and shards of ice to blast from the
caster's fingertips to a distance of 3 feet in a
120(DG) arc in front of the caster. Any creature
in the area of cold takes | peint of damage for
every level of the spellcaster, and no saving throw
is possible. Liquids engulfed by the cold will
frecze unless it survives a saving throw vs. cold.

Wizard’s Workbook
XP Value: 2,300 GP Value; 28,000
Diacon Magazine 69

While the details of the physical appearance of
the Wizard s Workbook (also known as The Work-
hook) are unknown, it is said to be a bound vol-
ume with no inscriptions on its covers. Once in
the elven city of Myth Drannor there was a
schoal of magic. Iis teachers were known as the
Seven Wizards, and included the one known only
as Mentor, Its founding and objectives are
forgotten, for Myth Drannor has long since fallen
to ruins, and the Seven Wizards disappeared even
before Myth Drannor’s destruction. Many of the
wizards, whose names are now known throughout
the Realms, were tutored at the Wizards' school,
and it is commen knowledge that Mentor caused
the spells of his pupils’ devising to be collected in
a book, once he had tested and approved their
dweomercraft. Accounts of The Workbook s con-
lents vary; it is quite possible that more than one
such book was collected, although only the exis-
tence of this one book is certain.

The sage Flamsterd, of the Moanshae Isles,
purchased the tome known as The Wizards ' Work-
book from a band of adventurers, and carefully
copied its contents. He later sold the secrets of
several of The Workbook s spells for very large

amounts of gald, and purchased the entire island
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that now bears his name, though his enjoyment of
the isle was short-lived. It is thought that one of
his clients guessed what the sage possessed, for
one night the sage and his entire Tower, on the
leeward side of the island, simply vanished.
(yihers believe the sage came 1o grief while prac-
ticing magic, Still others hold that he left this
plane of existence.

Mo sudden rise in power was noted among
those of the Art, however, and it is thought that
The Workbook may have been lost or destroyed.
Installments of Flamsterd’s personal diaries, the
Moonshae Chronicles, were sent regularly from
the sage's isle to his friend Elminster, and in one
was set down the entire text of The Workbook.
The purchased records of individual spells still
exist, of course, scattered throughowt the Realms.
It is from Elminster’s library that we learn the
spells below; the present contents of The Work-
book may well vary slightly. Dismind is thought
by some to be the work of Khelben “Blackstaff™
Arunsun, and by others to be the work of Mentor
himself. The other spells bear the names of their
crealors.

Spendelarde’s Chaser

(Mecromantic)

Level: 4

Range: Touch

Duration: 1 turn per level

Area of Effect: One creature

Components: ¥, 5, M

Casting Time: 8

Saving Throw: None

Definition: This spell negates the adverse effects
of all drugs (including alcohol) in the recipient,
Dexterity and mental impairments are instantly
“cured,” leaving the individual clearheaded and
free of pain, able to undertake complex tasks
requiring inlense concentration, such as spelleast-
ing. The pain of even mortal wounds is removed,
although the chaser does not heal any damage of
mind or body. If the condition has not righted itself
by the time the spell wears off, the effects return,
But natural body processes continue while a crea-
ture is under the influence of the chaser, so that a
hangover or other temporary discomfort may well
vanish before the spell expires. The chaser has no
effect on insanity or magical conditions (such as
Seeblemind), but does give a +4 saving throw vs.
poison present in the recipient during the time the
spell is in effect. (17 a saving throw vs. poison has
already failed, application of the chaser permits a
second, though unmodified saving throw—no +4
bonus, but no subtractions either.) The material
component of this spell is a drop of holy warer,
touched to the tongue or skin of the recipient, (The
spell may be cast on oneself.)

Caligarde’s Claw

{(Conjuration/Summoning)

Level: 4

Range: 60 fect

Duration: | round per level

Area of Effect: One creature

Componenis: V, 5, M

Casting Time: 4

Saving Throw: Neg.

Definition: Use of this spell requires the claw or
foot of a creature, which is consumed in the cast-
ing, and brings into existence an invisible claw of

Sforce. The spelleaster indicates (by pointing

toward a location; zight is not necessary) a tarpet
within 60 feet. If the target saves, the claw does
not come into existence, If the target does not
save, the claw must locate the target (with an
attack roll, as though it was a weapon wielded by
the caster). If it does so successfully, it immedi-
ately causes 1d4 points of damage. After that, it
strikes infallibly once per round for 1d4 points of
damage until the spell expires, the cfaw is
destroved, or the targel escapes pursuit by becom-
ing ethereal or otherwise physically leaving the
plane of the caster.

Although the claw never misses, the damage
done by its strike can be negated by an antimagic
shell, shield, Bighy s interposing hand, or a simi-
lar magical barrier. It can be destroved by dispel
magic, but cannot be controlled or physically

harmed. It is not a living thing, it is not intelli-
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gent, and it cannot perform any task other than
slashing, tearing, and rending. It can be dispelled
at will by the caster, but does not require contin-
ued concentration for its maintenance. It does not
vanish if the caster is killed or rendered uncon-
scious. Its attacks do not necessarily interfere
physically with the actions and movements of the
target, who may well cast spells or engage in
physical combat,

The claw remains with its target unshakably,
regardless of distance traveled, physical barriers,
or aerial or underwater travel. It never changes
targets, vanishing at the death or disappearance of
its target. If it fails to ininally locate its target, 1t
remains within 10 feet of the intended target's ini-
tial lecation, an invisible presence, until the spell
expires. If any creature approaches within 10 feet
of its lecation after the intended target withdraws,
the claw automatically strikes (attack roll
required) without any attention or act of will on
the part of the caster. The claw can be cast al a
door to prevent unharried, future entrance or
egress, Mote that a careless or forgetful spell-
caster could well be attacked by his or her own
claw, if it is approached too closely after missing
its intended target. A spellcaster does not know if
a claw is active, once casl, except by observing
the behavior of the target—or by suffering a sur-
prise attack. The claw can be immediately dis-
pelled by the caster. If unsuccessful in a second
attack against a secondary target, the claw contin-
ues to attack any target within a 10-foot radius
until the spell expires, and may attack the target it
eriginally missed if the target leaves and reenters
the area of a Caligarde 5 claw. The claw does not
attack anything if the original target remains in
the area—but such immobility seldom oceurs in
battle. The claw can only locate and affect targets
with a tangible existence on the plane in which it
is cast,

Tulrun’s Tracer

{Divination/ Alteration)

Level: 4

Range: 10-foot-radius

Duration: 4 rounds per level

Aren of Effect: Special

Components: V, 5, M

Casting Time: 8

Saving Throw: MNone

Definition: When this spell is cast, the rracer—a
continuous, luminescent pathway akin to a light
spell—comes into being within a 10-foot radius
of the caster. It shows the most recent trail of any
single creature whose path the caster wishes to
trace, described verbally by the caster over the
material component (a pinch of phosphorus or a
glowing life form such as a fungus or glow-

worm}). The creature must have been present in
the 10-foot radius about the caster within a period
of one day per level of the caster for the tracer to
appear. Tufrun s tracer shows the route of the
creature within the 10-fool aren, and then expands
at a rate of 60 feet per round along the route taken
by the creature, moving in that direction for the
duration of the spell. Once beyond the 10-foot
initial radius, it only shows the trail of the crea-
ture as long as it remains in physical contact with
the ground. Pass withour trace and similar spells
do not confuse the fracer, and it will follow the
creature’s route through physical barriers and
across all gaps of up to 14 feet. It will not other-
wise show aerial wravel, but it does shine in and
under water.

The path ends when the target creature is
reached, the spell expires, or at any place to
which the target creature teleported, lefi the plane
of the caster, or embarked upon a mount or con-
veyance such as a cart, ship, or carper of flving.
In the latter case, an individual reaching the
path’s end receives a clear mental picture of the
destination, even if on another plane. If the target
creature took a mount or conveyance, the mental
picture is of the act of doing so and not of the
eventual destination. Portions of the fracer can be
negated by dispel magic, continual darkness, and
the like, but it cannot be physically disturbed (a
gust of wind would not shift it), When the spell
expires, the tracer slowly fades into nothingness;
if it has not its target, there is no mental picture of
the target’s destination. The fracer is intangible, it
may be passed through or traveled within without
harm and does not activate magic upon contact
nor does it distort magic or physical phenomena
passing through it.

Tasirin’s Haunted Sleep
{Enchantment/Charm)

Level: 3

Range: Touch

Duration: 1 turn per level

Area of Effect: One creature

Components: V, 5

Casting Time: | round

Saving Throw: Neg.

Diefinition: This spell can only be cast success-
fully upon a sleeping creature, The slumber
must be normal—unconsciousness, coma, or
similar states of mental injury, such as concus-
sion, potions, astral or psionic activiry, and
charm-related spells cause the spell to be inef-
fective. Tasirin § haunted sleep puts the recipi-
ent into a deep slecp for one turn per level of
the caster, and early awakening from this state
can only be accomplished by limited wish, dis-

pel magic, the infliction of acute physical pain
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{(wounding) upon the recipient, or at the caster's
will. The target creature is allowed a saving
throw, which, if successful, negates the effects
of the spell.

The caster is never directly aware of the tar-
get's thoughts or mental state, or of the success
of the spell. While in such a deep sleep, the
ereature is open to the influence of subcon-
scious visions or dreams, The spelleaster can
project one specific scene or vision into natural
mental activity, and this will come into the vic-
tim’s conscicusness soon after awakening, The
vision's clarity, detail, and accuracy depend
upon the caster's concentration, for the scene
musl be held in mind during the casting. Such
visions can masquerade as divine communica-
tions or memories, and can be used to influence
decisions, goad the recipient into a certain
course of action, trouble the recipient, or, con-
versely, to calm and rest the recipient at a time
of mental anguish or troubles. A spellcaster
skilled in the use of this spell can boost morale,
joy, or enthusiasm—or crush them.

During *haunted sleep,” the recipient is espe-
cially susceptible to any one suggestion spell,
which can be cast by the caster of the haunred
sleep or another spellcaster, and is saved against
at =3 by the creature in “haunted sleep.” Such a
suggestion will be “heard” by the recipient as an
inner mental voice, and must be in a language
that the recipient understands to be successful.
This spell cannot be cast on oneself.

Laeral’s Dancing Dweomer
(Alteration/Ilusion/Phantasm)

Level: 3

Range: 20 feet +10 feet per level

Duration: | turn per level

Area of Effect: 4-inch-diameter sphere
Components: V, 5, M

Casting Time: 6

Saving Throw: Neg.

Definition: This spell requires a pinch of dust
thrown into the air about the caster and any object
{not changed in any way by the spell) radiating a
dweomer at the time. When cast, the spell causes
many magical auras to flicker and dance about
from object to abject (including creatures and
areas with large surfaces, such as walls). The
auras are not visible to the unaided eye (derect
magic or similar means must be used), and are
not seen by crealures saving against the spell or
having true sight. If the saving throw fails, the
auras will wtally confuse derecr magic or the like
for the spell duration. The auras do not disappear
when touched, but dispel magic destrovs all auras
within its area of effect,

Archveult’s Skybolt

{Alteration)

Level: 4

Range: 10 feet per level

Duration: 2 rounds

Area of Effect: Special

Components: V. 5, M

Casting Time: 4

Saving Throw: 4

Definition: This spell requires a crystal at least |
inch in length. The crystal may be a faceted gem, a
piece of quartz, or cut glass. The spellcaster throws
the crystal at a target creature or area while speak-
ing the final words of the spell, and its path creates
a glowing “holt™ in the air, similar in appearance to
Tulrun's eracer. The bolt is 4 feet in diameter,
begins 10 feet from the caster, and extends onward
1o a maximum length of 10 feet per level of the
caster. The bolt cannot materialize underwater and
ends if the crystal strikes water, any barrier, or
passes beyond the caster’s range. The crystal is
consumed instantly, in a burst, i it passes bevond
the caster's maximum range, and is otherwise con-
sumed at the expiration of the spell.

Any living thing coming inlo contact with the
balt suffers 1d4 points of shock damage per level or
Hit Dice it possesses (ignoring additions; a 5+5-
HD monster would take 5d4). A creature struck by
the crystal (an attack roll, with any modifications
for missile weapon ranges, is made when the spell
is cast) suffers 1d6 points of damage per level or
HID it possesses, The creature may grasp the crystal
and hurl it back at the caster, and the balt continues
to form to the limit of the caster's range (so that a
caster may be struck by his or her own bolt), but
when directly grasping the crystal, any creature suf-
fers a further 1d6 points of damage per level or HD
and must make a system shock survival roll. A sky-
bolt lasts for two rounds after its casting. It can be
destroyed in whole or in part by contact with an
antimagic shell, wall of force, shield, or similar
spells, dispel magic, or gust of wind. It cannot be
deflected, grounded, or opposed by insulation, It
does not conduct through merallic substances, but
note that armor that is not airtight and does not
negate the effects of a skybolr. Creatures and non-
magical objects entering the skybolt do not deflect,
negate, or sever it, A crystal entering an area of
magical protection that does not allow formation of
a bolt is instantly rendered harmiess.

Dismind
{Enchaniment/Charm/Reversihle)
Level: @

Range: Touch

Duration: Special

Area of Effect: One creature

Components: V
5147
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Casting Time: 2

Saving Throw: MNeg.

Definition: This spell consists of a phrase spoken
while the caster touches the recipient (the spell
may be cast on oneself, serving as a “last resort”
escape from certain death, torture, or mental
damage), causing the recipient’s mind to fly from
his or her body. The body instantly undergoes a
curious transformation—it remains in the posi-
tion it was in when the spell was cast, surrounded
by a glowing aura of force that allows nothing to
touch the body and stopping all physical and
crushing attacks or probes. The limbs of the body
can he shifted by pushing on the invisible armor
of force, but when released will slowly drift back
to the original position, Magical attacks, fire, poi-
sons, and corrosive or disease-producing sub-
stances (including ochre jelly, green slime, rot
grubs, and the like) cannel reach the body. The
bodily processes of a disminded person are totally
suspended, so that the body does not age or
breathe. [disminded persons have a vacant stare.
They cannot use any of the senses of the body
they have abandoned, nor can they return to it
without aid.

The freed mind wanders behind mental
defenses of its own making, immune to all forms
of magical, psionic, or other mental contacts and
attacks. A wandering mind is not detectable by
any known means, and never leaves the Prime
Material Plane. It cannot control where it goes or
what it observes, and typically retains little mem-
ory of its visions and speculations. (A DM should
describe 1d6 scenes or phrases of thought with-
oul giving any explanations.) A wandering mind
cannot deliberately pray, study, or research spells,
or choose to observe any particular event, locale,
or individual.

The mind can be fully restored to its body by
alter reality, limited wish, or restore mind, the
reverse of this spell. The reverse can also be used
to cure insanily and all mental disorders, fecble-
mindedness, and physical brain damage. It will
end any mental controls (including guest, geas,
and magical charms cast by spell or by ereatures
such as nixies or vampires) of any form upon a
recipient mind, totally freeing the mind from their
influences without causing the individual any
harm—hut it cannot restore lost psionic powers.
A delirious, drunken, or exhausted creature can
become clearheaded and mentally alert by means
of this spell. A saving throw applies to both
spells, and, if successful against restore mind
{regardless of the wishes of the disminded recipi-
enl creature), the spell has ne effect. Such a fail-
ure does not mean the mind cannot be restored,
but only that the particular spell cast at that time
did not work.

Spellbook of the Wyvernwater Circle

’M

of the Wyvernwater Circle

XP Value: 1,600 GP Value: 16,000
Dracon Magazine 164
This spellbook 15 two octagonal, half-rounded
glabs of shadowtop wood enclosing 16 vellum
pages. Each page contains a single druidic prayer
{wrirten spell as follows: derect magic, faerie fire,
invisibility to animals, pass without trace, wailing
wind (a unique spell), cure light wounds, fire
trap, locate animals or planis, produce flame,
touchsickle (a unique spell), call lightning, cure
disease, flame shield (a unique spell), hold ani-
mal, mold touch (a unigue spell), and warer
breathing. The book 1s old and well worn, but
protective magic prevents normal heat, flame,
water (even a heavy rainfall), or cold from harm-
ing it

The Wyvernwater Circle was a group of
druids who flourished over 200 years ago,
when elves ruled the western Dragonreach and
much of Cormyr and what is now the Dales
were still cloaked in heavy forest. The cirele
{of 12 to 16 members; their numbers varied
aver time) dwelt on the northern shores of the
Wyvernwater, at its eastern end. The area they
protected is now mostly rolling farmland,
although part of its easternmost reaches sur-
vive as the Hullack Forest.

Hullack, leader of the circle, was a firm and
true friend of the elves. It is said that he lies
buried in a hidden magical refuge known as the
Elfhold, somewhere in the depths of the forest
that bears his name. Hullack created the book,
well aware of his own mortality and of the need
to preserve the woodlands—a need that could
only grow more pressing as men became more
numerous around the Wyvernwater, It was his
intention that the lome serve as an aid in train-
ing new recruits to the circle. The book could
also aid the druids® allies in the defense of the
trees if the circle were absent, weakened, or
destroyed.

In the end the circle did fall, bantling beholders
who were served by gargoyles, bughears, and
quicklings. The eye tyrants sought to establish a
realm in the area, where they would be served by
human and ¢lf slaves (whom they might herd like
caltle and hunt for sport and food), The circle
slew at least [ive eve tyrants and drove the rest
northward, into the mountains, The fell woodland,
where the beholders continue to lurk, is known
today as the Spiderhaunt Wood, but it was not
then isolated from the great forest that covered all
the land from the advancing desert of Anauroch
to the coastal marshes of the Inner Sea. The tome
was lost in the battles at which the circle mem-
bers were slain, driven mad, or scattered. Today,

the tome's whereabouls are unknown.
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The contents of the Tome of the Wyvernwater
Cirele come down to us from surviving initiates
of the circle, and include four prayers said to
have been given to Hullack by the goddess
Eldath herself.

Wailing Wind

(Alteration)

Level: |

Compaonents:

Range: 100 feet per level

Casting Time: 1 round

Duration: | tarn per level

Saving Throw: Mone

Area of Effeet: Special

Definition: By means of this spell, a druid or
other priest creates a magical warning system.
When any creature enters a guarded arca (a pas-
sage, chamber, cavern, doorway, or cave mouth of
up to @ maximum size of 10 cubic feet per level
of the caster), a wailing, whistling blast of wind
blows from the guarded arca toward the druid.

The wind travels toward the druid regardiess of
intervening distance if the druid is on the same
plane as the guarded area. The wind can reach up
10 100 feet per level of the casting druid. The
wailing wind has a distinctive tone and can be
heard by all creatures. It transmits and magnifies
any sounds (speech and movement) made by the
triggering being at the time it is activated, and it
can give any listener a clue as to what sort of
intruder approaches.

The spell cannot be modified to be activated by
only specific beings or types of creatures. Once
the guarded area is entered and the wind rises, the
spell is exhausted. The wind itself lasts for one
round per level of the druid, although the caster
may end it sooner.

Once ended, the wind cannot be restarted
except as follows: As the level of the caster
increases, the number of activations per single
spell (the number of blasts of wind, occurring for
different intruders at different times) is also
increased. A 1st- or 2nd-level caster creates only
a single-blast wailing wind; a 3rd- or 4th-level
caster creates a wind of two blasts; a 5th- or 6th-
level caster creates a wind of three blasts, and so

of {no known maximumy),

Touchsickle

(Alteration)

Level: 2

Components: ¥, 5

Range: 0

Casting Time: 2

Duration: 2 rounds per level
Saving Throw: None

Area of Effect: Self

Definition: By means of this spell, one of the
caster’s hands temporarily becomes a magical
weapon. The extremity is able to strike all crea-
tures who can be hit only by magical weapons
{even if such creatures are normally hit only by
magical weapons of +2 or greater). The extrem-
ity gains no attack bonus, but its slightest touch
does the same damage as a sickle (1d4+1 vs,
S/M: 1d4 vs. L). Its touch can slash or slab like
a normal sickle, as the caster wills. A druid may
use the enchanted extremily to harvest greater
mistletoe as though it were a gold or silver
sickle.

Flame Shield
(Evocation)
Level: 3
Components: ¥, 5, M
Range: ()
Casting Time: 3
Duration: 1 round per level
Saving Throw: Mone
Area of Effect: Special
Definition: This spell brings into being a pulsat-
ing, 6-foot-high shield of darkness at the end of
the druid’s hand, The shield is weightless and has
no solid existence. Missiles and other weapons
and solid objects (including parts of the caster’s
body) pass harmlessly through it. The shield
remains attached to one of the druid’s hands (cho-
sen during the casting) unless the druid touches
another creature’s hand and wills control of the
shicld to pass to the other (who must agree to the
transfer or it cannot occur).

The shield works against flame. Its touch
extinguishes normal torches, flaming oil, and
candles instantly. Larger fires are diminished. A
fireball striking or exploding around the bearer of
a flame shieid, for example, does only half dam-
age. A flame blade coming into contact with a
flame shield is harmlessly destroyed. A flame
shield can prevent a flame sirike only if it is
directly in the path of the strike. Flame-related
illusions, hypnotic patterns, and the like have no
effect on any being viewing them through a flame
shield. A magical flaming sword striking through
a flame shield encounters no resistance and does
normal weapon damage (but not flaming dam-
age). The shield doesn’t permanently affect the
blade in any way, but the part of the blade that has
passed through the shield remains free of flames
while any part of the blade is in contact with the
shield: thus a flaming sword striking through a
flame shield cannot ignite a scroll or other flam-
mable ohject by touch.

The material components for this spell are a
piece of phosphorous, a drop of mercury, and a

cobweb,
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Mold Touch
(Adveration)
Level: 3
Components: V, §, M
Range: Touch
Casting Time: 3
Duration: Special
Saving Throw: Special
Area of Effect: Creature touched
Definition: This spell empowers a druid to trans-
mute mistletoe, holly, or oak leaves (the material
components) into brown mold spores without
suffering personal harm. Any creature touched by
the caster within six rounds of the castling is
infected by brown mold. (An attack roll is
required; if the druid cannot touch any creature,
the mold spores vanish at the end of six rounds. )
The mold spores created by this spell cannot live
on plant or inorganic material. All the spores cre-
ated by the spell are transferred to any creature
touched by the druid. Thus, the druid can infect
only one creature per spell (in the event of an acci-
dent, it could well be a friend or ally). A mold touch
spell does 4d6 points of damage to the target crea-
ture (half damage if a saving throw vs. spell 15
made). Brown mold spreads upon the victim; in the
second round after the attack, the mold does 2d6
points of damage (save for half damage). On every
rounid after that, the victim receives a saving throw
vs. spell. If the save is suceessful, no damage is
taken and the spell ends. If the save fails, the victim
takes 1d6 points of damage in that round. Brown
mold created by this spell is of limited duration,
and a victim cannot infect other creatures, even if
intending to do so. Magical cold harms mold cre-
ated by this spell in the usual manner (but also
affects the creature on which the mold is growing).

of Zargos
XP Value: — GP Valoe: —
The Milenian Empire
As a greater artifact, this spellbook has 320
power points and recharges at the rate of 20 per
turn.

This powerful artifact was created a century
ago by the Entropic Immortal named Nyx while
in her mortal form as a Milenian wizard named
Zargos, With the “death” of Zargos, the book was
left to his followers, the Zargosians, who have yet
to uncover all of its powers. Nyx created the book
in the hope that mortals would one day use it to
destroy the sun, and plunge the Hollow World
into eternal darkness.

The Book af Zargos is currently in the hands of
the Zargosians, and i= kept upon an altar within
the Tower of Night. The Zargosians use it to con-
trol the weather around the tower, to create
undead creatures and other monsters, and to

develop new magical spells.

The cavers of the book are made of a black,
leathery substance like the skin of a bat's wings,
Fixed to the front cover is the horned skull of
some diabolical creature. Its eye sockets are filled
with obsidian, and glow blackly. The pages of the
book appear to be made of thin sheets of bone. A
coded language of strange glyphs and sigils cov-
ers the pages, and seems to have been etched with
a claw or sharp instrument.

Weapon Characteristics: None.

Armor Characteristics: None,

Constant Powers: The following two powers
are permanent effects and cannot be used for any
purpose other than that described:

*  Phantasmal force (50 PP) makes the Tower of
Night appear as a huge, gnarled tree. Anyone
touching the “tree” sees it as 1t rcally 15: a
strange, obsidian tower.

*  Weather contral (80 PP) keeps thick clouds
and fog around the Tower of Might, bathing it
and 240 yards of terrain in all directions in
deep shadow,

Other Powers: Through a secret ritual, priests
and wizards of Zargos become “attuned” with the
book. This allows them to draw upon any of the
following powers, but only while they are within
420 feet of the artifact:
= Animate dead (50 PP).

»  Cause fear (10 PP).

= Create poison, reverse of newtralize poison
(30 PP).

* Infravision (20 PP).

*  Speak with monsters (60 PP).

The following powers are actually spells wrnit-
ten in the book. Because of the coded language in
which these spells are written, not all of them
have been den.:jp)pered by the Zargosians. Those
marked with an ~ may be used by Zargosian wiz-
ards and may be found in their individual spell
books. The others have not been deciphered, and
cannot be used . .. yet.

«  Animate dead” .

s (lose gare. This is a special version of the

reverse of the gate spell in that range is extended to

line-of-sight. Thus, it could be cast upon the sun of
the Hollow World. This “sun™ is actually the energy
released from a permanent gate to the Sphere of

Energy. If the “sungate” were closed, the Hollow

World would be plunged into absolute darkness.

Cloudkiil N

Lighming bolt

Power word blind

Shield”

- Weather control’

Everyone attuned to the book becomes suscep-
tible to the sun's rays, suffering 1 point of damage

per round of exposure. The damage can be healed
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by spells and rest as normal. Those attuned to the
Book of Zargos slowly change over lime; their
skin pales from lack of sunlight, their eves
become sunken, and their lips pull back from
their teeth. The overall effect makes them look
like undead creatures, though they do not truly
become the undead. Affected characters lose
Charisma at the rate of 1 point per month, until a
minimum Charisma of 4 is reached.

Each use of the book’s powers (but not spells
learned from it) drains 1 hit point from the user.
The damage cannot be healed by the use of
spells; only by rest, and at the rate of 1 hit point
per day. If a user’s hit points drop to 0 as the
result of using a power, the character is dead.

When using the artifact’s animate dead power,
there is a 40% chance the character’s alignment
changes to a chaotic bent, if not already chaotic.

Users of the book become obsessed with pro-
tecting it from harm.

Notes: A detect evil spell reveals the book’s
evil nature. It can be utterly destroyed only by
being burned in the fiery heart of the Hollow
World's sun.

Spelljammer Detector

XP value GP Value
Detector: 300,000
Helmet: — 10,000

War Captan’s Companion
This rare, almost priceless item looks much like a
huge, insectoid face that stares blankly into the
void of space. Commonly 40 feet long or more,
found on asteroids or similar bases, the detector
shows the location of all human-size or larger
ohjects within a 20,000-yard radius (40 hexes). A
helmet of ligison is needed to link the detector to
the wearer of the helmet {much as a smaller
antennae of iriangulation). The helmet relays the
information found by the detector in exact detail.

When the helmet is worn, the wearer immedi-
ately gains a 360(DG), spherical picture of the
area around the base. Every minute detail can be
seen in his or her mind. The positions of the
details change as the base revolves, rotates, and
changes heading. 1f there is a chance that the
operator might lose an object being tracked, or
that some significant detail might be missed, he
or she must make a Wisdom check. Using the
detector is fully as fatiguing as manning a
spelljammer helm, and is subject to the same
requirements for resting afterwards.

A spelljammer detector (and a helmet af liai-
son) might be purchased for 300,000 gp or more,
depending upon availability and the reaction roll
of the seller, but not for less than that price. The
spelljammer detector, can be used as long as a
rested aperator is available,

Spelljamming Ram

XP Value GP Value
Blunt +1: 50/ton 1000 ton
Blunt +2: 100/on 2,000/ten
Blunt +3: 200/1on 4 00ton
Grappling +1: 50/ton 2 D00ton
Grappling +2: 200/ton 4,000/ton
Grappling +3: 400/ton 8,000Vton
Piercing +1: S0/ton 1,000/tom
Piercing +2: 10(/ton 2,000/tom
Piercing +3: 200/ton 4,000/ton

War Captain’s Companion

Somewhat rare items, magically enhanced rams
are highly desirable additions to any ship. The
bonus they possess applies to both the attack roll
and the damage determination. A small ram fits a
ship of 10 to 40 tons, A medium ram fits a ship of
40+ to 60 tons. A large ram fits a ship of 60+
tons,

Sphere
Spheres are ball-shaped objects and may be con-
structed from a multitude of different materials.
They can be leather, sculpted wood, rock, crystal,
or even chunks of absolute nothing. Spheres are
commonly used to divine answers beyond the
user’s normal senses,

of Annihilation
XP Value: 4,000 GP Value: 50,000
Do MasTeR" Guide

A sphere of annihilation is a globe of absolute
blackness, a ball of nothingness 2 feet in diame-
ter. The sphere is actually a hole in the continuity
of the multiverse, a void. Any matter thal comes
in contact with this sphere is instantly sucked into
the void, gone, utterly destroyed—even wizhes
and similar magic can’t bring it back.

A sphere of annihilarion is basically siatic,
resting in some spot as if it were a normal hole. It
can be caused to move, however, by mental effort.
The brain waves of the individual concentrating
on moving it bend spatial fabrics, causing the
hale to slide. Control range is 40 feet initially, 10
feet per level once control is established. Basic
movement rate is 10 feet per round, modified as
shown below,

Concentration control is based on Intellipence
and level of experience—the higher the level the
greater the mental power and discipline. For every
point of Intelligence above 12, a wizard adds 1%;
for every point over 15, another 3% 13 added. In
other words, add 1 to each point from 13 to 15, and
an additional 3% for each point from 16-18—the
maximum to move it, but if control is not estab-
lished, the sphere will slide toward the wizard
altempting to move it. The sphere will continu::ll;;
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maove in this direction for 1d4 rounds and as long as
the wizard is within 30 feet after that.

If two or more wizards vie for control of a sphere
of annihilation, the one with the highest pereentage
chance to control the sphere is checked first, then
the next strongest, and so forth, Control chance is
reduced 3% per person, cumulative, when two or
maore wizards concentrate on the sphere, even if
they are cooperating. If none are successful, the
sphere will slip toward the strongest. Control must
be checked each round.

Should a gere spell be cast upon a sphere, there
is a 50% chance that the spell destroys it, 35%
that the spell does nothing, and 15% that a gap is
torn in the spatial fabric, and everything in a 180-
foot radius is catapulted into another plane or
universe, If a rod of cancellation touches a
sphere, a tremendous explosion will occur as they
negate each other. Everything within a 60-foot
radius sustains 3d4x10 points of damage. (See
also Talisman, of the Sphere.)

In Ravenloft: Anyone who attempts to control
this sphere in the demiplane captures the atten-
tion of the Ravenloft powers and must make a
powers check,

of Darkness
XP Value: 2,000 GP Value: 20,000
Dracon Magazine 30
The sphere of darkness was developed, it is said,
to block the keyholes of the doors to Orlow’s

study and so prevent anyone from seeing that he
was napping and not creating exotic magic as he
claimed, These are spheres, 1-inch-diameter that
consist of an area in which light cannot exist (and
is thus totally black). They obey any command
given by their owners, but never travel more than
20 feet from him or her for any reason. When not
otherwise ordered, the sphere floats directly over
the head of the user (probably attracting unwanted
attention or even derision). They cannot be
harmed and obey their owners until death, Upon
the death of its owner, the sphere obeys the next
sentient being that touches il

of False Calling
G Value: 1,000
Dracion Magazine 145

XP Value: —

A sphere of false calling resembles a sphere of

warning. This cursed sphere, however, sounds a
random alarm every 1d6 months, and tends to
glow and hum at particularly inopportune
moments {such as before a wedding or a visita-
tion from friendly forces). This sphere never
glows before an attack.

Gax’s Sphere of Annihilation

XP Value: 4, (0 GP Value: 30,000
1992 Fantasy Collector Card 29
This dangerous sphere can be commanded by any
wizard, but only by one at a time. Intelligence
scores arc used to determine who controls the
sphere when two or more wizards are vying for it.
If both of the competing wizards are of the same
Intelligence, then a successful initiative roll
determines control for one round, during which
time the sphere may be moved 10 vards in the
direction of the controller’s choice. Initiative
must be reestablished every round. Unchallenged
wizards are able to move the sphere 10 yards each
round for every point of Intelligence they pos-
sess. The sphere cannot remain stationary when
not uncontrolled.

Glain’s Crystal

GP Value: 1,500
Imasiine Magazne 12
These are small, 4-inch-diameter hollow spheres
with porcelain cores, Enlarge and sharrer are cast
upon the cores, and mending upon the glass
spheres, which hinds them into incredibly strong,
gingle units, without any flaws or weaknesses,
each containing a core. Each individual erysral
sphere has a command word that negates the
effects of the binding spell. Once the command
word is spoken, the slightest movement of the
sphere causes the core to expand and shatter with
a fragmentation effect. The effect causes 4d6

points of damage to all creatures within a 10-foor
1

XP Value: 500
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radius. The spheres can be used as a booby Lrap
by placing a magic mouth upon one, primed to
repeat the command word.

Karnrohb's Airy

XP Value: 1,500 GP Value: 15,000

Crtherlands
Used mostly in rescuing air breathing creatures
from drowning, this tiny glass globe creates a
globe of energy 6 feet in diameter. Inside the
globe is a constantly replenishing supply of fresh
air. Water is kept out, but the energy cannot keep
out spells or living creatures.

To activaie the tiny globe, it must be either
hurled at the subject or tapped on the subject’s
forehead. The sphere can be hurled up to 20 feet
away,

The sphere can be used three times a day, each
use lasting three hours, This tiny item has a very
limited offensive capability; a resourceful person
could throw the sphere at a water-breathing foe,
causing the enemy to “drown” in the air. The
thrower performs this action by making a stan-
dard attack roll (the target is AC 10 minus any
bonuses for Dexterity, quickness, or speed). -

The sphere always remains centered on the
subject, though he or she may voluntarily depart
by actively concentrating on leaving the sphere.
The subject can take no other action that round.

Mierest’s Starlit
XP Value: 200 GP Value: 2,000
The Magister

Said to be a gift from the purple-cloaked arch-
mage to a traveler who visited Shamblegate, the
sphere is of shining silver metal that no blow can
crush or mark and that does not tarnish, rust, cor-
rode, or show any effects of heat or flame. Ithas a
diameter of 4 inches, weighs about a pound, and
always feels comfortably warm to the touch.

The sphere twinkles with a shifting pattern of
cold, blue-white pinpoints of light, whose sofl
glow clearly illuminates a 20-foot radius. Within
this area all sounds are hushed, no winds blow,
and all dancing lights, darkness, faerie fire, light,
and illusion spells are dispelled. Within the area
of the globe's illumination, all vision is aided by
true sight. If passed through an open flame, the
sphere emits soft music of muffled chimes that
dies away in 1d4 rounds if the sphere is not
brought into a flame again. This music can be
heard up to 110 feet away, and stills shriekers
who hear it, as well as fascinating most bards.

Undead will not willingly enter or remain in
the sphere's illumination, and the more powerful
among them usually scek to kill the bearer by
magical means and destroy the globe .

Thaddigren’s Glowglobes

XP Value: 20 GP Value: 300
Dungeon Magneine 24
Thaddigren Dentiata's glowglobes are 1-foot in
diameter silver spheres enchanted with modi-
fied continual light spells. The spell is riggered
on and off by touching a 4-inch-square silver
plate that was created at the same tlime as the
glowglobe but was installed elsewhere. Most of
the glowglobes are fixed in place and impossi-
ble to remove without damaging them. The
portable glowglobes are activated by touching a
l-inch-diameter, ruby jewel on their square
bases. If the jewel is pried from its setting, it
becomes worthless and the glowglobe is ren-
dered useless.

Any portable glowglobe removed from the
tower requires recharging after 10d4 turns of use.
A recharged glowglobe works for 10d4 turns
before needing to be recharged again. Recharging
requires a spelleaster who knows, or can success-
fully research, the modified spell. Dentiata has
the third-level recharge glowglobe spell written in
his spell baok. The spell will work only on a pre-
viously prepared glowglobe, but manufacturing a
glowglobe from scratch is much more difficult,

The silver content of a spent or damaged glow-
globe is worth 20 gp; normal glowglobes arc
worth 300 gp each, and their encumbrance is 10
pounds cach.

of Warning
XP Value: 2,500 GP Value: 15,000
Dracon Magazine 145

A sphere of warning is a 2-foot-diameter globe
suspended in gold or silver framework. The entire
device is over 4 feet high and 3 feet in diameter,
weighing about 300 pounds. The outside of the
magical globe is bright green marble streaked
with black or red. This sphere is a divination
device that beging to glow and hum exactly three
days before the structure in which it is contained
is to be anacked by any force (an attack is defined
as any outside party attempting forced entry mto
or committing hostile action against the edifice
containing the sphere of warning or the proper
ruler of this edifice). The sphere is capable of
fine distinctions, and generally has the DM’s
tastes with regards to the definition of “proper
ruler” The hum and glow of the sphere begin qui-
etly, but increase in intensity during the three
days before the attack, Unfortunately, the alarm
of a sphere of warning is always the same,
whether heralding an army of 3,000 orcs led by
an archmage or signaling the arrival of three half-
lings armed with pointed sticks,

When a sphere of warning is taken from one

structure to another, it ceases to function, resum-
2160
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ing operation only when a command word is
uttered (there is a 50% chance this command
word is engraved somewhere on the sphere).

Sglde rwalker

XP Value: 5,00 GP Value: 2,500
Maztica Campaign Set

The spiderwalker is an enchanted being created

from the body of a dried tarantula. When imbued

with the powers of hishna, the spiderwalker

becomes a deadly terror,

It can only be activated at night, and lasts for
the duration of that night only. It ceases to func-
tion when the first rays of the sun rise—even if
that sunrise is concealed by clouds, or the spider-
walker is indoors or underground, It has the fol-
lowing statistics:

Spiderwalker: AC —4; MV 6: HD 13; THACO 7;
#AT I; Dmg 1 + poison.

The creature can spring up to 10 feet in order
to attack, It can drop from any height, falling with
amazing accuracy (+2 on attack) onto a victim
below,

A spiderwalker can be given very specific
instructions by one who knows the command
word, It can be directed to strike at a single indi-
vidual, or to attack as many of a cerlain group as
il encountars,

Spinning Wheel
XP Value GP Value
Cursed: — 1,000
Normal: 600 3,000
The Book of Marvelous Magic

This rare item can be used to spin straw into gold.
The user may spin up to 100 gp per night, for the
wheel does not function during daylight hours,
While being used, however, there is a 5% chance
per night it will attract an undead monster (phan-
tom, haunt, or spirit); if so, the monster arises
from the earth with normal chances for surprise.

Some rare spinning wheels are cursed, so that
the user automatically pricks a finger on a poi-
soned spindle. The victim must make a saving
throw vs, poison with a —4 penalty to the roll or
sleep until the curse is removed by the kiss of a
prince or princess. This curse cannot be broken
otherwise, even by a wish; however, the sleeping
vielim needs no food, water, or air,

Springerie
XP Value: 1,000 GP Value: 5,000
Secret of the Slavers” Stockade
Much like a wand of apening, a springerie, when
struck against a locked or bound object, opens it
like & knock spell.

Spyglass
XP Value: 500 . GP Value: 2,500
Champions of MysTaRA®
This 2-foot-long, hollow metal tube has an eye-
piece at one end and a large crystal at the other.
Anyone looking through the eyepiece can view
any spot up to ane mile distant as though it were

10 feet away.

Staff

Staves are usually 5 or 6 feet long and as thick
as a young sapling—about 1% inches at the base,
tapering to 1 inch at the tip, although they can
be of nearly equal diameter throughout. Staves
are typically fashioned of wood, often carved,
bound with metal, and likely to be gnarled and
twisted. They can be unusual or quite ordinary.

Staves, like wands and rods, arc powered hy
charges. A stave typically hak 1d6+19 charges
when found. It is possible for a stave to have
fewer charges, although almost none have more
than this number. Some staves can be recharged
according to the rules for making magic items.
Once all the charges are used, the staff is rendered
nonmagical and cannot be recharged.

Unless inapplicable or otherwise specified,
staves function at the Sth-level of magic use,
Their spell discharge is that of an Sth-level wiz-
ard with respect to range, duration, and area of
effect. Damage is nominally 846 with respect to

fireballs, lighting boles, and other effeets.

Remember that a wizard who possesses a staff
always has a weapon in hand as well. A staff,
although magical and possessing one or more
magical abilities, can also be used as a hand-to-
hand weapon. These staves cause the same dam-
age as a normal quarterstaff,

Command Words (Optional Rule): If the
DM desires, unleashing the power of a stave can
require a specific command word or phrase that
must be discovered or researched separately
from the item itself. The command can be as
simple as a single word (“heal”) or as compli-
cated as a rhyming phrase that must be adjusted
to fit the circumstances (1 touch this elf: restore
his health,” or “In this moment of greatest toil, [
command thee, staft, uncoil!™), Since command
wuords are the keys to great power, wise owners
will memorize them and destroy all other evi-
dence. Indeed, knowledge of command words
can be used as a bargaining point in surrender
negotiations.,
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Staif of Air and Water

Rall Staff Type

0104  Blade Pole
05-08 Bo Stick
09-12  Climbing Pole
13-17  Fustibalus
18-21  Hooked Pole
22-15  litte
2629 - Jo Stick
30=33 Kumade
34-37 Lajatang
3842 Lathi
43-46  Litte
47-50  Mirror Pole
51-34  Quabone
55-58  Quarlerstafl
59-62 Shikomi-Zue
63-67  Sode Garami
6R=T1  Staff
T72-75  Staff-Bow
T6-80  Staff-Mace
£1-83 " Staff Sling
84-87 Stick !
8§6-92  Sword Stick
93-96  Sword-Stall
97=00  Tetsubo

of Air and Water

XP Value: 200 GP Value: 4,000
The Minrothad Guilds

This stafl provides the ability to breathe water,
and its effects on the Elemental Plane of Water

automatically extend to a 10-foot radius,

Alar Ch’Aranol’s
XFP Value: 6,000 GP Value: 30,000
Dark Sun® MC Appendix
Alar Ch'Aranol, the leader of the Peace-bringers,
owns a stafl of conjuring elementals that is able
to summon one of each type of lesser elemental
cach day. The summoned elementals always rec-
ognize Alar as a friend and treat him as they
would an elemental noble.

of Aquatic Wizardry

XP Value: 1,000 GP Value: 50,000
Otherlamds
Always made from a long piece of driftwood and
ritually purified during Solinari’s High Sanction,
these staves are eagerly sought by all Dargonesti
wizards. They can be wielded as normal weapons
with a +2 enchantment. They act as rings of pro-
tection +2 and as necklaces of adaptation,
enabling the owner to exist above or below the
sea.

The staff also enables the wielder to create a
walerspoui three times a week. The spout is a
funnel of water 100 feet high and 40 feet wide at
its top, tapering down to 5 feet in width. Anything

caught up in this fearsome water form is help-
lessly tossed about, unable to take any action, If
the staff’s wielder wishes, the victim can be spat
out of the spout at a movement rate of 48, Should
the victim's momentum be halted by something
hard, like a rock, the impact inflicts 5d12 points
of damage. The walerspout can be created under
the sea or on the water’s surface. It lasts for 2d4
rounds, and has a speed factor of 1. Making a
waterspout expends two charges.

The staff also has the following powers, requir-
ing one charge each: alarm, enlarge, fog cloud,
shield, summon swarm (tiny marine animals), and
whispering wave (as whispering wind, but under-
waler).

The following spells can be cast at the expense
of two charges: airy water, animal growth (sea
creatures only), chain fightming, control weather,
crystathrinle, duse, Evard s black tentacles, lower
walter, part waler, summaon warer efemental,
transmute water to dust, and water breathing,

Arctor’s Staff of Swarming
Insects
XP Value: 150 GP Value: 1,500
1993 Collector Card 350
Arctor’s staff functions much as a typical staff of
swarming fnsects, expending one charge to create
a swarm of insects (60 insects plus 10 per level of
the user). However, Arctor can alternately choose

1o create 2d4 -1 giant insects by expending three
Sl68
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charges. In either case, the range of the created
swarm is 60 feet +10 feet per level of the caster.

Aric’s Staff of Power
XP Value: 12,000 GP Value: 75,000

1992 Fantasy Collector Card 22
Aric’s version of this powerful staff is a variation
of the staff of power. The following powers con-
sume one charge: continuwal light, fire burst, davk-
ness 5 radins, ray of enfeeblement, cone of cold,
and ride the wind. Expending two charges will
grant the following: shield 5' radius, plobe of
imulnerability, and lower resistance. In addition,
the staff gives Aric a +2 bonus to his Armor Class
and saving throws, and a +4 honus to saving
throws vs, alteration spells. Expending charges
does not cause additional damage.

of Battle
XP Value: 1,000 GP Value: 5,000
Dracon Magazine 173

This staff is a +3 weapon that cannot be cut by
any blade. Its magical speed enables its hearer to
sirike first in any round, and it attracts all missiles
(even magic missiles) passing within 10 feet of
any part of it. The missiles avoid striking any liv-
ing being, but touch the staff and are absorbed
harmlessly. I a staff of battle s attack roll
{adjusted with its bonus) 15 20 or greater, any
armed opponent that it strikes must make a suc-
cessful Dexterity check on 4d6 or be disarmed,
the apponent’s weapon flying out of immediate
reach (1d10+10 feet away). These functions are
all automatic and continuous, and do not drain
any charges.

A staff of batile can repel (as the 6th-level wiz-
ard spell repulsion) all creatures within 10 feet.
This power drains two charges per use and can he
exercised only once every six rounds, The repul-
sion lasts for only two rounds, after that affecred
oreatures are free to return.

Once per day (144 turns), a staff bearer can
designate any suceessiul hil 1o be a thundersirike.
The deeision must be made immediately upon
stnking the target, and the blow instantly drains
cight charges from the staff (insufficient charges
produce no result). A rhunderstrike can be heard
as a deep, booming noise; it is a magical force
sufficient to deal double damage to any opponent
of human-size or smaller (no saving throw) and
triple damage to all larger ereatures. Any creature
struck must make a successful Dextenity check on
1d20 to avoid being thrown to the ground, and
also make a successful Strength check on 1d20 or
ke zunned for 1d3 rounds. 1f stunned, the victim
reels helplessly; gains a =3 penalty 1o Armor
Class; is unable to attack, cast spells, or concen-
trate; and is liable to drop any held weapons or

other objects unless a Dexterity check on 1420 is
made for each.

If used against nonliving objects, a thunder-
strike does | point of structural damage and
forces any object it strikes to sucecessfully save vs.
crushing blow at a =3 penalty or be crushed.

of Battle 11
XP Value: 1,000 GF Value: 5,000
Dipacon Magnane |79
This staft +1 allows its user double the normal
number of attacks allowed per round. Once a day,
it can also be thrown while spinning and does
double normal damage to the first being it stnkes,

Blackstaff

XP Value: 1,000 GP Value: 10,000

Iz the Evil

This ghastly blackwood staff is shod with silver

bands and topped by a carved head that is banded

and decorated with runes of Tuz's cult. Only the

highest-level {13+) pricsts of luz can posscss a

blackstaff, and very few of these staves exist. The

staff may only be used by priests or clerics.

Rlackstaffs are charged items, rechargeable by the

joint efforts of a priest of level 16+ and a wizard

of the same level. They have a range of effects,
some of which do not require the use of charges.

A blackstaffis a +3 magical weapon, but on a

suecessiul attack roll of an unmodified 18, 19, or

20, it inflicis double damage (2d6+6) on crea-

tures of good alignment.

A priest employing a lacksraff is permanently
protected from good as long as he or she wields
the stafl. By gripping the staff firmly and touch-
ing one targel creature, the priest may cast com-
mand or cause fear (reverse of remove fear) three
times per day each. These functions do not
expend charges.

By expending one charge, the priest may create
an:,r of the following effects:

Create a screaming skull,

= Create an 8-HD fireball,

»  Casl cause critfcal wonnds 10 a range of 30
yards.

* Create an acid vortex of 10-foot radius to a
range of 60 yards. Damage is 8d4 points,
halved if a successful saving throw vs. staves
is made.

By expending two charges, the priest may cre-
ate any of the following effects:

»  Summon a vampiric mist that persists for up
to six hours,

» Inflict a death touch, which requires a success-
ful attack roll to be made in melee combat.

+  (Cause harm to an opponent, again requiring a
successful melee hit.
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Caduceus
XP Value: 900 GI" Value: 9,000
Dracow QueEsT* Game

This magical staff 1s carved from cakwood. It has
two feathered wings on top and two snakes coiled
around the staff. Three times per adventure, the
holder of the caducens may command it to cure
someone. The effects of this magic are the same
as the spell of the same name (in other words,
1d8 points of damage are healed). Only priests
can use this ilem,

of Caracanomnos
XP Value: 2,500 GP Value: 15,000
The Milenian Scepter

It is believed that Caracanomnos created this staff
from the bones of his own father, who was him-
self a powerful sorcerer. Over the years, the staff
has gained a reputation for its destructive power,
having been the doom of several Milenian heroes
who sought to defeat Caracanomnos.

The staff is made of fuscd bones and topped by
a leering skull. The cye sockets of the skull are
filled with obsidian. The staff is enly usable by
wizards. [t may be wielded as a staff +2. Addi-
tionally, it may be used to duplicate the following
magical spell effects:
* Curse: Black beams from skull’s eyes, range,
two charges.
* Darkness: One charge, radius 10 yards.
* Magic missile: Four missiles per round, one
charge.

Catstaff
XP Value: 6,000 GP Value: 13,000
Diacon Magazine 99
This item is a black, 7-foot-long staff of stout
wood, topped with a sculpted knob resembling a
cat’s head, When carried or strapped to one’s per-
son, il imparts abilities related to silent movement
and concealment, The bearer of a catsiaff'is able
to perform the following thief-based skills,

Skill  Percentage Change for Success
Climb walls Q8%
Move silently 0%

Hide in shadows 94%

The user can also see with infravison to a 60-
foot range, and cast shadow six times per day.
This shadow is a 10-foot-radius globe of semi-
darkness centered on the staff: the gloom does
not block infravision, and is negated by a light
source within its confines. It can be dispelled by
magical (not normal) fight that touches its periph-
ery. Uinless dispelled or canceled by the desire of
the staff holder it remains in effect for 1d4 wrns,
The shadow does not allow normal vision into or

through its area of effect, and as such serves as a
defense against visual attacks (gaze weapons,
hypnotic and dazzling effects, and the like),

The catstaff is a magical weapon and can be
used in combat as a normal quarterstaff would be;
however, it has no bonuses to attack or damage. It
can be employed as a weapon while any or all of
its magical properties are being used. The staff
never makes any noise while tapping, scraping,
striking, or otherwise contacting solid ohjects.
Many of these staves contain secret compart-
ments for the carrying of small items such as
thieves’ tools, spell components, magical fokens,
and the like. If broken in two, all magical proper-
ties are lost.

Catstaff I1

XP Value: 6,000 GP Value: 13,000
The Magister
This item is a black, 7-foot-long staff of stout
wood topped with a sculpted knob resembling a
cat’s head. When carried or strapped to one’s per-
son, it gives the user the abilities of silent move-
ment and concealment. The bearer of a carstaff is
able to climb walls (if both hands are free) and
move silently as a 9th-level thief, hide in shadows
with a 94% chance of success, see with infravi-
sion to a 60-foot range, and cast shadow six times
a day. The shadow is a globe of semidarkness, 10-
foot-radius, centered on the staff; its gloom does
not block infravision, and is negated by a light
source within its confines. 1t can be dispelled by
magical (but not normal) light that touches its
periphery, and unless dispelled or canceled by the
desire of the staff holder, it remains in effect for
1d4+1 mrns. The shadow does not allow normal
vision into or through its area of effect, and
serves as a defense against visual attacks (gaze
weapons, hypnotic and dazzling effects, and the
like).

The eatstaff is a magical weapon and can be
used in combat as a normal quarterstafl, although
it gives no bonuses to attack or damage rolls. It
can be employed as a weapon while any or all of
its magical properties are being used. The staff
never makes any noise itself while tapping, scrap-
ing, striking, or otherwise contacting any solid
object. Many such staves contain sccret compart-
ments for carrying small items such as thieves’
tools, spell components, magical tokens, and the
like. If it is broken, the staff’s magical properties
are all lost.

Centeotl’s
XP Value: 8,000 GP Value: 35,000
Legends & Lore
When victims are hit by Centeor! 5 staff, they

must save vs. poison or fall ill and suffer an addi-
T
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tional 1d6 point loss from Constitution. The loss
is permanent, although the poinis can be restored
by a cure disease spell.

of Cirulon
XF Value: 1,000 GP Value: 7,500
[rragon Keep
This is a staff of clear crystal, 6 feet in length. It
holds a maximum of 50 charges and can be
recharged at a rate of three charges a day if
exposed to sunlight. The staff can perform all of
the following functions once a day like the vari-
ous spells, each function requiring one charge:
detect evil, detect magic, cure light wounds, cure
disease, newtralize poison, and purify food and
drink.

of Command

XP Value: 5,000 GP Value: 25,000
Dumiaeos Master Guide
This device has three functions, only two of
which are effective if the wielder is a wizard; all
three work when the staff is in a priest’s hands.
The staff can be recharged. The three functions
ane:

Human influcnee: This power duplicates thal
of the ring of the same name. Each suggestion or
charm draws one charge from the staff.

Mammal control/animal control: This power
functions only as mammal controf (as the ring of
that name) when the staff is used by a wizard. In
the hands of a priest it is a staff of animal control
{as the potion of the same name, all types of ani-
mals listed). Either use drains one charge per turn
or fraction of it.

Plant contral: This function duplicates that of
the potion of the same name, burt for each 10-
square-foot area of plants controlled for one tum
or less, one charge is used. A wizard cannot con-
trol plants at all.

of Commanding
XP Value: 5,000 GI* Value: 25,000
Dumiceons & Dragons® Rules Cyelopedia
Usable by all spellcasters, this item has all the
powers of the rings of animal, human, and plant
oo,

of Conjuration
XP Value: 12,000 GP Value: 60,000
PovymEDRON® Newszing B2

This weapon is a magical guarterstaff +3. Carv-
ings depicting animals, flying creatures,
humanoids, and monsters of several kinds cover
itz complete length. Any conjurer (specialist wiz-
ard) can use the special powers of this staff.
* The staff can use up 1o seven charges per day Lo

cast monster summoning spells. Monster sum-

maning [ costs one charge and greater spells
cost additienal charges according to their
power; monsier summaoning VI costs seven
charges. The stalf cancels all profection from
evili/geod spells in a 30-foot radius, making it
possible for the conjured creatures to attack.
Onee a day, the conjurer can cause four hlack
tentacles to grow from his or her sides. Each
tentacle is AC 4, 15 feer long, and has 20 hir
points. The tentacles attack with a THACD of
15, A successful hit inflicts 1d6 points of dam-
age and the tentacle wraps around the target. On
each round afler the first, the vietim takes 2d6
points constriction damage and must make a
saving throw vs. spell each round or loses |
point of Strength. A creature can escape by
making a successful open doors roll, This power
drains three charges.

of the Couatl
XP Value: 7,500 GP Value: 20,000
Dracos Magarine 86

The staff of the couat! 15 a device much appreci-
ated and used by good priests, particularly those
who follow the good-aligned deities of the Cen-
tral American mythos. The lawful neutral priests
of Quetzalcoatl, however, may use staves of this
sort normally, A stqff of the couwarl is about 7 feet
long, with the top 3 feet of the staff fashioned in
the shape of a winged couatl. Such staves are usu-
ally made from precious materials such as ivory
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aver a silver core, and are magically strengthened
50 they can be used in combat (as quarlerstaves).
This powerful stall has the following abilitics:

* It can be used to summon one couatl a month to
serve the needs of the priest possessing the staff,
The couatl has randomly determined hit points
and psionic abilities. It fights on behalf of the
summoning priest until the opponent is van-
quished or escapes, or until the user of the staff
commands the attack to cease. If the couatl is
summoned to fight against insunmountable odds,
or if the combat does not seem to be favoring the
side of the couatl and the priest, the couatl will
wrap iis tail around the priest and fransport both
of them to a place of safety elsewhere on the
Prime Material Plane (by traveling through the
Ethereal Plane). The destination is not under the
control of the priest, In any event, the couat] van-
ishes back into the Ethercal Plane 1d4+4 turns
after being summoned, or sooner if the pricst
commands it. This power may be used only by
lawful good priests who follow Quetzalcoat],

So long as the staff is carried, the priest gains a
+2 bonus to saving throws vs, spell, including
magical effects, and a +4 bonus to saves vs. poi-
son. These bonuses are cumulative with those
offered by other devices, like a ring of protection.
The stafT is +1 on attack and damage rolls when
used in combat.

The staff may be used to affect the casting of
certain gpells: detect evil and snake charm each
three times a day; rewfralize poison and sticks to
smakes each once a day; and wind walk once a
week, All spell effects are at the Sth level of
ability.

A priest of neutral alignment, with the excep-
tien of neutral good priests, (that is, lawful neu-
tral, chaotic neutral, or neutral evil) who grasps
the staff is never harmed, but cannot use any of its
powers (except for priests of Quetzalcoatl). An
evil priest who picks it up takes 1d4+1 points of
damage each round the staff is held. If a priest of
Tezeatlipoca, Quetzaleoall’s chief nival, 15 struck
by or picks up this staff, damage is doubled, and
the priest must save vs. poison each round the
staff is held or die.

of Curing
XP Value: 6,000 GP Value: 25,000
Dusgeos Master Guide

This device can cure disease, cure blindness, cure
wonnels (3d6+3 hil points), or cure insanity. Each
function drains one charge. The device can he
used once per day on any person {dwarf, elf,
gnome, half-elf, halfling included), and no func-
tion may be employed more than twice a day (the
staff can function only eight times during a 24-
hour period). It can be recharged.

of Curing 11
XP Value: 6,000 GP Value: 235,000
Dracox Magazine 35
This staff has the ability to slay any porcine crea-
ture, including certain humans, for its strike turns
them into a roughly triangular, semi-boneless
heap.

Damh’s
XP Value: 4,000 GP Value: 15,0040
Monster Mythology
The avatar's staff can affect 2d4 korreds, satyrs,
or atomies as a pofion of imvidnerabifity by touch
ange a day.

of Devotion

XP Value: 8,000 GP Value: 35,000
Dracoxy Magazine 179
This magical staff may only be used by priests (of
any kit). Hierarchy priests (pragmatists, ethoists,
and moralists) pain additional advantages. Any
priest may use the following powers without
draining any charges, three times a day, once per
round: atonement, bless, create food & waier,
cure light wounds, avert evil eye, purily food &
drink. The following powers use one charge cach
but may be used multiple times in one day, once
per round, by any type of priest: cure serious
wounds, dispel magic, enthrall, nentralize poison,
remave curse, The following powers use three
charges each and may only be used by hierarchy
priests (the pragmatist, cthoist, and moralist kits):
Name sirike, holy word, legend lore, raise dead,
restoration. In addition, the staff provides a +2
bonus to all saving throws of the individual who
holds it

Dionysus's
XP Value: 1,000

Legends & Lore
Anyone who is touched by the staff of Dionysus's
avatar must save vs. spell or suffer from confu-
sion as the priest spell.

GP Value: 7,500

of Disjoining
XP Value: 4,500 GP Value: 22,500
Dunceon Magazime 35

Records of how to construet this powerful stafl
have been lost in antiguity, though it scems cer-
tain to require the aid of a high-level priest. This
type of staff is unadorned, resembling a gnarled
walking stick. Sacred in nature, a staff of digfoin-
ing may be used only by a priest of the appropri-
ate alignment,

A staff of disjoining has two powers. At the
cost of one charge, the staff may inflict_feeble-
mindedness (like the spell) on any being it hits.

The staff's primary power, however, 15 much
S18R

P

1276

N

h+‘l




5 Staff of Divergence -

more awesome. Al the cost of two charges (more
may be spent for greater effect if the user so
desires), the user may attempt to disjoin any
being hit, separating the victim’s body from its
mind. The victim must be hit by the staff and is
allowed a saving throw vs. staves al —2 to avoid
the effect.

If the saving throw fails, the victim's body and
mind enter a stale of suspended animation for a
number of lurns cqual to the number of charges
spent. When the disjoining ceases, the vietim
returns to a normal state,

If the user of the staff is a high priest, he or she
may opt to permanently disjoin the target. The
target must first be disjoined by the stall in the
normal way. Then the high priest speaks a special
command word and the staff floats into the air,
maintaining the state of disjunction in the target
uniil the staff is moved by an outside force,

Each staff of disfoining has a specific align-
ment. Only beings of the same morals as the staff
(good, neutral, or evil) may disturb a floating
staff. Others who attempt to may conclude that
the staff is illusory—hands or objects pass
through it. If the staff is touched or bumped by a
being of the same morals, there 15 a 75% chance
that cither the mind or the body of the disjoined
being is released (50% chance for each). If the
staff is grasped, bath are released.

The act of permanently disjoining a targel uses
up all of the stafl’s remaining charges. Temporar-
ily disjoining a target does not require the staff to
remain in place and may be done any number of

,times, depending on the staff s total charges.

These staves cannot be recharged.

of Dispelling
XP Value: 4,000 GP Value: 20,000
DumcEons & Dragons Rules Cyelopedia

The touch of this item has the same effect as a
dispel magic spell from a | 5th-level caster, hut it
will affect only the item or magical effect
touched. Any potion or scroll touched is com-
pletely destroyed, and any permanent magical
item touched becomes nonmagical for 1d4 rounds
(imcluding armor and weapons), This effect may
b permanently harmful to intelligent swords
(DM's choice). Each use of the staff costs one
charge. This staff is usable by any character.

of Displacement
XP Value: 6,000 GP Value: 30,000
Dracox Mogaeine 173
This magical staff functions at all times as a cloak
aof displacement +2 when up to three beings hold
it. The protection functions continuously and
drains no charges.
The staff can also, upon command (a silent act

of will not requiring a gesture or utterance),
enable a single creature grasping the staff to
Jump, as the 1st-level wizard spell. This function
drains one charge and may be activated as ofien
as desired, onee per round.

The staff can also part water by touch in a 5-
foot cylinder. The cylinder is centered on the staff
and extends 4 feet heyond either end of it,
enabling beings to breathe air while submerged.
Magpical processes replenish the air continuously
1o keep it fresh and drain one charge per round
from the staff while performing this function.
This function requires the utlerance of a seeret
command word to activate the staff. The function
ceases upon the mental command of any being
grasping the staff, and it may be used as often as
desired.

Finally, all sraves of displacement can tem-
porarily negate (but not destroy) wizard locks and
hold portal spells, regardless of the level of the
caster. The touch of the stall causes the guarded
door or portal to glow with a faint radiance for
1d4 rounds; during this time, all creatures who
wish to do so may pass freely through the guarded
area. When “free passage” ceases, any creatures
caught passing through the guarded area may
proceed but must suffer a system shock roll. This
function operates automatically, whether passage
is desired or not, and drains one charge per level
of the caster of the hold portal or wizard lock.

of Divergence
XP Value: 1,000 GP Value: 9,500
The Ruins of Myth Drannor

This sort of staff is a defensive weapon, Upon its
crafting, the staff must be set to guard against one
type of attack (typically “fire” orlightning™). It
is effective only against the chosen types of
attack, of both natural and magical origin, and
regardless of intensity.

Any attack of the chosen type directed within 9
feet of any part of a staffl of divergence is auto-
matically turned away, to a spot or target within
90 feet chosen by the staff bearer. If no one is
holding the stall or if the bearer does not choose a
destination for the attack, determine where it
takes effect randomly. This function of the staff
drains three charges per use, and can be used only
six times in any 24-hour period.

Divergence is effective against spells and mag-
ical item discharges employing the attack form
guarded against, but it cannot guard against “all
spells” or “all poisons.” It could be cralled to
ward off “all acids,” but all flaming attacks and
all clectrical and energy discharge attacks are by
far the most commaon attack types guarded against
by such staves,

A sraff of divergence has an additional power,
1w
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=g Staff, Diviner of Life

usable at will and requiring no charges. It can
emit a faerie fire radiance of any hue desired. The
staff must be held to change the intensity and
color of the radiance, or to end it. These processes
require concentration that precludes spellcasting,
but can be accomplished within a round,

Diviner of Life
XP Value: 1,000 GP Value: 7,500
Dragons of Dreams
This magical artifact was created by Waylorn
Wyvernsbane during the Age of Might. The staff
is 4 feet long. Each end is capped with a band of
gold and steel that is 6 inches long. The staff has
a 3-foot long section of what appears to be clear
glass in the middle. It will withstand 20 points of
damage before breaking. If the glass breaks, the
staff is useless.

There seems to be a swirling white fog within
the glass section. When the keyword is spoken,
the fog clears completely. 1f the staff then touches
a living being, the life force (hit points) of that
being will register as a bright green line that
extends from the bottom of the staff, 1 inch per
10 hit points registered. The staff was used by
commanders for determining the general condi-
tion of their troops.

Dolmaria’s Staff of Withering
XP Value: 9,000 GP Value: 40,000
1992 Fantasy Collector Card 75

Delmaria’s staff is a +2 weapon to attack and
causes 1dd4+2 points of damage when a single
charge is expended. If two charges are expended,
the struck enemy also ages 20 years. Three
charges will wither a random limb of the struck
creature. Ageless creatures are unaffected by the
staff. However, there is always a 5% chance per
charge expended that the effects of the staff will
backfire on Delmaria (one charge has a 5%
chanece; two charges, 10% chance, and so on).

Druid
XP Value: 10,000 GP Valoe: 50,000
Moonshae
The druid sraff is a shaft of oak with a head
carved in the shape of a wild animal, usually a
boar, wolf, deer, or eagle. The staff allows the
user to perform several special functions,

It can be used to swmmon amimals of the type
carved onto the stall. Al a cost of two charges, the
user can send out a call, All animals of the appro-
priate type within 12 miles hasten to the druid as
guickly as possible. Once they reach the druid,
they act as if under an animal control spell.

The staft can also be used to cast animal con-
trof on any animal within sight of the staff, at a
cost of one charge. The stafl functions as a magi-

cal weapon, with a +2 bonus to attack, inflicting
1d6r+2 points of damage on a successful hit,

The staff also functions as a pyvithen siaff, with
the characteristics of the staff of the serpent. This
includes the destruction of the staff if the snake 1=
killed. Using the staff as a snake costs one charge.

Al a cost of two charges, the staff can be used
to cast one of the following druidic spells: call
lightning, dispel magic, cure serious wounds,
Plant growdh, cure disease, and speak with plants,

Onece a month, with no cost in charges, the
staff can perform one of the following greater
abilities: wall of fire, transmuie rock to mud, con-
Jure fire elemental, insect plague, wall of thorns,
and comjure earth elemental,

After using its greater power once, the staff
only regains this ability if it is recharged in a
Moonwell beneath a full moon,

of the Druids
XP Value: 10,000 GP Value: 50,000
Dundigons & Dracons Rules Cyclopedia

This stafl is usable only by druids. A druid carry-
ing one gains an extra spell at each spell level.
The extra spells must be selected when the usual
spells are acquired (usually during morning med-
itation}). Each day’s use of the staff uses one
charge. The staff is o weapon +3 as well, and may
be used as such (inflicting 1d6+3 points of dam-
age) withoul using any charges.

of an Element

XF Value GP Value
Earth: 10,000 20,000
Adr 10,000 20,000
Fire: 10,000 20,000
Water: 10,000 20,000
Earth and Fire: 20,000 45,000
Adr and Water: 20,0(0) 45,000
Elemental Power: 30,000 65,000

Durceons & Dracons Rules Cyclopedia
Usable only by wizards, there are seven types of
these staves; roll 1d100 to learn the exact type
found.

Roll Stall Type

01-21 of Earth

2242  of Ar

43-63 of Fire

64-84  of Water

8591 of Earth and Fire
92-98  of Air and Water
99-00  of Elemental Power

Each staff is a staff +2 and may be used as one
without using any charges, striking for 1d6+2
points of damage. Staves of two elements gain all
the powers of both staves, and the staff of elemen-

tal power has the powers of all four,
5%
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- Staff of the Elements

Each staff contains the following powers when
used on the Prime Material Plane:
* A +4 bonus to saving throws vs. attack forms
based on that element.
+ Complete immunily to attacks by any clemen-
tal of that type.
+ The ability to summon one 8 HD elemental of
that type per day (as the wizard spell), each sum-
maoning costing one charge.
* (Certain spell-like effects, each costing one
charge per use. These created spell effects are
treated as if cast by a 10th-level spellcaster. The
effects are dependent on the type of element as
follows:
*  Earth: web, wall of stone
*  Air: lighining bolt, elowdkill
*  Fire: fireball, wall of fire
« Water: ice storm or wall
When used on the elemental plane of the corre-
sponding type, the powers are quite different. As
long as one or more charges remain in the staff,
the powers granted to the holder are not the pow-
ers given above, but rather the following powers:
* Immunity to damage from the plane itself,
with vision to 60-foot range.
*  Movement within the plane at the rate of 120
feet per turn (60 feetround).
« Communication ability with any resident of
that plane.

* A —4 honus to Armor Class if attacked by a
resident of that plane.

Mote that these staves do not provide the ability
to breathe on the plane; some other device or
spell must also be used. However, when a staff is
used aleng with a matching ring of elemental
adaptation or talisman of elemental travel, all
cffects given above are extended to a 10-foot
radius around the user,

Except for the staff of elemental power, each
staff can be used to negate effects relating to the
element to which it is opposed at the cost of one
charge if the effect was produced by the opposite
staff or two charges il a normal spell was used.
For example, a staff of air could be used to negate
a wall of fire spell cast by any wizard, at the cost
of two charges.

A summoned elemental may be sent back to irs
home plane with the same cost of charges (one if
produced by the opposite staff, two if conjured by
spell), but the elemental must be touched by the
staff (possibly requiring a normal attack rell).

If a stafl is ever taken to the plane it is opposed
to, it immediately explodes, inflicting 20 points
of electrical damage plus 1dR points of damage
per charge remaining in the staff. The explosion
fills a sphere of 60-foot-radius; all creatures
within the effect may make a saving throw vs,

spell with a -4 penalty to the roll to take half
damage. The wielder of the staff, however, gets
no saving throw,

of the Elements
XP Value GP Value
Earth: 10,000 25,000
Adr: 10,000 25,000
Fire: 10,000 25,000
Water: 10,000 25,000
Tome of Magic

This powerful item appears to be a staf +2, If it
is grasped by an elementalist, however, its true
power becomes evident.

A staff of the elemenis 15 charged by the life
force of an elemental trapped within it. The staff
has charges equal to the number of Hit Dice of
the elemental multiplied by 2, Thus, a staff hold-
ing a 12-HD elemental has 24 charges. Every
time two charges are expended, the elemental
loses 1 Hit Die. When all charges are expended,
the elemental dics and the staffl becomes dor-
mant.

If a dormant staff is used to successfully strike
an elemental, the creature must immediately
attempt a saving throw vs. Rod, staff, or wand, If
the save fails, the elemental is absorbed into the
staff, thereby recharging the device. If the roll is
successiul, the creature avoids the effect, but suf-
fers normal damage from the strike of the magi-
cal staff (1d6+42). It is possible to absorh an
elemental only if the staff is dormant. Only one
elemental may be held in the staff at one time.

The staff holds the following powers that do
not drain charges; each may be used once per day
even if the stafl does not hold an elemental:

Affect normal fires

Derecr elementals within a 100" radius
Fool's gold

Metamorphose liguids

Wall of fog

L - - & &

An occupied stall has the following powers
depending upon the type of elemental trapped
within. For example, if a fire clemental 13 held in
the staff, only those powers related to fire are
available.

The following powers require the expenditure
of one charge per use:

Earth: Dig, Maximilian 5 stony grasp
Air: Stinking cloud, wind wall

Fire:  Fireball, pyrotechnics

Water: Warer breathing, watery double

The following powers drain two charges per

use’
HiL
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- Stafl of the Elements: Air

Earth:  Passwall, mansmute vock to mud
Air: Claudkill, solid fog
Fire:  Fire shield, wall of fire

Water:  Airy water, wall of ice

The most powerful abilities of the stafl drain
four charges per use:

Earth: Crystalbrinde, stane to flech (reversible)
Adir: Airboat, suffocate
Fire:  Forest s fiery consivictor, Malee-Keth s

Mame fist
Water: Abi-Dalzim s horrid wilting, transmuie
waier fo dust

The powers of a staff of the elements may be used
only by an elementalist, Note that elementalists are
restricted against the use of spells and magical items
of the element that directly opposes their element of
specialty, Thus, an elementalist specializing in water
cannol use the stalls powers if it contains a fire ele-
mental. Using a staff of the efemenis can be danger-
ous, Each time a power is used that requires the
expenditure of one or more charges there 15 a 5%
chance that the trapped elemental bursts forth,
destroving the staff in the process. A successful dis-
pel magic spell cast on the staff automatically
releases the creature. An escaped elemental will cer-
tainly seek revenge against its tormenter.

of the Elements: Air
XP Value: 10,004 GP Value: 20,000
i Infinity Sphere
Slightly modified from the version found in the
Tome of Magic, this staff has the following prop-
erlies:
»  Affect normal fires three times a day
+  Firehall, pyrotechnics, magic missile twice a
day
*  Fire shield, wall of fire once a day.
«  Forestk fiery constrictor, Malec-Keth & flame

Jist

of the Elements: Fire
XP Value: 10,000 GP Value: 20,000
Infinity Sphere
A slightly modified version of that in the Tome of
Magic, this staff has the following powers:
s Wall of fog, three times a day
= Stinking cloud, wind wall, twice a day
= Clowd kill, solid fog, once a day
= Airboat, suffocate, once a week

of Ethereal Action
XP Value: 7,000 GP Value: 15,000
The Magister
Also known as a blink staff, this item appears to
be a normal wooden staff, but when a command

word 15 spoken, it allows the holder to blink, as in
the spell, for a cumulative period of up to two
turns per day. In battle, the blinking stops (and
begins again) instantly upon the halder’s com-
mand.

This staff +1 is able to strike creatures on the
Ethereal Plane (such as couatl, ghosts, phase spi-
ders, and characters using armor or oif of ethere-
alness), as well as those on the Prime Material
Plane. This staff neither has nor requires charges.

of the Fates
XP Value: 25,000 GP Value: 90,000
Fate of Istus

The staff of the fates can be used as a staff of
striking, but it also has magical powers that the
user can call upon. Every time the holder uses
the staff in this fashion, his or her Intelligence
score suffers a temporary decrease. The device
goes inert (and no point loss occurs) if the user
tries to call upon a power that would reduce the
Intelligence to less than 9. Lost Intelligence
points are regained at the rate of 1 each day, by
resting or sleeping for at least four hours. Frac-
tional lost points arc disregarded for purposes
of Intelligence-related abilities; for instance, a
character with a score of 154 makes Intelli-
gence Checks as if his or her score was 16. The
following powers can be employed by the user
onee a day:

Powers costing 2 points: Timesiop, empus
Sfugit, magic mirror (unlimited range and dura-
tion, contact other plane; no chance of failure or
insanity).

Powers costing 13 points: reincarnarion,
sending, truename, geas.

Powers costing 1 point: divination, frue see-
ing, find the path, word of recall.

Powers costing % point: all cantrips and all
I1st-level priest spells.

Fiend
XP Value: 8,000 GP Value: 40,000
Wault of the Crow
The fiend staff has a number of functions, but
cach can be used only once per day.
»  Touch causes fear (no save).
» A hit causes 4d6 points of damage.
*  Summon any lesser baatezu.
*  Transforms the holder into any lesser baatezu

for 5 rounds,

of Flames
XP Value: 10,000 GP Value: 40,000
DieacioxN Magarne 179
This staff allows any wizard o use the following
powers, at the cost of one charge per use: affect

narmal fives, laming sphere, pyrotechnics, sun-
5203
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-~ Staff of Gnatmarsh -

dazzfe, sunfire. The following powers use two
charges, except in the case of flame mages, who
expend only one charge from the stafl: conjure
[ire elemental, sun stones, enhance five creatures.
Only a flame mage may use conflagration, it con-
sumes four charges (the staff wielder’s level is
used to determine the duration of this spell). The
wielder is also considered to be under the effects
of a flameproof spell as long as he or she holds
the staff. The fameproof effect disappears when
all charges of the staff arc expended.

Fraz-Urh-Iuu’s
XFP Value: 18,000 GP Value: 90,000
The Lot Caverns of Tsojcanth
Fraz-Urb-Tuu's own weapon is a staff that com-
hines the abilities of a rod of beguiling, a rod of
rilership, and a staff of command. This weapon
was stolen when he was imprisoned, and has
since disappeared. No one, not even other fiends,
wishes to see this artifact recovered.

of Fury
XP Value: 8,000 GP Value: 40,000
Old Empires
This staff is used in conjunction with a wizard's
normal arsenal of spells. When a wizard casts
spells while holding this staff, all spells are +1 on
casting time, but become devastatingly powerful.
Damage spells gain +1 per die, even exceeding
maximums. All saving throws against the spells

of a wizard using a staff of fury suffera -2
penalty. Each time this function is used, it drains
the staff of a charge.

This staff can also be used as a defensive
weapon. In this case, the caster cannot perform
any offensive actions that round, but may use the
staff to block up to three successful attacks each
round, be it with a weapon in combat, or at range
with a missile weapon. Each block drains the
staff of one charge; the wizard must specify how
many potential attacks are being blocked at the
start of the round. 1t is rechargeable.

Geb’s Quarterstaff
XP Value: 8,000 GP Value: 45,000
Legends & Lore

Geb's avatar traditionally carries a quartersiaffl
+3 in combat that can duplicate the function of
any magical item or spell relating to the earth. For
example, it can be commanded Lo function as a
spade of colossal excavation or to cast a frans-
mute rock to mud spell.

of Glyphs
XP Value: 1,000 GP Value: 8,000
Dieacon Magazine 50
This is a charged item whose sole function is 1o
create certain ghyphs of warding. The stall has a
predetermined set of glyphs (up to three), each of
which require an increasing level of charges. For
example, a staff might contain Fryz, cast by use
of one charge, Cino by use of two, and Wod by
use of three charges, the name of the glyph being
the appropriate command word. The ilem 1s used
by touching it o the arca to be warded (the size of
the arca should also be predetermined and con-
stant). Only a priest can use it, and it does not
automatically give the priest the power to cast a

particular glyph.

of Gnatmarsh
XP Value: 4,000 GP Value: 20,000
GrETHAWE® Adventures

Enchanted by a shaman of the tribesmen in Gnat-

marsh, this rechargeable staff has the following

magical functions:

*  [Dearh magic against a single insect or insec-
toid monster, fatal unless a saving throw vs,
death magic is successful (one charge).

= Animate dead insect or fallen insect life in a
10-foot area (lwo charges).

»  Summon 1d4+2 fmendly thri-kreen (or insects
chosen by the DM to fight for the summoner
for eight hours or until slain, at which time
they disappear (three charges).

4

1281

R



g Staff of Harming -

of Harming
XP Value: 4,500 GP Value: 35,000
Red Arrow, Black Shicld

The staff of harming functions like a reversed
staff of healing, but at the cost of one charge per
creature harmed. It inflicts 1d&+1 points of dam-
age if it touches any creature (no saving throw); a
normal attack rall may be required. This is in
addition to normal weapon damages (1d6 points),
if applicable. The staff can also create the follow-
ing effects, with the costs noted. Each effect is
identical to the reversed form of a priest spell.
Note that the use of this staff is an evil act.

Effect Charges
Cause blindness 2 charges
Cause disease 2 charges
Cause serfous wounds 3 charges
Create poison 4 charges

of Healing
XP Value: 5,000 GP Value: 40,000
DunGEoNS & Dracons Rules Cyelopedia

Usable only by priests, this staff will heal 1dé+1
points of damage per use. It may only be used
once a day per person, but it will heal any number
of persons once a day, It does not have or use
charges for healing.

As an option, the DM may add charges to the
stafl (in addition to its curing abilities) to create
the following effeets, at the cost of the charges
indicated.

*  Cure hlindness: | charpe

*  Cure disegse; | charge

s Clure serious wounds: 2 charges
= Neutralize poison: 2 charges

of Hornwood
XP Value: 4,000 GP Value: 15,000
GREYHAWE Adventures
This wooden staff was enchanted by a wizard
whao wanted to make his travels in the wilderness
less dangerous, When the command word is spo-
ken, the staff creates an area of antipathy in a 20-
foot radius that is avoided by normal animals
{including giant variations) unless attacked by the
stafl holder or the parly. Animals with higher
than animal Intelligence can enter the warded
aren if a successful saving throw vs. stafl is made.

Enchanted creatures of the forest will be irri-
tated by the operation of the staff; 75% of the
time they will leave the area in disgust, and the
other 25% of the time they take steps to drive
away the staff halder.

The staff can also be used as a melee weapon,
in which case the antipathy effect causes any ani-
mal struck to flee the encounter, subject to any
applicable saving throw. Each hil drains a charge

from the staff, Mote that with sufficient time and
effort, animals can be trained to withstand the
effects of this stafl. The stafl can be recharged.

Idun’s
XP Value: 2,000 G Value: 45,000
Legends & Lore
Anyone struck by the avatar’s staff becomes 10
years younger (save vs, spell to negate), If the
victim's age falls below 15, one point of Strength
and Wisdom is lost for every two years below 15,
If the victim's age falls below 8, physical atlacks
are not possible, Below the age of six, magic can
no longer be used.

Ixtlilton’s
XP Value: 600 GP Value: 3,000
Lepends & Lore
Anyone hit by the avatar’s staff must save vs.
spell or be stunned for 1d4 rounds and take nor-

mal damage.

Jizo
XP Value: 7,000 GP Value: 35,000
Dracon Magazine 40

This staff can be used only by priests, and that
includes druids. It has 1d100 charges of prorection
Srom undead 15" radius, each charge lasting 1d6
hours, While any charges remain, the staff is also a
staflof striking +2. Striking with this staff does not
use charges; only the use of the proteclion aspect
drains charges. This staff has no final sirike.

of Kitsyrral

G Value: 42,500
Falcon's Revenge
This staff enables a priest to store spells for later
use. The staff can hold 10 charges: each charge is
equal 1o one spell level.

By casting spells on the staff, the priest imbues
it with spell energy. This charges it and later
allows the priest to draw upon the stored energy.
Any level of spells may be cast on the staff, but
the total levels stored can never exceed 10.
Excess spell levels are lost,

The priest can cast any spells on the staff.
Since they are stored as energy and not as spells,
they may later be cast from the staff, regardless of
when a specific spell was stored originally. Spell
levels may be stored or cast in any combination.

The pricst may expend charges at will, using
them in any combination {any four 2nd- and two
Ist-level spells, or ten 1st-level spells, or any
combination totaling 10 charges). He or she may
not cast spells that are above the character'’s level
of spell ability. Spells cast from the staff take
effect in half the normal casting time, but at the
very least have a casting time of 1.

XP Value: 3,500
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Staff of the Magi
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Kuan Yin’s Quarterstaff
XP Value: 1,500 GP Value: 15,000
Legends & Lore

In combat, Kuan Yin's avatar cmploys a magieal
guarterstaff +35 that inflicts stunning damage
only.

K’uei Hsing’s
XF Value: 1,500 GP Value: 25,000
Legends & Lore
K'uei Hsing's avatar uses a staff +3 that also acts
as a rod of cancellation. This weapon is also
known as Chung Kuel & Staff.

K’ung Fu-tzu’s
XFP Valune: 3,000 GFP Value: 18,000
Legends & Lore
Anyone hit by the staff of K'ung Fu-tzu’s avatar
must save vs. paralyzation or be stunned for 1410
rounds,

Kura Okami’s
XP Value: 10,000 G Value: 72,000
Legends & Lore
Upon command, Kura Okami’s staff unleashes a
torrent of water 10 feet wide, causing creatures
caught in its path to save vs. petrification or be
washed 2d100 yards away.

Ky Trencha Ukang
XP Value: 3,000 GP Value: 30,000
Foara-Tur

The great wu jen Kixa To'u created the Ky Tren-
cha Ukang, a staff of eldritch powers. Fearing
his creation, Kixa Toe'u transformed the stall
into five magical scroll reels with unbreakable
{AC =2) enameled cases, each of which magi-
cally rewrote any spent, hlank magic parchment
placed inside. Only one of these scroll cases is
known to still exist, and it is owned by the wu
jen Yuraka of Singye. The other reels have been
lost for more than five centuries. It is rumored
that if all the picces are brought together, the
staff will reform. The staffs powers arc bind at
will, disguise ar will, fire enchantment, poly-
morph other, wall of fire (three times a day),
wall af fron (twice a day), major creation (once
a day), aura (once a week), and power ward
stun (once a month). Its primary power is call,
25 in the &th-level wu jen spell, but the wielder
of Ky Frencha Ukang need not have actually
seen the person or spirit called; he or she just
needs to know the correct name. [ts side effects
are insomnia and arthritis, It has an Intelligence
of 17 and a neutral evil alignment.

Lao Tzu’s
XP Value: 9,000 GP Value: 82,000
Legends & Lore
Anyone hit by the staff of Lao Tzu's avatar must
save vs. paralyzation or be permanently paralyzed.
Mothing short of a wish can counter this curse.

of the Magi
XP Value: 15,000 GP Value: 75,000
DumGeEon MasTER Guide
This potent staff contains many spell powers and
other functions, Some of ils powers drain charges;
others don't.

The following powers do not drain charges:
Detect magic
Enfarge
Hold portal
Light
FProtection from evil/good
The following powers drain one charge per use:
Tnvixibility
Fireball
Knock
Lighming balt
Pyrotechnics
Ice storm
Web
Wall of fire
Dispel magic
Passwall
These powers drain two charges per use:
«  Whirlwind'
= Conjure elemental
»  Planar travel
»  Telekinesis’
"The whirlwind is identical to that caused by a
djinni.
*The staff can be used to conjure one elemental
of each type per day, each having 16 Hit Dice.
! Telekinesis is at 8th level (200 pounds maximum
weight).

- - - -

The staff of the magi adds a +2 bonus to all
saving throws vs. spell. It can be used to absorb
wizard spell energy directed at its wielder, but if
the staff absorbs energy beyond its charge limit, it
will explode as if a “retributive strike” (see
below) had been made. The spell levels of energy
absorbed count only as recharging the staff, but
they cannot be redirected immediately, so if
absorption is desired, that is the only action pos-
sible by the staff wiclder that round. Note also
that the wielder has no idea how many spell lev-
els are cast at him or her, for the staff does not
communicate this knowledge as a rod of absorp-
tion does. Absorbing spells is risky, but absarp-

tion is the only way this staff can be recharged.
1532
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g ST, Magical Cuarierstaff r‘

Retributive strike is a breaking of the staff, it
must be done purposefully and declared by the wiz-
ard wielding it. When this is done, all levels of spell
energy in the staff are released in a globe of 30-foot
radius. All creatures within 10 feet of the broken
staff suffer points of damage equal to eight times
the number of spell levels of energy in the rod (1 1o
25), those between 10 and 20 feet take & times, and
those 20 to 30 feet distant take 4 times the number
of levels. A successful saving throw vs. spell indi-
cates that one-half damage is sustained.

The wizard breaking the staff has a 50%
chance of traveling to another plane of existence,
but if not, the explosive release of spell energy

totally destroys the wizard. This stall and the siaff

of power are the only magical items capable of a
refributive sirike.

In a DracoNLANCE® Campaign: Staves of the
magi do not exist on Ansalon,

In Ravenlofi: This staft is incapable of planar
travel while in Ravenloft. Attempts to use it for
planar travel do not expend any charges.

Magical Quarterstaft
XP Value GP Yalue
+1: 2,500 15,000
+2: 3,000 201,000
+3: 3,500 5,000
+4: 4,000 30,000
+5: 4,500 5,000

Dumcisos Master Guide
This item scems to be a normal bronzewood staff
banded with iron. The shaft is actually as strong
as steel, and has two magical qualiries. Upon
command, the staff will alter its length from as
short as 6 feet to as long as 12 feet (or any length
in between). It also inflicts damage as a quarter-
staff (base amount, 1d6 points), with additions to
attack and damage rolls based upon its magical

bonus,

Roll Type
0125 +1
2650 (normal form) +2
51-75 +3
T6-90 +d
91-00 +5
of Magius

XP Value: 13,000 GP Value: 72,000
Tales of the Lance

This polished mahogany staff is topped with a
erystal ball held tightly in a bronze dragon claw,
Its powers are limited only by its user; once the
wizard learns the staff’s true nature, great power
may be summoned.

Legends say the wizard Magius aided Huma in
his guest to drive dragons from the face of Krynn,

Magius's staff of legend still bears the wizard’s
spirit and lends it to save the world Magius loved.
Many wizards of renown have used this staff and
added to its powers.

The staff acts like a ring of protection +13,
improving the wearer's AC by -3, and adding a
+3 bonus to all saves. The staff strikes with a +2
on attack rolls, inflicting 1d8 points of damage.
Once a day, it can create continual light, 60-fool
radius; il can save its owner with a feather fall.
When used by a wizard of 6th level or higher, the
staff doubles spell durations, adds +2 points dam-
age per die, and maintains spells for one round
after concentration is broken. Other powers may
XI5t

This staff has hidden powers. Only a master
wizard can summon them. 15 a wizard of 6th level
or higher uses the stafl, the DM rolls 1d10. Ona
1, a random effect occurs. The DM should select
the effect from the list below. Once an effect has
occurred three times, the wizard may attempt to
master the power by making a ' Intelligence
check.

The following powers cost one charge each:
Continual light, featherfall, darkness 15" radius,
hold portal, detect mapic, proteciion vs.
evil/good, enlarge, strike at double damage.

The following cost two charges each: Entan-
gle, gust of wind, jump, magie missile (<3), knock
spiderclimb, levitate telekinesis (25-foot range).

The following powers cost four charges each,
1524
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- Staff, Mirandoss ST of Insect Command

The user must make a Constitution check or
become exhausted for 2d6 rounds, suffering a -2
on all rolls and moving only at half-rate: Dispel
magic, lightning bolt (6d6 points damage), feign
death, locate object, fire shield, paralyze, invisi-
bilitv, summaon swarm,

The staff recharges at the rate of one charge an
hour while in the light of Solinari (up to § points
aday), The staff can carry up to 20 charges.

of Magius 11

XP Value: 10,000 G Value: 50,000
1992 Fantasy Collector Card 412
Magius was a wizard who aided Huma, His staff
eventually fell into Raistlin Majere’s hands. Tt can
be used only by wizards. Any new owner imme-
diately knows that it functions as a ring of protec-
fion +3, weapon +2 (1d8 damage) and can
perform feather fall and continual light once per
day. Prolonged use will reveal that, in the hands
of a 6th- or higher-leve] wizard, the staff doubles
the duration of spells that influence light, air, and
the mind. It also maintains spells that require
concentration for one round after the wizard
slops concentrating and adds 2 points of damage
to every die of damage inflicted by a spell of the
staff's owner,

of the Magius
XP Value: 15,000 GP Yalue: 75,000
Dragens of Triumph
The staff of the magius can only he used effec-
lively by wizards. The first paragraph of abilities
is automatically known to the wielder, while
those in the second paragraph may be discovered
when casting certain spells,

The staff of the magius functions as a ring of
protection +3. It can strike as a +2 magical
weapon and cause 1d8 points of damage. Once
per day the user can command the staff to per-
form a featherfall and a continual light spell.

In the hands of a wizard of 6th-level or higher,
the staff can enhance spells cast by the wizard. It
doubles the duration of spells that influence light,
air, and minds. It maintains spells that require
concentration for one round after concentration
ends, It also adds +2 points of damage to every
die of damage done by a spell cast by the holder
of the staff.

Meriadar’s Quarterstaffl
XP Value: 3,200 GP Value: 25,000
Monster Mythalogy
Meradar’s avatar carries a guartersiaff +3 that
affects any goblinoid struck by it as a symbel of
persuasion (normal saving throw vs, spell).

of Miracles
XP Value: 4,000 GP Value: 20,000
The Ruinz of Myth Drannor

These wizards' staves were once common, made
in Myth Drannor and elsewhere, but the secrets of
their crafting are known by but a few today. When
firmly held and ordered, these staves glow with a
brief, blug-white radiance and allow a +4 bonus
on saving throws for up to four beings touching
it. The protection lasts for the round i which the
staff is touched and the following round, and
drains the staff of four charges each time this
power is activated. A staff of miracles may heal
(as the Gth-level priest spell) once every 24 hours,
This function drains five charges.

The staff may also be used to delay death once
every 24 hours. This function, which drains six
charges, 15 similar to the dearh ¥ door spell, and
permits a dead being, if touched within three
rounds of death, to be brought to 1 hit point
despite any wounds, dismemberments, or even
decapitation. Breathing, bleeding, and all life
functions are magically halted for seven wrns; if
curative magic or other means are applied to the
unfortunate during this time, actual death may be
averted. A system shock roll may apply if a DM
Judges it appropriate.

Once every 66 days. a staff of miracles allows
the bearer one limited wish, at a cost of 12 charges
(insufficient charges cause failure to function).
When this function is used, a roll of thunder is
heard overhead. The staff bearer is not aged by
the use of this power. The finired wish is akin to
the Tth-level wizard spell. If death is involved, it
cannot be directly caused by the spell, and it can
only be undone or reversed for one creature. If
the fimited wish involves the undoing of acts,
spells cast, or words said, it can only reach back
into the immediate past to a maximum of one
turn.

Mirandos’s Staff of Insect
Command
XP Value: 5,000 GP Value: 25,000
1992 Fantasy Collector Card 130

Mirandos bears this magical stafl and uses it in
Ixtul, a lost city in Far Payit. The staff is a varia-
tion of the staff of command, with the following
powers: It can cast summon insects, speak with
animals (insects only), giant insect, and repel
insects by expending one charge each, or it can
cast insect plague when two charges are
expended. Any insects summoned or ereated by
the staff act as though charmed by Mirandos,
with no saving throw.
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Staff of Mishakal
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of Mishakal

GP Value: 25,000
Tales of the Lance
The first gift of Mishakal to the people of Krynn
upon her return to the world was the blue crystal
staff of Mishakal given to Riverwind. Carved
from crystal, its crown is topped with a bladed
cap and a blue gem. Mishakal granted Riverwind
the staff to bring Goldmoon to her and to the
disks of Mishakal (see Book).

Thas staff 15 sentient and of lawlul good align-
ment. lts Intelligence equals 13 {empathic with
user) and its Ego is 10, It can control the actions
of a user whose combined Intelligence, Cha-
risma, and level (-1 per five rounds) is less than
23. Only lawful good characters may use the
staff; others suffer 4d6 points of electrical dam-
age if they try. The staff strikes as a +3 weapon,
adding +3 to all attack rolls. For each attack the
user can choose to spend 1, 2, or 3 charges to
inflict +3, +6, or +9 (respectively) to damage.
The staff can cast any of the following priest
5p-ells (cast of two charges per spell level).

1st: Command, cure light wound, remave fear.
« Ard: Continual light, cure blindness, cure dis-

CAsE, FemMOVEe CHEse.
= Sth: Cure critical wounds, raise dead, teleport

(15 charges).

» Tth: Restoration, resurrection, deflect dragon

Breath (10 charges),

The staff holds up to 20 charges and regains
one charge per day in moonlight.

of Mishakal I1
XP Value: 5,000 GP Value: 25,000
Drapgonz of Dezpair
This staff is carved from a single piece of blue
crystal. It is about 5 feet long and has a 2-inch-
diameter shaft. The ornamentally bladed head of
the staff bears a gem in its center.

Although Riverwind does not remember, a
manifestation of the goddess Mishakal gave him
the stafl. It 15 an Intelligent artifact of lawful
good alignment and has an Ego of 10. It can only
be used by those of that alignment—others who
try to wield the staff take 4d6 points of electrical
damage. A lawful good person may use the staff
to heal the electrical damage it has caused. The
staff has the following powers:
= Strikes as a staff of striking (1d3 charges per

usel,

»  Casts any of the following priest spells (two

charges per level of spell):
1st: Command, cure light wounds, remove
fear
Ird: Conrinual light, cure blindness, cure
disease, remove curse
Sths Cure critical wounds, raise dead

XP Value: 5,000

Tth: Resroration, résurrection
= Teleports at its own discretion, using 15
charges.
»  Deflects dragon breath weapons in a 10-foot
radius {10 charges per usc).

The staff holds up to 20 charges at a time. It
regains one charge a day from the combined
influences of Krynn’s three moons, but it can be
recharged instantly and completely at the statue
of Mishakal.

Monkey's

GP Value: 15,000
Hall of Heroes
The Monkey's strength lies within the towering
oak staff he carries. The staff, capped with the
three silver rings of his profession, enhances both
the Monkey's saving throws vs. magical artacks
by +4 and his shukenja spell rolls by +3.

of the Moonglow
XP Value: 3,000 GP Value: 15,000
Dracon Magazine 173
Devised long ago in the early days of the northern
city of Silverymoon, staves of this sort are most
often found in the hands of Harpers and elves.
They are activated and deactivated by silent act of
will combined with physical contact and can be
used by all races and classes of intelligent beings.

At a cost of one charge per round of use, the
wielder of a sraff of the maonglow can pass with-
out trace (as the 1st-level priest spell), find the
path (as the 6th-level priest spell), or have free
action (as the dth-level priest spell). A staff of the
meoanglow can also (at a cost of one charge per
round of use) be made to glow with a pearly,
blue-white radiance. The light fills a sphere 30
feet in radius, centered on the midpoint of the
staff. Besides providing illumination for reading
and other sight-related tasks, this radiance allows
a ring of shooting stars located within it to oper-
ate as if it were underground, reveals the auras of
all magical dweomers within its area of effect as
amber faerie fire glows, and causes all undead
within it to attack at -3 on their attack rolls. All
magical inscriptions and wizard marks located
within the moonglow shine forth clearly and dis-
tinctly, even if normally invisible or magically
concealed.

Whenever a staff of the moonglow strikes an
opponent, the bearer can elect (at a cost of two
charges) to forego all physical attack damage in
exchange for forcing the struck creature to “stay.”
This power allows no saving throw and operates
as follows: All creatures able to shift out of phase
{into the ethereal or elsewhere), hlink, or telepori
(including related spells or creature powers, such
as the dimension door ahility of a boggle) are I;zm.n

XP Value: 2,500
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- Staff of the Ninja

vented from doing so for one round. In other
words, for the round that follows the staff artack,
they cannot escape by magical means and may be
attacked normally by the staff wielder and his or
her companions. Creatures not able to use such
abilities or spells are merely slowed for the one
round following the stafT attack.

A staff af the moonglow operates as a weapon
+4 when used under an open, moonlit sky. If used
under a starlit sky or under a night sky in which
the moon is concealed by weather, it functions
vnly as a weapon +/. Underground, it has no
bonuses, except that in all locations and condi-
tions, the strike of a sraff of the moonglow does
double damage to all undead; it also counts as
“holy,” silver, and magical for attack purposes,
and it affects trolls and other creatures suscepti-
ble to fire damage as though the physical damage
of its striking were caused by flame. These staff
properties drain no charges.

of the Necromancer
XP Value: 13,000 GP Value: 65,000
Old Empires
This staff belongs to Hodkamset, the most power-
ful wizard in the service of the god Set. Hodkam-
sel made this alabaster staff from the spine hones
of a dragon.

Hodkamset pursued the art of necromancy and
built this item 1o aid in spellcasting. It was stolen
from him by the priests of Osiris, in a battle two
years ago, but assassins of Sel retrieved it before
the priests could destroy it, and once again Hod-
kamset wiclds it. It has a maximum of 25 charges,
and absorbs magic as a stafi of the magi. In addi-
tion, it has the following powers that cost no
charges: detect magic, speak with dead, and pro-
tection from good.

The following powers cost one charge per use:
animate dead, darkness 15 radius, dispel magic,
and hold person.

The following powers cost two charges per
use: command undead, enfeehle, feeblemingd, and
life level drain. This last attack form drains one
life level, has a 100-foot range, and automatically
strikes one target within that range.

of Night
XP Value: 3,000 GP Value: 15,000
The Ruinz of Myth Drannar
A staff of might is not (despite folk beliefs to the
contrary) an evil item; like many staves, it has no
alignment. Anyone taking hold of this staff is
automatically afforded infravision to a range of
90 feet. By wordless mental command (at a cost
of one charge), this staff can dispel any magical
spell radiance whose area of effect it contacts
(light, continual light, or faerie fire, but not glow-

ing magical auras, as from swords). Radiances of
normally permanent duration return 1d4+1 turns
after this function is exercised.

The bearer of a staff of night can also create
darkness in a 10-foot-radius sphere centered on
the midpoint of the staff. The dariness is equal in
cffcet to that created by the 2nd-level wizard spell
darkness 15 radiug, and it moves with the staff.
This function costs one charge per use and can be
ended by mental command of the bearer; it can
also be continued indefinitely, even if the stafl is
no longer in contact with a living being.

Once every seven days, the greatest power of a
stafl of night may be used. When the bearer of the
staff feels (by a faint, continuous tingling) that
this power is ready, a command word is spoken to
activate the power. Doing this drains six charges
from the staff each time it is invoked. Within one
round, an umber hulk appears. It fights or other-
wise performs at the staff bearer's bidding for
three rounds, then vanishes again. The umber
hulk always has 60+ hp and obeys diligently and
loyally in undertaking even obviously dangerous
tasks (if directly asked to harm itself, it does
nothing). The bearer of the staff is rendered
immune to the confision power of the gaze of all
umber hulks while the staff is held. If the umber
hulk is slain while in service to the staff bearer,
the staff instantly crumbles to dust, its power
gong forever.

Lord Aumry of Shadowdale (hushand of the
“witch” Syluné) once bore such a staft. It was
stolen from his tomb by Lashan of Scardale, who
is thought to be still alive and in hiding—he may
well still have it,

of the Ninja

XP Value: 5,000 GP Value: 25,000

Dracon Magazine 126
This staff appears to be an ordinary bo stick until
checked for magic. It is +2 to attack and damage
rolls, and has other special abilities as well, If the
appropriate command words are known, the fol-
lowing things may occur at the user’s command:
= A spear head slides out of one end, turning the
weapon into a shakujo yari +2. The head retracis
when the command word is repeated.
= A sword blade juts out of the other end, turning
the staff into a shikomi-zue +2. As before, the
blade retracts if the command word is repeated.
+ The staff has a saving throw vs, crushing blows
of 1, making it virtually unbreakable,
= It has balancing ability.
=« Once a day, each concealed weapon blade may
be envenomed. The venom is wiped off and
expended on the first successful blow, acting as if
it had come from a dagger af venom.

* The staft dances for five rounds, attacking the
5136
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Stafl, Oberon's

ﬁ

enemy as il wiclded by an Sth-level ninja. The

staff can dance as a bo stick, shakujo yari, or

shikomi-zue—the form in which the owner

wishes it to fight, however, must be determined

before the weapon is made to dance. When time

runs out or it is recalled, the staff returns to the

OWINET,

= It acts as a ring of waler walking.

= Four limes a week, the bearer of the staff can
pass through stone or metal walls up to 3 feet
thick.

Oberon’s
XP Value: 7,000 GP Value: 20,000
Monster Mythology
Oberon’s avatar carries an enchanted staff that
can be used as a chanpestaff once a day.

of Oceans
XP Value: 8,000 GP Value: 20,000
Kara-Tur

This is an ornate staff, laminated from many
types of wood and carved into intricate designs of
dragons, hawks, and faces. [l was created by the
first Lord of Oceans, who used it to flood a
frozen battlefield and defeat the nobility's forces.
It has the following powers (all using one charge):
gpell immunity (one turn duration), create water,
air walk, and cure serious wounds. For three
charges, the staff can raise dead or cast an ancient
citrse. It can discharge up to 10 lighining bolis
each day (6d6 each, no charge required). The staff
of oceans is the ruling instrument of Tabot, so it
15 always carried by the High Lord of Oceans
when in public.

O-Kuni-Nushi’s
XP Value: 1,000 GP Value: 7,500
Legends & Lore
Any being struck by the avatar’s staff must make
a Strength check or fall to the ground.

of Osiris
XP value: 1,500

Old Empires
This staff is made of dark mahogany and is cov-
ered with painted hieroglvphs. A guariersiafl +3,
it is a favored weapon of the priests of Osins; al
least 20 are known to still exist today.

In addition te its attacks, the staff hlocks one
successful attack each round; the first successful
melee attack against the wielder is automatically
negated. This does not prevent ranged attacks,
such as missile weapons and spells, from causing
damage but it does stop sword thrusts, other
staves, daggers, and melee weapons. In spite of
its name, a siaff of Osiris may be used by any
priesthood, including Set's.

GP Value: 7,500

Osmal’s Staff of the Woodlands

XP Value: 9,000 GP Value: 45,000
1992 Fantasy Collector Card 264
Osmal 5 stafl is made from the severed limb of a
treant—a bolt of lightning cut the branch free and
nearly killed the treant in the process. As a result,
the staff has all of the powers of a sraff of the
woodlands +2, and it can call lighrning (three
balts) in two rounds, once a week. Each balt of
lightming inflicts 5d8 points of damage (save for
half damage). There must be at least partial cloud
cover in order for the staff 1o work. Osmal abhors
violence, so he has never called upon the staffs
unique power, and the clectrical ability may
become a lost secret if Osmal dies without reveal-
ing it.

Panzuriel’s Quarterstaff
XP Value: 1,500 GP Value: 8,500
Monster Mythology
The avatar's powerful guarierstaff” +4 delivers
1d10 points of electrical damage in addition to
normal melee damage (a saving throw vs. spell is
allowed to halve the electrical damage).

Pharaoh’s Ruling
XP Value: 5,000 GP Value: 25,000
Pherach

In the hands of one who knows how 1o use it, this
staff is capable of three magical acts:
» Striking the tip to the ground three times causes
the staff to polymaorph itself into a large ven-
omous snake (AC 4; MV 15; HD 4; hp 28; #AT 1;
Dmg 1d4 + save vs, poison or die; AL the same
as whoever wields the staff). The snake will not
attack the wielder of the stafl. Grasping the snake
by the tail firmly, at -2 on attack rolls, poly-
morphs the snake back into the golden staff.
* Stnking the ground twice and then spinning the
tip in the air creates a globular balf af lightming
that, for every round it is spun before released at
its target, develops 1d10 points of damage poten-
tial. Mote, however, that the person spinning the
lightning must concentrate both on ils spinning
and on its direction for detonation. If the spinner
is disturbed during spinning (moves, is hit, or is
distracted) then the ball detonates on the spot
with as much damage as had been spun 1o that
point.
» Striking the ground once and then pointing it
skyward produces a clap of thunder of such vol-
ume that all exposed creatures within 1,000 feet
must save vs, petrification or be struck with fear
for 1d10 rounds.

The staff holds only five charpges of each type.
Only a sage (for a fee) can extract the above
information—or a little lucky experimentation.
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Staff, Churks of Magical Staves

Ne——————————————————————

of Power
XP Value: 12,000 GF Value: 60,000
[hmceon Master Guide

The st of power is a very potent magical item,
with offensive and defensive abilities. The powers
below cost one charge each:
+  Continual light

Magic missile or lightning bolt

Darkmess, 5 radius

Ray af enfeeblement

Levitation

Cone of cold or fireball
The following powers drain two charges each:
» Shield, 5 radius

o Globe of invulnerability

*Paralyzation

| paralyzation is a ray from the end of the staff
extending in a cone 40 feet long and 20 feet wide
at the far end.

The DM may assign alternate powers by ran-
dom die roll.

The wielder of a staff of power gains a +2
bonus to Armor Class and saving throws. The
staff may be used to smite opponents. It strikes as
amagical weapon +2 and inflicts 1d6+2 points of
damage; if one charge is expended, the staff
causes double damage, but two charges do not
cause triple damage.

A staff of power can be broken for a retributive
strike (see Staff, of the magi). The staff can be
recharged.

- - - - =

of the Priest Kings

XP Value GP Value
Tyvpe I: 5,000 25,000
Type II: 5,500 27,500
Type 01 6,000 30,000
Type IV: 6,500 32,500
Type V: 7,000 35,000
Type VI: 7,500 37,500

Stratepic Review Magazine 7
This staff is the priestly equivalent of a staff of
wizardry, and combines the following functions:
« The snake staff
Sticks to snakes spell.
Insect plague spell.
Create/pollute food and water spell.
Cure/cause disease spell.
Continual light spell.
Neutralize poizon spell.
Cure light and serious wounds spell,

This is the basic staff, which is +1 on spell
effectiveness. Other staves may be found, accord-
ing to the following percentages:

Roll  Other Staves

00-65  Basic staff.

66-75  As basic staff with the pillars of flame
aned smoke (a spectacular find the path
spell).

76-85  As basic staff with earthguake and
feld person.

86-95  As basic staff with raive dead (2d4,
burns two charges).

96-99  As basic staff with resurrecr (1d6,

burns three charges per spell).

(i) Ag basic staff with restoration (1d4,
four charges per spell), and blade bar-
rier, +2 on spell effectiveness.

Like staves of wizardry, these have 200
charges, but have no final strike capacity.

Quirks of Magical Staves*
XP Value: — GP Value: —
Dracon Magazine 163

The AD&D" game has one of the largest compi-
lations of magical items in the fantasy gaming
industry. The following tables have been created
to add some spice and variety to existing magical
items in the AD&D game worlds. A table of non-
standard, magical item abilities is offered for
cach major type of magical item in the AD&D
game.

Most items are created normally, and they
function exactly as a standard item of the same

type in the DMG. However, sometimes there is a
5140

=4

1289

;. L

.



e Staff, Quirks of Magical Staves

slight mishap in the creation of the device: the  56-60  Staff is unaffected by acid.

steps are not followed in the proper order, the 61-63  Staff cannot be snapped or broken by any

astrological signz do not bode well, the item’s creature of less than 18/50 Strength. This

creator is disturbed to begin with, the instructions also applies 1o any retributive strike made
arc incomplete, or something just plain goes by another wand, staff, or rod.

wrong. Any of these results may cause a magical 6d-68  Staff does not work if the wielder is

item to behave differently from others just like it. wearing metal armor of any kind

MNat all quirks are bad, however. Some are {including elven chain mail).
detrimental to the ilem or its user, some are neu- 69-71  Stafl has a tendency to overload. It can be
tral, and some are even beneficial. The possibili- used up to three times in a 24-hour period.
ties of quirks cxisting {and the actual number of Any attempted use beyond that limit

quirks) are determined by using the table below causes the staff to short itself out for 24

to determine the exact quirks a magical staff hours, and the charges activated are lost.

POSSESSES, 72-74  Staff is extremely powerful; any saves

against its effects are at -2 to the dic

Raoll Quirks Present roll.

01-86  No quirks 75-79  Staff is unable to function in environ-

87-94  One quirk ments colder than freezing.

95-98  Two gquirks 80-83  Staff is unable to function in environ-

99-00  Three quirks ments warmer than normal human body

temperature,

Roll  Resuli 84-86  Staff does not function underwater,

01=04  Staff is inefficient; double the number B7-B%  Staff activates whenever the command
of charges expended for cach use. word is spoken by anyone within 30

(05-07  Staff has an extra command word that feet, whether it is being held or not.
allows it to shrink to half its regular size 90-93  Staff can be used as a weapon (if it is
or return to normal. not already one). It has a +1 bonus with

08-13  Staff is made of metal and is magnetic; respect to hitting creatures unharmed
consequently, the staff is attracted to by normal weapons, but has no actual
any large concentration of metal of at bonus on attack or damage rolls. A
least 30 pounds, wand does damage as a jo stick; a rod

14-18  Staff glows a random color (as faerie does damage as a club; and a staff does
Jire) whenever its powers are used, damage as a quarterstaff,

19-22  Staff radiates nondetection and regis-  94-96  If all of the staff’s charges are used, the
lers negatively at any attempt to defect staff explodes in a fiery blast. The blast
magic. has a radius of 15 feet and does 5d4

23-25 Staff does | point of damage to its points of damage to anyone therein.
wielder each time its powers are used. Those within § feet of the stafl receive

26=30  Staff is easily broken; the staff must no saving throw; others may save vs.
make all saving throws at =2 to the roll. breath weapon for half damage.

3134 Somatic gestures, as well asacom-  97-99  Staff is capable of being placed in auto-
mand word, are necessary to activate matic made; every round, it performs
the staff's powers. The gestures force one function as designated by the
the user to suffer a —1d4+4 initiative wielder, using the normal amount of
penalty. If the gestures cannot be per- charges, until it is taken out of auto-
formed (if, say, the wielder's arms are matic mode, During this time, the
tied), the staff does not work. wiglder is able to cast short spells (mni-

35-39  Staff does not work if the wielder's tiative modified spells of three or less),
hand is covered, gloved, or gauntleted. or with a -1 penalty on attack rolls.

4044 Seaff is unstable; it fizzles out and does 00 Staff is intelligent; roll on the Sword
nothing 10% of the time that is activated, Intelligence Table (see Sword, Special) and dis-

45-50  Staff is unaffected by fire, magical or  regard any result of no Intelligence. The staff also
normal. has an Egp; its personality must be determined as

31-52  Staff is invisible to everyone except its well. Though the staff does tell its owner of the
USEr, powers it offers, it never reveals the number of

53-55  Staft's wielder must concentrate for one  charges it possesses. Note that an Intelligent staff
round when speaking the command word ~ never willingly uses its last few charges. These
in order to activate the staff's powers. staffs can always be recharged, regardless of type,
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of Raket
XP Value: 10,000 GP Value: 50,000
Dracon's Crown® Sourcehox

Only 4 feet long, this staft was originally empow-
ered by Raket's master with the psychometabolic
scignce Energy Containment. He further modi-
fied it as a receptacle, holding a pool of 383 PSPs
to access in times of need. He was able 1o give the
staff access 1o this pool 1o maintain 115 inertial
barrier. Though intelligent, the staff communi-
cates only semi-empathically, by tingling. The
watery blue crystal in the head of the staff pro-
tects him from the effects of the Psionarrix. The
staft has the following statistics: Intelligence 12;
Ego 3; Alignment N; Psionic Summary: PSPs
12; Seiences: Energy Containment.

Ranike
XF Value: 2,500 GP Value: 12,500
Dracon Magazine 197

This enchanted staft has the same powers as the
ranike rod, though it strikes any target as a guar-
terstaff +1. It is also restricted to 25 charges (146
+ 197 at most, If two charges are expended at
onee, the staff creates a billowing cloud of ranike
sap smoke, 40 feet wide, 20 feet high, and 20
feet deep. The cloud’s movement is controlled by
the staff's wiclder as long as there is no strong
wind. Wind dissipates the cloud as a cloudkill
spell. The cloud travels at a speed of 10 feet per
round and lasts for 12 rounds, The smoke is not
heavy like a clowdkill vapor, so it does not sink
inte low arcas, making it useless for driving out a
colony of giant ants from their underground nest.
However, it 15 still a useful weapon, particularly
against the thri-kreen. The staff may not he
recharped.

of Recording
XP Value: 2,000 GP Value: 10,000
The Revenge of Rusak

This is an ornamented staff topped with a single
erystal orb. When placed upright in the earth, it
can either record or display. When the command
word is spoken to record, the staff records all
events within a 30-foot radius for up to 24 hours.
Likewise, when it shows, it plays back everything
that it has recorded. The staff can only have one
scene recorded at any given time. If a new scene
is recorded, any previous scene is lost.

Reptilla’s Staff of the Serpent
XP Value: 7,000 G Value: 35,000
1992 Fantasy Collector Card 265
This staff was specially created by Reptilla, but
she lost it in a battle with a bronze dragon whose
lair she attempted to occupy while he was not at
home, This staff is an adder staff—il sinkes as a

+1 magical weapon and does 2d2 points of dam-
age. Upon command, the head of the staff
becomes that of an adder (AC 5, 20 hp) and
remains so for one full turn. When the snake-
head scores a hit, the victim must make a saving
throw vs. poison. Because Reptilla is an expert
with poisons, she has designed the staff to inject
different classes of poison—classes C-F and
O-P. Each poison type has its own command
word,

Rheddrian’s
XP Value: — GP Value: —
Wrath of the lmmortals
This item is a 6-foot-tall black staff made of
heavy enchanted ebony. The weapon is +1 on
atlack and damage rolls, and causes 1d10 points
of damage per strike.

Defense Power: Proiection from normal mis-
siles as spell of same name. The power can be
used five times a day.

Information Power: Can be used to commune
with the artifact’s creator once a week,

Activation of Powers: All that is needed to
activate commiime is 1o meditate for a minute and
then call “Rheddrian.” To activate prodection from
normal missifes, the wiclder simply says “Shicld
me!"

Handicap: Saving throw penalty. The charac-
ter suffers a -2 penalty whenever attacked by fire
magic.

Penalty: Forgetfulness, When the commune
power 15 used, the invoker sullers a 20% chance
to forget one spell from memory; the proteciion

Sfrom normal missiles power causes a 10% chance

to forget one spell from memory. Only mortals
are affected by these penalties,

Rilantaver’s

XP Value: 3,000 GP Value: 15,000
Dracioxn Magazine 173
The elusive trickster Rilantaver long ago van-
ished from his usual haunts around the Sea of
Fallen Stars and is believed to have perished in
some misadventure. Elminster suspects he merely
decided to make his home on some other plane of
existence. His legacy to the Art of the Realms
includes some spells (of spectacular effect but
miner power) and the process of making the sort
of stafll named after him. Many were made in
Amn and Starmantle, where Rilantaver ran a
business of sorts to fund hiz carefree travels and
shady pursuiis,

A Rilantaver s staff affords +3 protection on
saving throws and Armor Class for up to six
beings touching it. This power is automatic and
drains no charges, Upon command, the staff can

defect magic in a 20-fool radius sphere centered
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g taff, Rohalan .

on the staff. The stafl bearer can clearly see magi-
cal auras, but the stafl does not enable others not
touching it te do so. Mo charges are drained.

The bearer can also exercise telekinesis on any
object touched by the staff, This function must be
excreised as the touch is made, is activated and
ended by silent force of will, and drains three
charges, plus one charge per round after the
round of activation, Moving creatures and objects
require a successful attack roll to be touched, and
any living, conscious, unwilling creature receives
a saving throw vs. spell each round to break free
of the power. Telekinesis is identical in effeet to
the Sth-level wizard’s spell, but the stafls weight
limit 15 1,000 pounds. Onee telekinetic control
over an object or creature is lost, it cannot be
regained except by touching the target again and
reactivating the power.

Rohalan

XP Value: 2,500 GP Value: 12,500
1992 Fantasy Collector Card 25
This staff belongs to Avenel Whytstagg. It is
made of rosewood, shod in iron at one end and
silver at the other, and is covered with magical
sigils and runes, I can cast the following spells
without expending any charges: cantinnal light,
krnock, and detect magic, If one charge is
expended, the wielder can cast lightning bolt,
shocking grasp, fireball, or dispel magic. Two
charges allow the wielder to cast wall of force
once per day or teleport without ervor once per
week. The staff also provides the user a base AC
of 8,

of the Sands
XP Value: 10,000 GP Value: 50,000
Dracom Magazine 179

This staff allows any wizard to use the following
powers, at the cost of one charge per use: move
sand, sand slumber, sand sword, stoneskin, trace-
less mravel. The following powers use two charges,
except in the case of sand mages, who may
expend only one charge from the staff: conjure
carth elemental, desert first, create shade, Only a
sand mage may use the following power, which
consumes four charges of the staff: sink, Addi-
tionally, the individual halding the staff is consid-
ered to be under the effects of a cool strength
spell while holding the staff. The cool strength
effects disappear when the last charpe of the staff
has been expended.

of Savona
XP Value: 2,500 GP Value: 12,500
Mightwatch in the Living Crry™
This staff allows the possessor lo gate a single
para-elemental of the summoner’s choice once a

week, If the creature summoned has fewer Hit
Dice than twice the summoner’s level, it is able o
be controlled—if the creature has more Hit Dice
than twice the summoner's level, it may turn on
the owner. The creature remains for one turn
betore returning to its own plane of existence.

of Scrivening
XP Value: 3,000 GP Value: 15,000
Draciom Mogneine 173

One end of a staff of serivening will transfer a
written spell of any level and type from its origi-
nal text to another surface, such as a blank page
of the staff-bearer’s spell book. It even transfers
spells forever denied to the staff bearer for rea-
sons of class. The original text must be touched.
This function is by touch, drains two charges, and
takes four rounds. In the first round, the original
lext must be touched; in the second, the staff must
be moved to the surface to be written upon; in the
third and fourth, the staff must be continuously
touched to the surface to be inscribed. One
charge per round is drained, and if the process is
interrupted, the charges used thus far are lost, and
the attempt to write the spell fails. Writing
requires no special spell inks or movements of
the staff, nor even adequate light, The end prod-
uct 15 always an exact duplicate of the original,
including any faults. A spell concealed by a
secrel page spell cannot be written by use of this
sort of staff, but the staff can be emploved to copy
a secrel page spell itself,

At a cost of one charge per round, the bearer of
a stafl of scrivening can read magic (as the 1st-
level wizard spell). Note that this power does nol
reveal the auras of magical dweomers, nor does it
dentify, activate, or reveal glyphs or symbols.

Anyone touching a siaff’ of scrivening when a
glyph or symbol is discharged 1s automatically
protected against all effects of that ghph or sym-
bef, This protection drains six charges per spell
effect being defended against,

All staff functions are activated by silent force
of will and require physical contact with the stafl
and concentration that must precede spellcasting,

of the Sea
XP Value: 10,000 GP Value: 50,000
Land of Fate
This stafT allows any wizard to use the following
powers, at the cost of one charge per use: cool
strength, depth warning, converse with sea crea-
tures, water blast, warerbane, The following
powers use two charges, except in the case of sea
mages, who expend only one charge from the
staff: conjure water elemental, ice storm, com-
mand water spirits. Only a sea mage may use the

following power, which consumes four charges of
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the stafl: maelstrom. The mndividual holding the
staff 1z considered to be under the effects of a
water breathing spell as long as the staft is held.
The warer breathing effect disappears when all

charges of the staff are expended.

of the Serpent
XP Value GP Value
Adder: 7,000 35,000
Python: 7,000 35,000

Dumceos Master Guide
There are two varieties of this staff—the python
and the adder. Neither staff has nor requires
charges.

The python staff strikes as a +2 magical weapon
and inflicts 1d6+2 points of damage when it hits.
If a pricst throws the staff to the ground, it grows
from its G-foot length, to become a constrictor
snake, 25 feet long (AC 3, 49hp, MV 9). This
happens in one round. The snake entwines if it
scores a hit, the opponent being constricted for
2d4-+2 points of damage per round. The victim
remains trapped by the python until he or she dies
or the creature is destroved. Note that the python
will return to its owner upon command. If it is
destroyed while in snake form, the staff is
destroyed.

The adder staff strikes as a +1 magical
weapon and does 2d2 points of damage when it
hits. Upon command the head of the staff
becomes that of an actual serpent (AC 5, 20 hp).
The head remains for one full turn. When a hit is
scored, damage is not increased, but the vietim
must roll a successful saving throw vs. poison
(strength E) or be slain. Only evil priests employ
adder staves. If the snake head is killed, the staff
is destroved.

Roll Staff Type

01-80  Python
61-00  Adder
Shadowstaff
XP Value: — GP Value: —

The OMcial BPGA® Tournament Handbook
The shadowsraff is an artifact that draws its
power from the Demiplane of Shadow. When
used as a weapon, it acts as a staff of striking with
an unlimited number of charges; thus, the posses-
sor always gains the greatest possible damage
honus.

In addition, the shadowstaffis linked with the
Demiplane of Shadow, constantly drawing power
from that place, which it feeds to its possessor,
Because of this shadow power, the possessor
instantly becomes a shade upon grasping the
stall. As a shade, the holder retains all normal
powers and abilities.

The shadowstali generates shadowy light in a
120-foot sphere around the user. This effect is
drawn from the Demiplane of Shadow, and can-
not be halted or dispelled by any mortal spell or
device. Only divine light or darkness or the
death of the shadowsraff s holder will stap this
effect.

Minor benign powers: Shield (3/day);
immune to sleep, charm, hold, and paralysis;
possessor need not eat or drink for up to one
week.

Major benign powers: Minar glabe of invul-
nerabiliny {once a day), regenerate 2 hp per turn.

Minor malevolent effect: —1 penalty to sav-
ing throws vs. spell.

Major malevolent effect: User becomes a
shade upon first use of major power,

Shang-ti's
XP Value: 8,000 GP Value: 20,000
Legends & Lore
Shang-ti's avatar carries a staff of thunder and
lightring.

of Shock
XP Value GP Value
Greater: 2,000 5,000
Lesser: 1,000 2,500
The Final Enemy

This is a device peculiar to priests of marine
races, though it can be used by any character
class. It is made of metal with a high resistance to
corrosion and can be used under water without
deterioration. The stall 1s about 3 inches long and
‘% in diameter; onc end has a handgrip made of
insulating material and a cup-shaped hand-guard
of the same material. It is employed in a thrusting
mode, similar to that of a fencing foil, but has
neither edge nor point,

The staff is rechargeable and can hold up to
100 charges. A single charge is expended when
the metal comes into conlact with an oppoenent;
an attack roll 1s required, though ne command
word is necessary and the target 15 not allowed a
saving throw. When not in use, the staff is usually
kept in a eylindrical scabbard of insulating mater-
ial to prevent accidental contact with the body of
the owner or anyone nearby. The staff is just as
effective under water as in air; note that, unlike
the wand of fghining and the spell lghtning bolr,
the use of this weapon under water does nol pro-
duce a sphere of effect—only the person or crea-
ture touched suffers damage, along with anyone
else in physical contact with the victim at the
time the staff is used. In this case the effect is
conducted through the body of the first victim to
the second, who takes 2 fewer points of damage

than the first victim. The effect can be transmit-
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ST, Shou Hsing’s Walking Stick r

ted through multiple victims if all are in contact
with the staft’s target, There are two varieties of
this device:

The lesser stafl" of shock causes 1d6 points of
electrical damage on its vietim. It confers a +1
attack bonus, but no damage bonus.

The greater staff of shock causes 2d6 points of
electrical damage and confers a +2 attack honus.
(herwise, it is identical to the lesser staff.

Shou Hsing's Walking Stick

XP Value: 16,000 GP Value: 70,000
Legends & Lore
Shou Hsing's avatar carries a walking stick that is
a +5 magical weapon and also functions as a staff
af withering. In addition to the normal powers of
this weapon, it can cause any living creature to
apge 5d10 years instantly. This special power can
be used once per day and, although an attack roll
is required to hit the target, no saving throw is
allowed.

of Silence

XP Value: 1,500 G Value: 7,500
Dracon Mapazine 173
A staff of silence drains one charge per round
when activated. It can be used comtinuously, as
long as the activator retains hold of the staff.
Activation and deactivation are by silent act of
will and take only an instant. This type of staff
conceals all noises created by the bearer from all
other beings, including faotfalls, spell incanta-
tions, the sounds made by things the bearer
breaks by direct contact, and so on, within a 12-
foot radius.

The bearer may also invoke a special sort of
deafmess upon himself o provide total protection
against all spell, magical item, or monster attacks
that rely on sound (the roar of an androsphinx or
the singing of harpies or bards), The deafness
prevents real deafness from being inflicted upon
the staff bearer (except by physical damage to the
auditory organs), but does not prevent fruename-
based magic from alfecting the stall bearer, or
similar magie from taking normal effect. Other
creatures, even if they touch the staff, are not pro-
tected by the staff in any way.

Once per day (144 turns), the hearer of a
staff of silence can release the sounds it has
“swallowed” and stored in a sonic blast attack.
This attack has a cone-shaped area of effect,
extending from one end of the stafl up 1o 60
feet away, widening from 1-foot in width at the
tip of the staff to a 30-foot-diameter circle at
the farthest extent of the cone. It is activated by
will and occurs instantly, its effects ceasing at
the end of the round of activation, The sonic
blast sounds like a high-pitched shriek. It can

cause deafness (lasting 1d4+1 turns) and stun
{lasting 1d6 rounds) all creatures in the area of
effect who are able to hear and who fail saving
throws vs. poison against each efTect. The sonic
blast also deals physical damage to living and
nonliving objects, equal to one structural point
or 2d12 damage (a successful save vs. spell
equals half damage). Any tiny object may, at
the DM’s option, be flung 2d10) feet away from
the staff by the blast. Any creature who fails a
Dexterity check on 1d20 may be hurled off its
feet and thrown 1d10 feet farther away from
the staff,

There 15 no known “overload point™ for such
staves. A staff af silence has never exploded nor
ceased to function because its stored sounds were
not discharged. Activation of a sonic blast draing
only one charge; the blast itself is powered by the

sound energy stored by the staff.
of Skulls
XF Value GFP Value
Greater: 1,500 25,000
Lesser: 900 15,000
The Magister

This staff, usable by all classes, can animate
skeletal remains. Each operation—triggered by
the word “Arise!”—drains one charge. Animated
skeletons are under the command of the wielder
of the staff (sce animate dead spell). If the staff
should change hands, control of the skeletons
goes with it Skeletons need not be complete, but
the skull must be present, and skeletons lacking
parts of course have their actions and mobility
impaired, Such animation is permanent, lasting
until the magic is dispelled or the skeletons
destroyed.

Twenty-five percent of these staves have a
secondary function: mending the broken hones
of both living and dead creatures, This takes |
charge, and in a round it can reattach a severed
limb or digit, although it does not restore hp
lost due to the wounds. Limbs or bones not
belonging to the recipient may be used; thus a
heap of bones can serve as “spare parts” for a
guard of skeletons. Typically, these staves are of
ehony topped with an ivory skull, or con-
structed of a smooth-polished skull and a thigh-
bone of giant size,

Roll Staff Type

01-75  Lesser stafl of skulls
7500  Greater stall of skulls
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Skull-Staff of Hepmonaland

XF Value: 5,000 GP Value: 20,000

GREYHAWK Adventures
This is a 7-foot-long pole that is topped with a
skull with a wild mane of white hair and sharp,
fiendish features. The shaman who uses the staff
claims that it 15 the skull of an ancient fiend,
though many suspect that it belonged to an evil
wizard who died in the hands of headhunters in
Hepmonaland.

The skull can magically cause fear in any crea-
ture gazing upon the skull when this power is
invoked, Its secondary powers, which require no
charges, are a personal profeciion from evil effect
that surrounds the wiclder, and displacement, as a
cloak of displacement (a +2 bonus to Armaor
Class and saving throws, and the first attack
misses) against creatures from the lower planes,
The rod has up to 25 charges and cannot be
recharged.

of Slinging
XP Value: 1,000 GP Value: 5,000
Dumceos MasTer Guide
This magical quarterstaff appears to be a +1
weapon unless it is grasped by a druid, when its
power of slinging becomes evident. This power,
which can be employed only by a druid, is acti-
vated when one end of the staff is touched to a
heavy object of roughly spherical shape (a
stone, metal ball, pottery crock) of up to 9

-XP Value; 7,000

inches in diameter and 5 pounds in weight. The
object adheres to the end of the staff, and the
wielder need then only swing the staff in an
overhand arc to release the missile toward a
desired target.

The missile leaves the staff on the downstroke
of the overhand swing and travels in a low-rising
trajectory, with the missile going 1 foot upward
for every 10 feet traveled. Of course, the arc may
be higher, or the missile aimed 50 as to travel
nearly vertically. (In the latter case, reverse the
arcing ratio so that 1-foot of distance laterally is
covered for every 10 feet of vertical rise.) The
maximum range of such a missile 15 180 feet,
with limits of 60 feet and 120 feet on short and
medium range, respectively.

This staff also carries charges, and a druid
wielding the item can expend one charge and
thereby use the staff to hurl a missile of large
size, as if the wielder were a stone giant (range
out to 300 feet, 3d10 points of damage per hit).
Whether used as a magical quarterstall or by
employing one of its slinging powers, the staff
bestows +1 to the wielder’s attack roll and +1 per
die to damage dealt out, The weapon may he
recharged by a druid of 12th or higher level.

Snake

GP Value: 35,000

The Keep on the Borderlands

The snake staff adds +1 to attack rolls and does
ld6+1 points of damage. On command the staff
turns into a snake and coils around the person hir,
The victim is held helpless until the user recalls
the staft (or for 1dd turns maximum). The srake
staff crawls back to the priest on command,

Snake 11
XP Value: 7,000 GP Value: 35,000
Dunaeons & Dracons Rules Cyclopedia

Usable only by priests, this magical staff is a sraff
t1 and inflicts 1d6+] points of damage per hit.

Upon command, the staff turns into a snake
and coils around the creature struck, The com-
mand may be spoken when the victim is hit. The
victim is allowed to make a saving throw vs. spell
to avoid the serpent’s coil. Any human-size or
smaller victim 15 held helpless for 1d4 turns
(unless the snake is ordered by the owner ta
release the victim before that time). Larger crea-
tures cannot be ensnared in the snake’s coils. The
snake's characteristics are as follows,

Snake: AC 5; HD 3; hp 20; MV 6; #AT |
(special); Dmg Nil (special); ML 12; XP 6

When freed, the snake crawls back to its owner

and becomes a staff once again. The snake is
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completely healed when it returns to staff form. If
killed in snake form, it cannot return to staff form
and it loses all magical properties. This item does
nat have or use charges.

At the DM’s option, the staff can be given
charges, The user can spend charges to add
bonuses to the snake’s attack roll (+1 bonus per
charge spent); up to five charges can be used in a
single attack (for a +5 bonus).

A charge can also be used to cure the snake
while it 15 in combat. The user casts a curing spell
af any type and expends one charge to transfer
the cure to the snake. The amount of curing is
determined normally; no range limit applies.

of Spell Focusing

XP Value: 6,000 GP Value: 25,000
Dracon Magazine 91
This stafl aids in the casting of a wizard's spells,
and makes the magic more effective if the spell is
cast successfully. 1t must be held in the caster’s
left hand throughout the casting of the spell,
whether or not the magic requires a somatic com-
ponent. (Any gestures requiring movement of the
left hand are automatically modified by the stafl
if necessary.)

When properly employed, the staff af spell
foctxing causes the target of a spell to suffer a —4
penalty on the saving throw against the magic, if
a saving throw is normally allowed. If the spell
dees not allow a saving throw, the duration of its
effect is increased by 50% of the normal time,
This effect does not apply to spells with a non-
specific duration or to those that have a perma-
nent duration.

Each use of the staff, for either purpose,
expends one charge from the item. It can be
recharged. If the holder of the staff tries to
enhance a spell that cannot be affected (such as
hallucinatory tervain, which allows no saving
throw and has a nonspecilic duration), the stafl
simply fails to function and a charge is not
wasted,

The stafl of spell focusing can only be used in
this manner by a wizard. It can be wielded as a
weapan by characters able to employ a quarter-
staff, but grants no combat bonuses and has no
magical properties.

of Spheres
XP Value: 4,000 GP Value: 20,000
Drragon Magazine 173
This rare, strange stafl was devised by Elminster
himself long ago, when he was in Myth Drannor
al the height of its greatness. All the staff does is
create spheres—piant, transparent, floating bub-
bles that glow with a faint silver blue radiance.
The bubbles are 6 feet in diameter and, upon their

creation, can be commanded to remain floating
and motionless, 1o follow or precede the staff ata
certain distance, height, and orientation, or to fol-
low a straight-line journey away from the stall
wiclder, in any direetion.

A bubble can carry any collection of things,
of up to 140 pounds, including living manner (if
this limit is exceeded, the bubble will instantly
burst), Any pointed or sharp objects allowed to
contact the surface of a bubble will also destroy
it. A bubble gives off enough light to read by,
but not encugh to blind any creature or aflect
undead.

If cast around beings, a sphere allows the
enclosed creatures clear vision and breathing, and
it protects them with a fearher fall spell if its
movement is directed downward or it bursts ina
location that spills its occupants out for a fall (if
the bubble fails due to weight overload, this pro-
tection does not apply). A spell, magical item, or
artifact power of any sort cast into or out of a
sphere is negated, but it destroys the sphere.
When a sphere fails due to the contact, it negates
any magic {including magical creature powers)
enlering or leaving its area in that round, not just
one spell or effect.

Spheres are not prisons; any conscious, mobile
being can easily break a sphere to escape
(securely bound creatures cannot, nor can caged
creatures, if the sphere is formed around a

smooth-edged cage). Wizards typically use such
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spheres as traveling storage for coins, food, weap-
ons, or even open spell boaks, for which the
sphere provides handy reading light. Spheres can
also be used to convey food, treasure, or other
items to creatures one does not wish W approach
too closely.

A sphere has a movement rate of 16 when trav-
cling “free” (that is, not linked to the location of
the staff that formed it), but it can never develop
sufficient velocity to break or move objects in its
path, nor to deliver a weapon in an attack. Spheres
can serve to deliver lit oil pots or torches to
intended destinations, as nonmagical Nlame does
not affect a sphere.

A staff of spheres can create a maximum of
one sphere per round. Each sphere drains one
charge during its creation, which requires an
entire round to complete.

Staff-Mace
XP Value GP Value
Great Mace: 1,500 7.500
Mace: 1,500 7,500
Quarterstaff: 1,500 7,500

The Land Beyond the Magic Mirror
This priests’ weapon appears to be a normal
wooden staff of the type used when trekking in
the wilderness. This staff is typically made of
bronzewood, reinforced by heavy bands and tips
of iron. It gives off a very faint aura of alteration
magic. Upon command, the staff-mace takes on
one of three forms, as desired by the possessor:
* Quarterstaft: iron-shod quarterseaff +3.
o Great Mace: fron footman 5 mace +1.
« Mace: fron harseman s mace +2,

Staff-Spear
XP Value GP Value
+1: 1,000 5,000
+2: 1,500 7,500
+3: 2,000 10,000
+4: 2,50 12,500
+5: 3,000 15,000
+3: 3,500 17,500

Dunckon Masier Guide

When this seemingly ordinary quarterstall is
examined magically, it displays an aura of alter-
agtion. Upon proper command, a long and sharp
spear blade shoots forth from its upper end. This
makes the weapon into a spear rather than a staff.
Upon a second command, the weapon elongates
toa full 12 feet, and a third command recalls it to
its original form, The powers and value of each
staff~spear are determined randomly when the
item is first employed:

Attack
Rall & Damage
01-06  +1
07-10 +2
11-13  +3
l4-16 +4
17-19 +5

20 +3 (grants +3 AC bonus when held)
'Does damage as ranseur { 2d4), but still acts as a spear if
used to thrust or when set (o receive a charge,

of Striking
XP Value: 6,000 GF Value: 15,000
Dumicsos Master Guide

This oaken staff is the eguivalent of a +3 magical
weapon. (If the weapon vs. armor type adjust-
ment is used, the staff of striking is treated as the
mast favorable weapon type v, any armor. ) It
causes 1d6-+3 points of damage, expending one
charge. If two charges are expended, bonus dam-
age is doubled (1d6+6); if three charges are
expended, bonus damage 15 tripled {1d6+9). No
maore than three charges can be expended per
strike. The staff can be recharged.

of Strikin

(Local 53fj'
XP Value: 500 GP Value: 1,500
Deacon Magazine 156
When this heavy caken stafl is swung at an oppo-
nent in combat, a large placard pops out of the
end, reading “ON STRIKE! PCs Unfair to Magi-
cal Items!™ After that, it resists all attempts to
wield it in combat, making hits impossible. I the
owner persists in trying to use it, it may animate
and attack, although PCs take no damage if they
happen to be wearing searabs of proiection. The
staff can be temporarily returned to normal fune-
tioning by burning at least three sticks of incense
af mediation.

of Striking and Curing

XP Value: 8,000 GP Value: 20,000
Mists of Krynn
This glowing, wooden staff combines the pow-
ers of a staff of striking and a siaff of curing,
and is usable by any good priest. The staff con-
tains 20 charges but recharges itself at the rate
of five charges a day in sunlight, to a maximum
of 50.

As a sraff of striking, it acts as a +3 weapon,
inflicting 1d6+3 points of damage per use, with-
oul draining a charge. If two charges are
expended, the stall can strike for double damage.
However, it cannot be used for curing until an
hour has passed after a double-damage blow 15
struck.

As a sraff of curing, two charges are required
5278
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for each usage. The staff will cure disease, blind-
ness, or 3d6+3 points of damage with the follow-
ing limitations: It may only be used once per day
on any given individual and only six times in a
24-hour period.

of Stunning
XP Value: 1,000 GF Value: 5,000
Oid Empires
This is a quarterstaff +3, with the added benefit
that, on a natural roll of 18-20, a blow from this
quarterstafl knocks an opponent unconscious (no
saving throw) for 3d4 rounds. If a natural 18-20
is not a successful attack against the opponent,
the staff has no effect. These staves are typically
made from yew; many of them are used by sailors
on the Alamber Sca.

of Surprises
XP Value: 4,000 GP Value: 20,000
The Ruing of Myth Drannor

This type of staff is usable by all intelligent crea-
tures who know the command words of the par-
ticular specimen they are holding. Each staff
function can be used in combination with all
other staff functions, but only one function can be
activated or deactivated per round. Each function
drains one charge whenever activated, but “pro-
gramming” item functions requires only the nec-
essary spelleasting, speech, and concentration; no
charges are drained. Activation requires a com-
mand word; deactivation requires that the word
be spoken backward.

A staff of surprises can, upon command, sud-
denly grow a blade from either end of itself,
doing 1d8 hp damage (1d12 to creatures larger
than human-size) when used as a weapon. The
weight and balance of the staff do not change.
Such a staff can also suddenly extend in length up
to 60 feet, to serve as a pike, sliding pole, bridg-
ing or reaching aid. It will remain utterly straight
and rigid, and can withstand 16 hp damage or 777
pounds before breaking.

A sm‘{f of surprises can emit a “prepro-
grammed" sound or speech, of up to seven sec-
onds” duration or 15 spoken words, This may be a
message, warming, incantation, threat, or an intent
to deceive others into thinking a particular being
or monster is near, If the sound is a spell incanta-
tion, no spell can be cast or set off, but the sound
can be an activation word for a magical item if
touch or will power is not also required. The
staff's user determines what sounds will be “pro-
grammed.”

A staff of swrprises can also emit a visual illu-
sion of any human-size creature or ohject. This
image must be created by casting any illusion-
producing spell upon the staff, which absorbs an

illusion contacting it if the staff’s command word
is spoken at the time. The illusion will be as good
as the cast original (ranging from vague and
fuzey to utterly lifelike) and can move, gesture,
and act; range and area of effect are as per the
original spell or power. The image cannot speak
or be made to react to its surroundings in any
way, but it lasts for up to seven rounds (fewer if
the programmer desires or if the staff wielder
ends it sooner). Touching the image will not dis-
pel or dismupt it

of Swarming Insects
XP Value: 100/charge  GP Value: 500/charge
Dumiceos MasTeR Guide

A stafl of this sort is typically short and thick.
When imitially obtained or encountered, much of
its length is covered with finely done carvings
depicting winged biting and stinging insects
{bees, deerflies, horseflics, wasps, and the like).
Any priest character (cleric, druid, shaman, witch
doctor) holding it can command the stalT to create
a swarm of insects, at the same time expending
one of the staff’s charges.

Range is 60 feet +10 feet per level of the
user. The number of insects produced is 60 plus
10 per level. Every 10 insects inflicts 1 point of
damage upon the target victim, regardless of
Armor Class, unless the victim is protected by a
force field, engulfed in flames, or in another
impossible position for the insects. Mote, how-
ever, that the insects cannot affect creatures
larger than human-size with a natural Armor
Class of 5 or better.

When a vulnerable target is attacked by the
swarm of flying insects, the creature will be
unable to do anything other than attempt to dis-
lodge and kill the things. The insect attack lasts
for one round. Each time the staff is employed,
one of the insect-shapes carved into its wooden
surface disappears, so it is easy to determine how
many charges are lefl in the staff. Unlike others
of its kind, a staff of this sort can have as many as
50 initial charges. However, it cannot be

recharged.

Thoth’s
XP Value: 48,000 GP Value: 200,000
Legends & Lore

Thoth's avatar wields a magical staff that acts as a
combined staff of command, staff of curing, staff
af the magi, staff of striking, and staff af power
with unlimited charges. Mo other being can han-
dle this staff without being instantly affected as if
hit by feeblemind. There is no saving throw and
even characters who do not use magic can be
affected by this curse.
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of Thunder & Lightning
XP Yalue: 8,000 GP Value: 40,000
Dumceos MasTer Guide
Casual examination of this stout guarterstafl
shows it to be exceptional, and if it 15 magically
examined, it radiates an aura of alteration magic

Constructed of wood (ash, pak, bronzewood, or
similar woods) and bound with iron set with sil-
ver rivets, it has the properties of a +2 magical
weapon without any expenditure of its magical
charges. Its other magical properties are as fol-
lows:

Thusder: The staff strikes as a +3 weapon, and
unless the attacked opponent saves successfully
v, slaves, he or she 1s stunned from the noise of
the staff’s impact—unable to take any further
action in that round, and automatically having last
initiative in the following round. This power
requires the expenditure of one charge.

Lightning: A shortspark of electricity leaps
forth when the opponent is struck, causing nor-
mal staff damage, and 2d6 additional points of
damage from shock. Note that the staff might not
seorc a hit, but the electrical discharge discounts
any form of metal armor (making the target effec-
tively AC 10 for this purpose), so only such dam-
age might apply. This power requires the
expenditure of one charge.

Thunderclap: The staff sends forth a cone of
deafening noise, § feel wide at the apex, 40 feet
long, and 20 feet wide at a point farthest from the
source. All creatures within this cone, wholly or
partially, must roll a successful saving throw vs.
staves or be stunned for 1d2 rounds (unable to
attack during this time) and unable to hear for
1d2 additional rounds. Those whe save are unable
to hear for 1d4 rounds, but suffer no loss of
allacks. This function requires the expenditure of
two charges,

Lighming Strake: A bolt similar to that from a
wiand of lightning 15 generated, but it is 846 in
strength, causing 16-48 points of damage (all 1s
are counted as 2s) to failed saving throws. The
stroke can be single or forked; this uses two
charges.

Thunder & Lightning: This power combines
the thunderclap, described above, with a forked
lightning halt as in the lighming stroke. Damage
from the lightning is a total of 8d6 with rolls of 1
or 2 counted as rolls of 3, for a range of 24-48
points. A saving throw applies, with deafness and
half damage suffered by those who are success-
ful. This power requires the expenditure of four
charges.

The casting time required for any function is
equal to the number of charges expended; thus,
the rhunder & fightning function costs four
charges and has an initiative modifier of +4,

Ushas’s

GP Value: 25,000
Legends & Lore
The avatar can fire a brilliant ray of golden light
from her stafl, up to a distance of 100 feet. This
ray always hits its target, inflicting 4d¥ points of
damage. Those struck must also save vs. para-
lyzation or are blinded for 1d10 rounds.

XP Value: 3,000

of Vision
XP Value: 5,000 GP Value: 25,000
The Ruins of Myth Drannor

This rare type of staff drains one charge per
round when activated and held by a living crea-
ture. It is usable by all intelligent creatures, and 15
controlled by force of will. A sraff of vision may
be activated and used within the same round,
Shutting down any power of the staff requires
only an instant, but switching from one power to
another requires an entire round between uses of
the different powers.

Such a staff can empower the bearer or any
creature touching the staff (but only one being at
a time) to detect invisibility (as the 2nd-level wiz-
ard spell, with an effective range of 90 feet), or
use fnfravision (as the 3rd-level wizard spell), or
have trie seeing (as the 6th-level wizard spell,
without any use of cintments).

Such staves never allow X-ray vision, and
cannot be used continuously for very long, as
their effects are mentally tiring. A sraff of vision
can be used by one being only for as many
rounds as the user has Intelligence points. After
using such a staff for six rounds or more, any
user must refrain from using it for at least four
rounds, or wild hallucinations will result (pre-
cluding proper use of the staff powers, and pos-
sibly puiding the affected being into behavior
dangerous to self or companions).

Each staff af vision has a secret command
word. Anyone who knows and utters it while
touching the staff to any being (in¢luding them-
selves) may call forth the special power of this
type of staff at a cost of three charges. Such a
staff can cure blindness (unlike the 3rd-level
priest spell, the staff repairs or restores damaged
eyes). Insufficient charges cause this special
power to fail.

War Staff of Nyrond
XP Value: 5,000 GP Value: 30,000
GREYHAWE Advenmnures
Just after Nyrondal, when troops willingly with-
drew from the Theocracy of the Pale and the
County of Urnst, a Nyrond wizard created this
staff because he feared that other lands might see
this as a sign of weakness and attack the King-

dom of Nyrond. Though such attacks never
5IK3
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nceurred, the stall was useful to certain powerful
wizards guarding the borders of Nyrond.

Possession of this wooden staff allows a wizard
of at least 11th level to attract personal followers
as a fighter of the same level. A wizard can use
the staff only once per year, and it must remain in
the spellcaster’s possession for a full month after
the followers have gathered, or the troops will
dishand and desert, Once the month has passed,
the troops will be personally loval to the spell-
caster for one year, barring exceptional condi-
tions or poor treatment. Note that this in no way
affects the hiring of men-at-arms in the normal
fashion.

of the White Well
XP Value: 15,000 GP Value: 75,000
Hall of Heroes
The staff of the white well is a superior form of
druid staff, It is a long staff of white ash that
allows the user to perform several special func-
lions,

Unlike other druid staffs that have an animal
likeness carved into them, and can summon ani-
mals of all members of the species carved on the
staff, this staff can summon animals of any
species the bearer chooses. However, the user
must be specific as to the species summoned, nor
can the user summon every species in the forest
at once. Each summoning takes two charges, All
animals of the called species within 12 miles has-
ten to the druid as quickly as possible. Once they
reach the druid, they act as if under an animal
contral spell. The staff can also be used to cast
animal contral at any animal within sight of the
staff's user, at a cost of one charge.

The staff is also a magical weapon, with a +2
bonus on attack rolls, inflicting 1d6+2 points of
damage on a successful hit. The staff also fune-
tions as a python staff with the characteristics of
the staff of the serpent. This includes the destruc-
tion of the statf if the serpent is killed. Using the
staff as a snake costs one charge.

At a cost of two charges, the staff can be used
to cast one of the following druidic spells: call
lightning, plant growth, dispel magic (as if cast
by a | 5th-level druid), cure disease, cure serious
wonnds, speak with plants.

Once a month, with no cost in charges, the
staff can perform one of the following greater
abilities: wall of fire, insect plague, transmure
rock to mud, wall of therns, weather summeoning,
conjure fire elemental, conjure earth elemental,
fire storm. After using its greater power once, the
staff only regains this ability if it is recharged in
the Moonwell beneath a full moon.

Use of the spells of the staff by a druid who
does not have the experience to normally use the

spells drains the energy of the druid. For every
such spell used in battle, the druid must rest for
10 minutes after the battle. If more than one such
spell is used in a battle, the user must make a
Constitution ability check every time the staff is
used, after the first time, If the staff is touched by
a person or creature of evil alignment, the toucher
takes 3d6 points of damage every round the staff
is held. The staff can be fully recharged by expos-
ing it to the light of the full moon once a month.

of the Winds

XP Value: 10,000 GP Value: 50,000
Land of Fute
This staff allows any wizard to use the following
powers, at the cost of one charge per use: alter
normal winds, flving jambiya, solid fog, wind
blade, wind wall, The following powers use two
charges, except in the case of flame mages, who
expend only one charge from the staff for the fol-
lowing cffects: conjure air elemental, eloudkill,
wind carpet, summon wind dragons. Only a wind
mage may use the following power, which con-
sumes four charges of the staff—windromb. The
individual holding the staff is in addition consid-
ered to be under the effects of a feather full spell
as long as he holds the staff. This feather fall
effect disappears when all charges of the stafT are
expended.

of Withering
XP Value: 8,000 GP Value: 35,000
Duwiceos MAsTER Guide

The staff of withering is a +1 magical weapon. A
hit from it causes 1d4+1 points of damage. If two
charges arc expended when a hit is scored, the
creature struck also ages 10 years, its abilities and
lifespan adjusted for the resulting age increase. If
three charges are expended when a hit is made,
one of the opponent creature’s limbs can be made
to shrivel and become useless unless it success-
fully saves vs. spell (check by random number
generation for which limb is struck). Ageless
creatures (undead, fiends, and the rest) cannot be
aged or withered.

Each effect of the stafl is cumulative, so that
three charges will score damage, age, and wither,
Aging a dwarf has little effect, while aging a
dragon could actually aid the creature.

of Wizardry
XP Value: 15,000 GP Value: 75,000
Tmorons & Dracons Rules Cyclopedia
Usable only by wizards, this staff +1 has all the
powers of a staff of power, plus the wizard spell
effects of invisibility, passwall, web, and conjure
elemental. It may also be used to create a whirl-

wind (as if from a djinni) or shoot a cone of para-
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lyzation (as the wand). In addition, the user may
break the staff, which releases all of its power at
once. This final strike is an explosion that inflicts
8 points of damage per charge remaining in the
staff. All ereatures within 30 feet (including the
user!) take damage (but all may make a saving
throw vs. staff for half damage).

of the Woodlands
XP Value: 2,000 GP Value: 40,000
Dunceon Master Guide
This sort of stafl is always made from oak, ash, or
vew, flinely grained, beautifully carved, and
bound with bronze. It is effective only in the
hands of a druid. Each such staff has the follow-
ing powers, with each expending one charge per
use!
v Wall af thorns
v Animal friendship and speak with animals
* Animate tree'
'This function duplicates the ability of a treant to
cause a large tree to move at a rate of 3 and artack
as if it were the largest size treant, In all other
respects it becomes a virtual treant for eight
rounds per charge expended. Note that one round
is required for the tree to animate, and it will
return to rooting on the eighth, so only six of the
initial eight rounds are effectively available for
the attack function.

In addition to these powers, each staff of the
woodlands has a magical weapon value. Those
with a lesser value have extra magical powers that
do not require charges angd can be employed once
per day. To determine which sort of staff has been
discovered and its powers, roll on the table below.

Roll  Staff Type

01-25  The +4 staft has no additional powers,

26-50  The +3 staff also confers the power of
pass without trace

31-75  The +2 staff confers the powers of pass
without trace and barkskin

T76-00  The +1 staff confers the powers of the

+2 staff and the power of the rree spell.

In a DraconNiance Campaign: The sraff of the
waodlands does not exist on Ansalon.

Stair
A magical stair is a wooden board, usually 5 feet
long, a fool wide, and a half-inch thick. When
placed on a floor and commanded, it creates a
magical wooden stairway of some kind, which
remains until it is commanded to vanish or until
dispe! magic is applied (treat the stairway as 25th
level magic). Most stairways created in this fash-
ion can support up to 2,000 pounds of weight

{counting all items and creatures upon them)); any
additional weight causes it to collapse as if com-
manded to disappear.

of Ascending
XP Value: 1,000 GP Value: 5,000
The Book of Marvelous Magic
On command, this board creates a stairway 10,
15, or 20 feet high. The stairway appears leading
up from the user. When commanded to disappear,
the uppermost stair remains and may be picked
up and reused. This item functions up 1o three

times a day.

of Breaking
XP Value: 100 GF Value: 500
The Book of Marvelous Magic
This item appears and functions as either an
ascending or descending stair hut supports only
500 pounds of weight before collapsing. It may
be uzed up to three times a day.

Cold
XP Value: 1,200 GP Value: 6,000
The Book of Marvelous Magic

This stair appears and functions as either an
ascending or descending stair. Upon command, it
becomes ice cold, inflicting 1 point of damage
per foot traveled upon everyone using it. Crea-
tures resistant to cold are not affected, and any
other viclim may make a saving throw vs. spell to
take half damage. For cxample, one might take 10
points damage descending a 20-foot stairway if
the saving throw is made. When collapsed, the
stair returns to normal temperature,

of Descending
XP Value: 1,000 GP Value: 5,000
The Book of Marvelous Magic
This stair is similar to an ascending stair but cre-
ates a stairway leading downward. When com-
manded to disappear, the hottom stair remains
and may be picked up and reused. This item fune-
tions up to three times a day.

Endless
XP Value: 15,000 GP Value: 75,000
PowyHEDRON Newszine 58
This magic item consists of two 2-foot by 1-foot
rectangular metal plates. When cast at the pround,
both hover in place, one above the other, forming
a small stairway. When someone steps on the first
plate, the plate levitates to a position above the
second, thus continuing the stair. The stair can be
turned by climbing in the desired direclion, fora
maximum of a 45(DG) angle change per step.
The stair has no altitude limat, but neither does it
confer any special abilities on the user. Therefore,
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if the user climbs above the almosphere, he or she
will die unless some form of magical protection
is used. The plates can be used in a vacuum, but
not in a zero gravity environment, as they would
nil sense where to go next. If the climber falls or
otherwise leaves the stair in midair, the plates
will collapse, However, if the climber ascends to
a safe surface, the plates will stay in place. Each
plate has an armor class of -1 and can sustain 10
points of damage before becoming useless. The
plates cannot be used to descend.

of Judgment
XP Value: 1,500 GP Value: 7,500
The Rook of Marvelous Magic

This stair appears and functions as either an
ascending or descending stair, However, anyone
using the stairway in the wrong direction (up on a
descending stair, down on an ascending stair)
never reaches its end and instead walks through a
gate o an Outer Plane. Any victim of this effect is
met by an Immortal and immediately judged on
alignment behavior. After the judgment, the vie-
tim is returned to a safe spot in the Prime Mater-
ial Plane, near the point of departure.

If alignment behavior has been perfeet, no 1l
effects occur (even to chaotics). If alignment
behavior is flawed, a quest is assigned (as the
priest spell) which must begin within one month,
Death is the reward for poor alipnment behavior,
(Alignment judging is a tricky matter and the DM
should handle it carefully,)

of Slipping
XP Value: 1,000 GP Value: 5,000
The Book of Marvelous Magic

This stair appears and functions as either an
ascending or descending srair but on command
becomes quite slippery. Each victim using the
slippery stairway must make a saving throw vs.
gpell or fall and tumble down the stairs. The fall
inflicts 1 point of damage per foot; a victim slip-
ping from the top of a 20-foot stairway thus takes
20 points of damage.

Standing Stones

XP Value: 50,000 GP Value: 25,000

Legends & Lore
Celtic priests can create formations of standing
stones in order to intensify their magic. The cere-
monies during the creation of a ring of standing
stones make them highly magical places where
mere lesser mortals fear to tread.

The ereation of standing stones is a lengthy
process that requires many priests. There must be
at least 50 levels of priests or druids who worship
at least four different Celtic gods. One of the
priests must be at least a 10th-level worshiper of

Belenus in order to have the all important enchant
stones spell. The site must have stones availahle
and be at least five miles from any other existing
standing stones. All of the priests must spend an
entire month assembling the stones and attending
ceremonies—the enchant stones spell must be
cast at the end of each week and again at the end
of construction. If the priests are interrupted in
any way during that time, the enchantment fails
and they must start again, During creation, the
standing stones” site must be dedicated to one
sphere of spells forever (for instance, standing
stones—divination). Once created, the magic of
the standing stones is permanent.

The actual physical parameters of the standing
stanes are fairly loose, The exact size and number
of the stones are unimportant for game pur-
poses—they are arranged at creation to follow the
seasons, stars, constellations, suns, moons, or
whatever. It is only important that they be
arranged in a series of circular patterns. Since
they are generally between 10 and 30 meters
across, standing stones are some of the largest
magical items in existence,

Cince created, ceremonics can take place at the
site to cast spells within its assigned sphere. The
total of priest levels involved in the ceremony can
be used as a direct multiplier to any of the follow-
ing: range, duration, or area of effect. Asan
example, if 50 priest levels are involved in a cere-

maony at standing stones to cast an animate object
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spell, they could either multiply the range by 50
{to 1500 yards), the duration by 50 (to 50 rounds
per level), or the area of effect by 50 (50 cubic
feet per level). One of the priests must actually
cast the spell to be amplified by the standing
stomes, and his is the base from which all other
information is extrapolated.

Holy Star of the

Bright Desert
XP Value: 1,000 GP Value: 6,000

GREYHAWK Adventurcs

This iz a copper star marked with the silver axe and
energy bolts of Heironeous the Invineible. 1t was
fashioned by dervishes to aid them in holy bartles
against infidels. The star gives a pood wearer 30%
immunity to fear, and a +20% bonus to reactions
with dervishes in the Bright Desert. An evilly
aligned wearer has a —4 penalty on all saving
throws involving fear (magical or otherwise), and a
-4 morale penalty. The device glows brightly
within 30 feet of any extremely evil creature.

Statue

Statues are carved from wood, stone, or marble
and their subject matter varies widely according
to the whim of the sculptor or the demands of a
commission. Statues have also been produced by
pouring molten metal, ceramic, or plaster into a
mald.

Boli
XP Value: 2,000 GP Value: 10,000
Dracon Magazine 189

Boli is a human-size statue of humanoid figure that
is dedicated to the skilled crafts—metal and
leatherworking, jewelers, all smiths, or any other
craft. If the boli is given a small offering of food or
drink every day, the craftsperson can only automat-
ically fail proficiency checks on a roll of 20, and
receives a —1 bonus to the die roll. If the offering is
not made, the crafisperson always fails proficiency
checks until the offerings are made again,

Corellon’s Crystal Statuette
XP Value: 3,200 GP Value: 16,000
Muonster Mythology
Corellon’s avatar typically carries a crystal stat-
ugtte that allows him to summon Id4 16-HD air
elementals to do his bidding for 2d4 turns once a

day.
Golden
XP Value: 2,000 GP Value: 15,000
Storm Riders
Thiz golden statue depicts the Padhrasattva of
Erudition, Mahavidi. Mahavidi is the personal
Padhrasattva of the Dalai Lama, and is consid-

ered the highest of Padhra's incarnations,

Mahavidi's statue is solid gold and is valued at
more than ten million gold pieces. It weighs over
30 tons, and is built directly into the foundations
of a building. Other than this, its only defense
against theft is the famous Ra-Khatian karma
curse, in this case, a permanent karma curse. The
curse is activated whenever someone touches the
statue while thinking thoughts of larceny. The
conditions for removing the curse are returning
anything that was stolen from the statue, and then
performing an act of contrition equivalent to the
act that began the curse.

0ld Salt Statues of Power

XP Value GP Valug
Medic with Bag: 1,500 7,500
Old Captain with Pipe: 1,900 9,500
Old Salty with Raincoat: S04 4,000
Pirate Mate with Rapier; 900 4,500
Pirate with Pegleg: 1,400 7,000
Sails Boy with Rope: 900 4,500
Skipper with Hat: 1,000 5,000
Swabbie with Bucket: 700 3,500
Weaponsmaster: 850 8,500
Whaler with Harpoon: 300 4,000

War Captain’s Companion
There are several different old salt statues of
power: Each appears as a small statue of a sailor a
foot or g0 tall. When the statue is rubbed and the
command word (usually engraved on the bottom
of the stand) is spoken, its power is activated.

If an ofd salt statue of power is broken or
destroyed, it is forever ruined, all magic is lost,
and it has no power. If it ig slain in its human
form, it merely reverts to statue form and can be
uscd again at a later time. They can be used once
per day, unless otherwise stated in the following
ext

Medic with Bag: At a word, this statue grows
to human size. It has AC 10, hp 8, and MV 12,
The statue can cure light wounds five times a day,
cure serious wounds twice a day, or cure critical
wounds once a day. It cannot use more than one
cure type 1 a single day. Alternarely, the statue
can heal once a week, but this power replaces all
other curative powers of the statue for that week.
The old salt starue can only be used to cure an
individual once in a single 24-hour period, which
means that all five cure light wounds cannot be
spent on the same individual.

Old Captain with Pipe: Once a day, this
slatue can be activated to give the ship’s captain
unerring advice. The advice the statue gives is
limited to directions toward an intended destina-
tion, or the advice on how to better attack an
enemy ship. (When the latter advice is used, the

ship gains a + 1 bonus on all initiative and attack
a0

/

1303 ~

R



- Simtuc, Pirate with Peg Leg ’

rolls for 1d4 rounds.) The statue has AC 4, hp 23,
and MV 12, After use, it reverts to statue form,
leaving behind a pleasant odor of beechwood
pipe smoke,

Pirate with Peg Leg: When this statue 15 acti-
vated, all enemics aboard a ship must roll a save
vs. spell or be forced to dance the pirate’s jig for
ld6 rounds. During that time, all those who failed
the save cannot fight, Those who make the save
have their attack rolls penalized by - 1. The statue
has AC 10, hp 2, and MV 12, If destroyed, its
magical effects on the opponents are immediately
dispelled.

Pirate Mate with Rapier and Parrot: Once a
day, this statue can be activated to fight with the
ship's crew. The pirate mate with rapier and par-
rot can be used once a day. With an evilly aligned
crew, the statue gains the following statistics:

Statue, Evil Crew: Int Average; AL LE;
AC 6; MV 12; HD 6; hp 60; THACD 15;
#AT 3/2; Dmg 1d8+3; SA +3 on attack and
damage rolls; SZ M (& tall); ML 20; XP
650,

With a good or neutrally aligned crew the
statue has the following statistics:

Statue, Good Crew: Int Average; AL LN
or LG; AC 5, MV 12; HD 6; hp 60; THACO
16; #AT 3/2; Dmg 1d8+2; SA +2 on attack
and damage rolls; SZ M (6" tall); ML 20
XP 650,

Sails” Boy with Rope: This statue can be acti-
vated once a day for one hour each use. The sails”
boy can increase the MC of a spelljamming ship
{or even a normal sailing ship) by one class for
that time. If killed while performing his duties,
the sails ' boy cannot be reactivated for one full
week. Only one can be active on a ship at one
time. It has AC 6, hp 12, and MV 12,

Old Salty with Raincoat: This staine of power
has no human form. Instead, it divines the weather
for the next 24 hours. (If the weather is being mag-
ically tampered with, the sailors squinty eyve glows
and the divination will change to match the
approaching weather. ) When the weather is divined
as being fair, the statue appears as a barechested
sailor with short legged pants and no shoes,

If the weather is to be stormy and wet, the statue
wears a raincoat. If the weather is cold or snowy,
the statue wears a thick parka and tall, stout boots,
This item is useful in the phlogiston as well, since
it predicts the occasional eddies and high and low
pressure cross-currents that resemble ocean
storms, It operates constantly, and cannot be deac-
tivated or fooled, save by magic.

Skipper with Hat: When this statue 15 active,
it directs the motions of the ship by velling {often
obscenc) commands to the helmsman. As a result
the ship is able to perform faster than normal.
The ship gains a +1 to its SR, The skipper can be
used once a day for one hour at a time. If more
than ane skipper with hat is used on the ship at
one time, the number of skippers equals the SR
penalty the ship receives instead. With two skip-
pers with hat, SR 6 turns into SR 4. This penalty
arises from the skippers yelling different com-
mands; thus confusing the crew. The statue has
AC 2, hp 35, and MV 12,

Swahbie with Bucket: When activated, this
statue will clean and polish every deck on the
ship. The job takes one round per 5 square feel
(keel length multiplied by beam width gives
square foolage). It continues its job until it either
finishes, or until killed. It has AC 8, hp 12, and
MY 9, and can be activated once a week.

Weaponsmaster: This statue takes the place of
a whole weapon’s crew. It can be activated for one
hour every day, or until the human form is
destroved. This statue has AC 4; 6th-level light-
ers, hp 45, MV 12,

Whaler with Harpoon: When activated, this
statue goes to the edge of the ship, armed with itz
harpoon and summons fish. Even in the phlogis-
ton, the whaler can summon and spear 1d12 fish
every day (each fish averages 1d20+20 inches
long). Once the DM determines the number of
fish that are caught, the whaler returns to statue
form, and cannot be reactivated for 24 hours.

If a large aquatic creature {whale, sea serpent,
kraaken, or the like) is attacking the ship, the
whaler can, if not previously activated, fighe dur-
ing the encounter with a 42 bonus, inflicting dou-
ble damage.

Raoll Statue Type

01-10  Medie with Bag

11-20  Old Captain with Pipe

21-30  Old Salty with Raincoar

3140 Pirare Mate with Rapier

41=-30  Pirare with Pegleg

160 Sails"bay with Rope

6l1-70  Skipper with Har

TI1-80  Swabbie with Bucket

21-90  Weaponsmasier

91-00  Whaler with Harpoon
Scorpion Ward

XP Value: 250 GP Value: 1,250

The Glory of Rome
Romans greatly feared the power of wizards with
the evil eye. One of the magical items used to
protect against it was the scorpion ward,. This s e

small, hardened clay or metal statue of a scorpion
sn
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Statue of Substitution
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of average workmanship. If one is placed just
inside the doorway of a home and a short prayer
said to the household gods, the magic of the
statue protects the people who live in the house
against the evil cye. Any residents of the house-
hold {including family members, servants, and
slaves, but not guests) receive a +3 bonus o sav-
ing throws against the evil eye, as long as the
scarpion ward remains in the doorway.

Singing

XP Value: 1,000 GP Value: 5,000
Dragons of Light
The sratue of singing 1s a hollow statue of beaten
gald, formed in the shape of Mishakal, the Healer,
If water is poured into the hole at the top, the
statue begins to hum a varied, peaceful tune. The
statue has the following properties while singing:
it acts as a chime of opening against any locked or
feld door; it prevents undead from approaching
within 20 feet of its wielder; it feals 1d6 points
of damage, once a day, on any person within 10
feet.

Singing 11
XF Value: 3,750
Tales of the Lance
These hollow statues of gold were smithed into
their form by the goddess Mishakal, the Healer.
Each statue stands about 6 inches tall.

If water is poured into the hole at the statue’s
top, the statue begins to hum a peaceful tune.
When the statue “sings,” it acts as a chime of
opening against any locked or held door, it pre-
vents undead from approaching within 20 feet of
the wiclder, and it heals 1d6 points of damage to
all people within 10 fect (including the wielder).
This last power is usable only once a day. The
duration of singing is 4d4 turns. If the water is
prematurely spilled, the singing stops.

These statues were commaon in pre-Cata-
clysmic times, Now that the clergy of Mishakal
have been restored, the singing statues have
begun to reappear with increasing frequency.

GI* Value:

Stone Horse

XP Value GP Value
Courser: 2,000 12,000
Destrier; 3,000 15,000

Duwczon MasTer Guide

Each of these items appears to be full-size,
roughly hewn statue of a horse, carved from some
type of hard stone. A command word brings a
steed to life, enabling it to carry a burden, and
even to attack as if it were a war-horse. There are
two sorts of mounts:

Courser: This srone horse travels at the same
movement rate as a light horse (movement rate

T

24) and attacks as il it were a medium war-horse
(three attacks for 1d6/1d6/1d3). It is Armor Class
3 and has 18 hit points. It saves vs. all applicable
attack forms as if it were “Metal, hard.”

Destrier: This store horse travels at the same
movement rale as a medium horse (movement rate
18) and attacks as il it were a heavy war-horse
(three attacks for 1d8/1d8/1d3). It is Armor Class |
and has 26 hit points. [t saves vs. all applicable
attack forms as if it were “Metal, hard.”

A stone horse can carry 1,000 pounds tire-
lessly and never needs to rest or feed. Damage
inflicted can be repaired by first using a srone to
flesh spell, thus causing the stone fhorse to
become a normal horse, If allowed to graze and
rest, the animal heals its wounds at the rate of |
point per day. When fully healed, it automatically
reverts to magical form.

of Substitution
XP Value: 500 G Value: 10,000
Dracon Magozine |26
Upon close examination, this statue reveals a
small cavity in its back. The statue is hollow and
large enough to hold one pint of blood. In order
to make the statue work, the character to carry or
use it must pour one pint of blood into the statue,
which magically seals when full. Once this bond
has been created, the statue benefits the character
using it as if using the shukenja spell substiturion.

The first 20 points of damage the character takes
s316
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~ Statue, Xanthippe of Annovance r

in combat are ahsorhed by the statue, which dis-
appears automatically when the limit is reached.
The statue will benefit no one but the character
whose blood it holds, and only one statue may be
so used by a character at a time. 1f small amounts
of blood from several characters are poured in,
the statue will not give cach of the characters lim-
ited benefits; it will, in fact, be worthless.

Xanthippe of Annoyance
XP Value: 700 GP Value: 3,500
The Book of Marvelous Magic

This item appears to be a tiny statue of a shrew. If
one command word is spoken, it turns into a giant
shrew but may then make a saving throw vs.
spell. If the throw is successful, the shrew imme-
diately flees at its maximum mevement rate, If
the saving throw fails, the shrew understands and
obeys the user of the statue.

If touched and a second command word spo-
ken, the shrew returns to statue form. Otherwise,
a dispel magic spell is needed to return the crea-
ture to its normal inanimate state; remove curse
does not affect it.

A third command word turns the statue into an
ethereal being resembling a human female, This
being is immune to all attacks and has no attack
forms itself. When created, however, it immedi-
ately begins loudly criticizing the user; all with
60 feet understand the words. This speech can
continue for any duration but the being returns to
statue form on command of the user or if dispel

magic 1s applied.

Stick of Standing
XP Value: 500 GF Value: 2,500
Dracos Magazine 30
The sticks of standing were developed o support
Orlow’s tomato plants. These are ¥-inch-thick, 2-
foot-long pieces of wood. When placed perpendic-
ular to any horizontal surface they remain standing
unless moved by a living creature.

Stirrups of Horsemanship
XP value: 2,500 GP Value: 12,500
Daacos Magazine 126
When fitted on a horse, thesc stirrups give any
character who rides that animal the same skills in
riding that he or she would have with the horse-
manship proficiency (this applies to riding skill,
leaping onto the animal, using two-handed weap-
ong on horseback while guiding the animal with
the legs alone, and so on). The stirrups may be
used on any horse or horselike animal (ki-rin,
unicorn, or the like), and must be attached to the
saddle trappings if they are to work properly, No
additional bonus is given to characters who

already have the horsemanship proficiency.

Stocking

Stockings are long, tight-fitting garments that are
often worn in place of socks. Stockings protect
the whole leg, where socks only keep the calf and
feet warm. Some cultures frown upon men's
stockings, however, frigid climates generally
prompt everyone to wear stockings, especially in
cultures where trousers haven't been invented.

of EIf Summoning
XP Value: 1,000 GP Value: 5,000
PoOLYHEDRON Newszine 23
This plain, long stocking is typieal of the type of
socks worn by peasants. When hung by a chim-
ney and the command word is spoken, a fat, |Oth-
level elf will appear by descending through the
chimney, wearing a bright red and white fur out-
fit. The elf will assist the user for up to one hour,
and then vanish, The stocking functions once
year,

of Mystery
XP Value: 400 GP Value: 2,000
PolvHEDRON Newszine 23
This stocking is uscful when pulled over the
head. The user then becomes completely unrec-
ognizable, even by close friends. The stocking
functions once a day, for up to three turns per use,

Stone
Magical stones are generally polished to a bril-
liant shine, See Gem and Rock for additional
magical possibilities.

Raoll Stone Type
01-25  Omamental Stone
2650  Semiprecious Stone
51-75  Fancy Stone
76-00 Hardstone

Roll Ornamental Stone Type
01-03  Agni Mani

04-05  Algae

06-08  Augelite

(09-11 Bluestone

12-13  Chrysocolla
14-16  Corstal

17-18  Crown of Silver
19-21  Disthene

22-24  Epidote

25-26  Fire Agate

27-29  Fluorspar

30-32  Frost Agate
33-34 Goldline

35-37 (Greenstone
38-39 Hyaline

40-42 Lynx Eye

LEFI

r

13046




- Statue, Heauregard's Beautiful Bauhle

4345  Mocrocline 19-23  Heliodor
46-47  Nelvine 24-27  Hom Coral
48-50  Nune 28-32  Jargoon
31-53  Oolite 33-36 Kornerupine
54-55 Ophealine 3741  Laerals Tears
56-58 Rosaline 42-45  Octel
59-61  Sapenite 46-50  Orbaline
62-63  Sanidine 51-55 Raindrop
6466  Sarbasso 56-59 Rusteen
67-68  Satin Spar 60-64  Scapra
69-T1  Sharpstone 65-68  Shandon
72-74  Sheen 69-73  Sinhalite
75-T6  Silkstone 74=77  Sphene
17-79  Snowflake Obsidian TH-B2  Star Siopside
80-82  Sunstone 83-86  Tremair
83-84  Thurarlial 87-91  Ulvaen
B5-87  Variscite 92-95  Waterstar
BR-89  Violane 96-00  Ziose
90-92  Webstone
9395  Wonderstone Roll Hardstone Type
96-97  Woodtine 01-06  Alabaster
9800  Zarbrina (7-11  Archon

12-17  Horbill Ivory
Raoll Semiprecious Stone Type 18-22  Iris Agate
0104  Alestone 23-28  Ivory
05-07  Andar 29-33  Lumachella
08-11  Awventurine 34-39  Luspeel
12-14  Boakhar 4044  Marble
15-1%8  Cleiophane 45-50  Meerschaum
19-21 Datchas 51-56  Pipestone
12-25  Dioptase 57-61  Psaedros
26-29  Gold Sheen 62-67  Serpentine Stone
30-32  Hambergyle 68-72  Soapstone
3336  Hydrophane 73-78  Star Metal
37-39  Hypersthene 7983  Sulabra
40-43 Tl 8489 Tempskya
44-46  Irtios 90-94  Turntella
47-50  Luriyl 95-00  Xylopal
51-54 Malacopn
55-57  Meliochrysos Beauregard’s Beautiful Bauble
5861  Mykaro XP Value: 600 GP Value: 3,000
62-64  Mynteer PouynEproN Magazine 57
65-68  Orprase This small stone looks very much like a robin's
69-71  Phenalope epg and will radiate a faint aura if detect magic is
72-75  Rainbow Obsidian used. The bauble has the power to release a calm-
76-79  Samarshite ing effect on all who look at it, Anyone viewing
B0-82  Serpentine the bauble must make a saving throw vs. charm;
83-86  Skydrop those who are successful hear soft music and
B7-90  Spodumens believe that the bauble is one of the most beauti-
91-93  Tabasheer ful things they have ever seen, Those who fail the
9496  Tchazar saving throw are instantly calmed, at peace with
97-00  Witherite themselves and their surroundings. When placed

in the hands of someone who 15 angry or afraid—
Roll Fancy Stone Type even one who is magically enchanted to be angry
01-05  Angel Skin of afraid—the person becomes calm and happy
06-09 Brandeen and any enchantment of anger or fear is instantly
10-14  Euclase negated.
15-18  Flamedance
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Stone, Bimbomushi
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Bimbomushi

XP Valoe: 3,000 GP Value: 20,000
Drreacon Magmeme 40
These come in two imitative forms, either similar
to magical gems or 1o other magical stones (lode-
stone, earth elementals, and the like). When car-
ried on a person in battle with a creature of more
Hit Dice (in a mixed group, if any one of the
enemy has more Hit Dice) than the carrier, the
himbomushi acts as a ring of protecrion -3 for its
carrier as long as he or she is conscious and in
active battle..

Bloodstone of Fistandantilus
XP Value: 15,000 G Value: 75,000
Tales of the Lance

Legends state that ne one can possess the blood-

stone of Fistandantilus; one is possessed by it;

such is the bloadstone s power—such is evil.

Even if the artifact itself does not turn the user

mad, it offers prizes that just might—a new body,

a new mind, and immeortality. In mortal combat,

Raistlin wrested this artifact from Fistandantilus,

Some say the Moodsione wanted Raistlin to win,

some say it drove him mad.
l'he bloodsrone has survived from the early

days of magic, crafted from the blood-speckled
jasper found at the Ravaged Heart valley of the

Khalkist Mountains. A 3-inch-long, teardrop-

shaped gem, the Meodstone takes its name from

the scarlet speckles that run through it. The gem
resis in a plain silver setting that is worn about
the neck on a silver chain.

Once a day, the wearer can speak a command
word to cause the bloodsrone to cure 2d8+1
points of damage to himself. The stone cannot
cure systemic damage as caused by poison or pet-
rification.

A separate command word causes the Mood-
stone to activate in the following round, attacking
anyoene in a 40-foot radivs. When successfully
used, the Moodsrone dislodges the victim’s spirit
and transfers the wizard's spirit into the victim's
body, Use of the Moodstone in this fashion auto-
matically shifis the charaeter one full alignment
toward evil (good becomes neutral, neutral
becomes evil and so on). In the round after the
second command word 15 spoken, both vietim
and wielder roll a saving throw vs. spell with the
following results:

* If'both fail, each loses 1d10+35 hit points. The
victim can make one attack. The wizard can
elect to receive the atlack, hoping to usc the
Iloodsione again in the next round, or may
break concentration and try to avoid the
attack.

= If both save, the victim’s spirit is firmly
entrenched and has battled back the attack.,

Both roll again.

* If the victim saves and the wizard fails, the
wizard suffers 1d10435 points of damage and
cannot perform an action in the next round.
The victim takes a free action that round.

= If the wizard saves and the victim fails, the
viclim’s spirit dislodges and departs to the
gods. The wizard’s spirit inhahits the emp-
tied body and his old body crumbles ro dust,
The wizard all former ability scores (Str,
Dex, Con, and so forth) except where the
victim's scores are higher, For such abilities,
the wizard's scores increase o match those
of the victim. If the victim exceeded the wiz-
ard in level, the wizard attains the higher
level, gaining the experience points and
powers of the new level,

Chardalyn
XP Value: 4,000 GP Value: 20,000
Volo's Guide to the North

These rare, black stones are found only in the
northern Sword Coast area of Faeriin. They occur
naturally, and are not a specially enchanted stone.
Each stone can naturally entrap a single spell cast
into it, releasing the magic for its usual spell
effects later, when the stone is shattered.

If a chardalyn is hurled at an enemy and
breaks, it could become the focal point of a fire-
ball cast into it years carlier. A chardalyn can

only absorb one spell. Once it is “full,” other
£328
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magic has no effect on it

These stones always absorb spells cast delib-
erately into them, They can also absorb incom-
ing spells on a roll of 7 or less on 1d12. This is
useful when the incoming spell is hostile and
directed at the stonebearer. Chardalyn can take
in lightning bolts and fireball flames that have
already manifested (preventing any damage
from them from occurring), but the bearer of a
stone can't choose when this power will or won't
work. (Once again, it only has the potential to
work if the chardalyn is not already holding a
spell.) Several veteran Riders of Nesmé wear
rings of fire resistance coupled with shields
studded with chardalyns that hold fireball spells
into battle, A foe who shatters a chardalyn with
a weapon blow suffers immediate damage from
the exploding flames.

of Cold Immunity
XP Value: 1,000 GP Value: 5,000

POLYHEDRON Newszing 23
No command word is needed for this rare item. It
automatically absorbs cold damage that could
otherwise affect the bearer. All cold damage is
reduced to | point per die, and the bearer may
make appropriate saving throws to take damage
equal to half of the reduced figure. The stone of
cold immunity functions for 1d6+6 months
(regardless of the amount of cold absorbed)
before becoming nonmagical. This item cannot
be constructed or recharged. It is a disposable
body part from a very rare creature (the sotyuch).

of Continual Light
XP Value: 300 GP Value: 1,500
Talons of Might
These normal stones are enchanted with the con-
tinval light spell. Generally they are attached to
the walls of dungeons or castles in order to light
the hallways. -

of Controlling Earth Elementals
XP Value: 1,500 GP Value: 12,500
DumcEox Master Guide
A stone of this nature is typically an oddly shaped
bit of roughly polished rock. The possessor of
such a stone need bul utter a single command
word, and an earth elemental of 12 HD will come
to the summoner if earth is availablé, an 8-HD
elemental if rough, unhewn stone is the summeon-
ing medium. (An earth elemental cannot be sum-
moned from worked stone, but one can be called
out of mud, clay, or even sand—although one
from sand is an 8-HD monster.) The area of sum-
moning for an earth elemental must be at least 4-
foot square and have 4 cubic yards of valume.
The elemental appears in 1d4 rounds. For detailed

information about elementals and their control
see the Monstrous Manual accessory. The stone
can be used to summon one elemental a day.

In Ravenloft: The elemental can only return to
its native plane through one of Ravenloft's rare
exits, If it some how gains its freedom, it attacks
the summoner,

Coruskian
XP Value: 1,500 GP Value: 8,000
GREYHAWK Adventures

Set in a golden necklace, this green stone was
enchanted by a Nyrondese spellcaster who sought
ta contral the griffons of the Corwkian Moun-
tains. Though the magical item worked well, the
wizard overlooked his inability to ride airhorne
creatures, and he met his doom at the battom of a
deep and jagged chasm. Since then, the stone has
been used by the nomads and tribesmen who hap-
pen to find it

The stone gives its owner the ability to charm
griffons (saving throw applicable) once a day,
Charmed griffons will allow the charmer and all
allies to ride them. Airborne riding mancuvers
that do not require a proficiency check can be
accomplished using land-based riding tech-
nigues, but airborne maneuvers that require a
check automatically fail if the rider has no profi-
ciency in airborne riding. If the wearer rides a
griffom into combat, the chances of breaking the
spell are doubled (check before the hattle).

Cursed Well

XP Value: — GP Value: 1,000
Dtacon Mognzine 145
In appearance, this stone looks exactly like a
stone aof the well. A cursed well siome, though,
causes any well into which it is placed to dry up
immediately; likewise, all wells within a one-mile
radius of @ cursed well stone also dry up immedi-
ately. This item counters a stone of the well, and
no new well dug in the area of effect of a enrsed
well stane will yield water, even if the ground is
saturated. Once activated, an exorcism or remove
curse is required to be rid of this malefic stone’s
influence.

Dream
XP Value: 1,000 G Value: 5,000
In Search of Dragons

Dream stones are golden pebbles that reveal
actual or possible events in the future. Eons ago,
the gods of neutrality presented the bag of dream
stones to the primitive Lor-Tai tnibe. Lor-Tai
leaders use the stones to help predict natural dis-
asters and to forecast the year’s harvest.

Each dream stone is etched with from 110 3

symbols of a moon at high sanction. When the
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number of symbals on a dream stone is the same
as the number of high sanction moons in the sky,
a dream is revealed, but only if the owner sleeps
through the night with the stene beneath his or
her head. Each dream stone can be used once.

The dream stones can be useful tools for pro-
viding the PCs with information, clues, and
warnings. They can also be helpful in getting
stalled PCs back on the track. However, the
dreams are not necessarily accurate, nor are they
always easy to interpret,

To receive a dream, the PC must sleep with the
dream stone under his or her head for at least six
uninterrupted hours. The symbols on the dream
stone must match exactly with the moons in the
sky. For instance, if a particular dream stone
shows two moons in full sanction and there are
three moons in full sanction, no dream cream will
QCCL,

The dreams are visions of events that may
oceur in the future, A dream is experienced as a
series of flickering images; the end of one image
dissolves into the beginning of the next. Unless
the DM is using the dream srones to feed specific
information to particularly incompetent or
unlucky PCs, the images should be vague and
indefinite. It makes for a more interesting adven-
ture if you can tie these dreams into the personal-
ities of the PCs.

of Everburning
XP Value: 500 GP Value: 2,500
Old Empires
This stone is unremarkable, except that it radiates
searing heat at all times. If a stone of everburning
contacts exposed flesh, it inflicts 1d3 points of
damage for each round of contact. The stone's
most remarkable property is its longevity; some
have stayed hot more than 3,000 years, even when
continuously immersed in water. These items are
used in the steam engines of Mulhorand.

Finder's

XP Value: 3,500 GP Value: 17,500
1992 Fantasy Collector Card 409
Thiz artifact was destroyed in the final battle
against the evil god Moander. By holding this
unique magical item and concentrating, any per-
son could get it to emit a beacon af light indicat-
ing the quickest path to any object, Any member
of the Wyvernspur family could: peer into the
stone lo read knowledge stored withing cause the
stone to cast an illusion of the bard Finder
Wyvernspur, singing any of his songs: use the
stone as a rechargeable wand, holding many
gpells, including detect magic, continual light,
dispel magic, fly, tongues (permanent), and rele-
port.

Glowstone
XP Value: 1,400

Dwaarves Decp
These famous “gems” are synthetie crystals.
Clear, faceted, and oval, and as long as a man's
hand, glowstones bloom with a continuous, heat-
less white radiance equal to a continual light
spell. The radiance cannot be dimmed by magical
darkness, dispel magic, or other means, with the
exception of draining the stone of all power.
When power is being drained from a glowsione, it
pulses and flickers.

Glowstones are used to power all magical
items requiring charges. A glowsrone that 15
brought into contact with an item sticks to it. This
is an attraction akin to magnetism, which can be
broken by a strong pull, but not by accidental
contact. Once attached to another magical item,
the glowsione begins to recharge the item, restor-
ing one charge per full turn of continuous con-
tact. If the item 18 used during this time, it loscs
no charges, the required magical energy being
drawn from the glowstane in addition to the
recharging energy being released.

Magical items which do not use charges but
which can normally be used only a limited num-
ber of times in a set period gain one additional
use (of each power or function) after they are
exhausted. They must be touched to a glowstone
for five continuous rounds. This boost cannot be
fed into an item before a given power is
exhausted, storing the energy for later use,

In addition, dwarf priests can release the power
of a glowstone which they are touching by means
of a special spell, glowglory. This potent magic
allows them to unleash beams of power from a
glowstone, as weapons or tools. A beam of power
15 a cutting beam of radiant farce that cuts stone,
wood, and flesh alike—doing an automatic 6
points of structural damage per round to the for-
mer two objects, and does 6d6 points of damage
per contact to living things. For more information
on beams of power, please refer to the spell glow-
glary.

Unleashing a beam of power from a glowstane
drains it of 20 charges per round. Charging an
itermn from a glowstene drains however many
charges are transferred to the item, at the rate
given above, Boosts for chargeless items cost
seven charges each.

Glowstones have 1,000 charges when made,
and can never be recharged, but charges can be
transferred from one glowsrone to another. A
little-known side benefit of this last practice: any
being holding two glowsrones together and will-
ing one to give the other energy experiences the
energy flow through his or her body. It does not

heal damage, bul does burn away poisons, dis-
L1

GP Value: 7,000
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cases, parasitic infestations, and embedded for-
cign materials, purifying the body.

To destroy a glowstone, one must strike it with
a disintegrarion spell or magical effect, or deal it
physical or magical damage (or a combination of
the two types) totaling more than 66 poinis in one
round (cumulative totals are ignored). Even when
disintegrated, a glowstene explodes in a violent
blast dealing 1d10 points of damage per charge it
had lcft, to all creatures within 70 feet (save for
half damage, allowed only if at least 25 feet dis-
tant from the stone). (lowsrenes that are entirely
drained do not explode. Their light simply fades
silently, and then they crumble away to dust.

of Good Luck

XP Value: 3,000 GP Value: 25,000

Dunaeon Master Guide
The luckstone, a magical stone, is typically a bit
of rough polished agate or similar mineral. Its
possessor gains a +1 (5% where applicable) on
all dice rolls involving factors such as saving,
slipping, or dodging—whenever dice are rolled to
find whether the character suffers from some
adverse happening. This luck does not affect
attack and damage rolls or spell failure dice.
Additionally, the luckstone gives the possessor a
£1% to £10% (at owner's option) on rolls for
determination of magical items or division of
treasure. The most favorable results will always
be gained with a stone of good luck.

of Gul and Thiondar
XP Value: 10,000 GP Value: 75,000
DunGenn Magazing 30

In the distant past, long before the rise of man
and the creation of dwarves and gnomes, giants
ruled the surface of the continent and wor-
shiped many deities. One of the giants® deities,
a young and rash demigod named Gul, pro-
voked the terrible wars that fragmented the
giants into separate races and created the
mutant ettins, cyclops, and fomorians. As pun-
ishment for his terrible deed, the deities of the
giants stripped Gul of most of his powers and
imprisoned his essence forever in a 2,500 Ib,
ruby. Unwilling to destroy another immortal
being, the gods of the giants deposited this
prison in the heart of a mountain and tried to
forget about Gul. Near the mountain, the gods
raised a temple to commemorate their deed and
to warn mortals to beware the terrible Gul.

The stone of Gul is a relic of awesome and for-
midable power. Designed especially for its
immortal prisoner, who was once a deity of flame
and travel, the stone drains the magical and spiri-
tual abilities from Gul and shunts them into the
nearby environment. The stone drains Gul's most
powerful immortal powers, using them o teleport
a nearby river in an endless loop and to heat a
nearby valley.

Millennia passed, and the climate of the moun-
tain range gradually became colder, except for
the valley warmed by the stone, When the Ch'thar
discovered the valley, King Thiondar found an
opening at the base of the tallest mountain at the
south of the valley. Intrigued, he descended
heneath the mountain and discovered the sfone of
Gul.

As the king (a powerful wizard) studied and
tested the relic, he fell into its power and became
insane. Thiondar emerged from the mountain a
week later to tell his worried subjects that the
Ch'thar would be settling in the valley. He ordered
the Ch'thar to build a town, while he retumed to
guard whart he now considered his relic.

It was plain to all of the elves that something
had befallen their leader. Lioshand, the king's
champion, followed the king into the mountain
and witnessed Thiandar meditating in the pres-
ence of a huge glowing ruby. Lioshand con-
fronted the king about the relic, whereupon
Thiandar, deranged by the power of the stone,
accused him of treason and slew him with
magic. The king emerged from the mountain to
denounce his faithless subjects and to pro-
nounce a horrible curse on Lioshand’s soul.
Thiondar repeated his order for the Ch'thar to
build a town, and again returned to the mountain

to guard the relic.
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As soon as Thiondar left, the Ch'thar began
1o argue bitterly among themselves. They spec-
ulated about what Thiondar had found under
the mountain, which was soon named King's
Mountain by the clves. Many despised the
king's actions, for they knew that Lioshand had
always pratected the king and acted out of con-
cern for Thiondar's safety. Even more hated the
environment of the valley, which was filled
with a dark rain forest and populated with great
repliles.

The dissenters—nearly a thousand strong—left
the valley and called themselves the gray elves.
Ashamed for their king's unjust behavior, their
own weakness, and their cowardly escape, the
gray elves never documented what happened in
the valley and retain their somber name to this
day.

A few hundred of the Ch'thar remained in the
valley, some out of loyalty, some out of fear,
Inspired by the divine intelligence in the stone,
Thiondar devised two wards (o prevent inlermup-
tion from the outside world. As the centurics
passed and Thiondar’s insanity developed, he
ordered all of the Ch'thar to settle inside King's
Mountain.

Thiondar began experimenting with the powers
of the stone, and in doing so diverted energy from
the relic's original tasks. As a resull, the valley
became too cold to support a rain forest. As the
millennia passed, the swampy valley dried up and
all the water settled in a lake at the foot of King's
Mountain. Time soon eroded the Ch'thar’s aban-
doned buildings in the valley, and the entrance to
the caverns under King’s Mountain became par-
tially flooded with water from the lake.

If a spellcaster spends but eight hours meditat-
ing in the presence of the stone, he or she can
learn how to invoke some of 118 powers at the
20th level of ability: fireball (three times a day),
fire charm (once a day), levitate (at will), dimen-
sion door (once o week), control weather (once a
week), and earthgrake (ence a week). Spending
one day pondering the mystical energies of the
stone permanently raises a spellcaster’s Intelh-
gence by 1 point due to the close contact with a
work of divine genius.

In addition, the stone has the ability to inspire a
spelleaster to create a new work of magic. For
every day spent in meditation in front of the
stone, there is a 1% cumulative chance that the
spelleaster will be imparted with a burst of genius
and understand all the steps to manufacture a
magical item or research a spell. If the character
is inspired, roll percentile dice and consult the
following table:

Roll Inspiration

01-36  Spell

3745 Ring

46-530 Rod

51-60  Staff

61-70  Wand

71-80  Miscellaneous magical item
91-95  Miscellaneous magical weapon
96-00  Armor

The specific item or spell can be determined
by using the spell tables in the PHE or the magi-
cal item tahles in the DM, or the magical gener-
ation tables in this back of this volume. An
inspiration will result in a 100% chance of suc-
cess and one-fourth the time and expense required
in research for the particular item or spell. How-
ever, the knowledge gained by the inspiration
lasts for only as many months as the spellcaster
has points of Intelligence, and a recipient cannol
be visited by more than one inspiration at a time.,
If the inspiration is not or cannot be immediately
acted upon (perhaps hecause the spellcaster
receives inspiration for a spell bevond his abil-
ity]), the spellcaster will never be able to enchant
the item or research the spell, no matter how
much time and effort are expended. Furthermore,
the mspiration is a gut feeling, a hunch, an inde-
scribable instinct to complete the item or spell. It
cannot be ranslated into words and can never be
written down
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Hampering with divine insight has its dangers.
For every day spent meditating in front of the
stone, there is a 5% cumulative chance that the
spellcaster will be afflicted with one of three
major forms of permanent insanity. If the PC fails
a Wisdom check, roll percentile dice and consult
the following table:

Rall Insanity Result

01-40  Delusional Insanity: The character
becomes utterly convinced that he is the
demigod Gul and will be violently
upset if any mortals around him do not
recognize his divine status, The PC will
otherwise act in a normal manner,

Split Personality: The character devel-
ops an additional personality that is
chaotic evil. Every day, there is a l-in-6
chance of the personality emerging; this
chance becomes l-in-6 per round in
stressful situations (like combat). The
new personality makes up a new name
for itself but retains the old personal-
ily's abilities. It is perfectly aware of its
other self and despises it but will not
commit suicide,

Feeblemind: The character behaves as
if he or she were the victim of the Sth-
level wizard spell.

41-90

91-00

A character can be afflicted with but one form
of insanity; the condition can be reversed only by
a wish or restoration spell cast at the 20th level.

Finally, the relic secks its own preservation at
any price. Once a character has been granted a
point of Intelligence by the stone, he or she
becomes extremely proteetive of the relic and
desires to spend all of his available time in its pres-
ence. The stone’s new guardian will attempt to
destroy anyone that is perceived as wanting to harm
the stone, and will allow no one to approach it.

Since effective protectors are hard to find, the
store has the ability to halt its guardian’s aging
(and all need for nourishment and rest). Should
the protector be separated from the stone (by
more than a mile) for over a day, the character
returns to his normal physical age and starved
condition. After 10-40 years have passed in the
service of the stone, the protecior becomes
increasingly paranoid and forgets his previous
name, instead referring to himself as “The
Keeper”

Honing
XP Value: 500 GP Value: 5,000
PoLYHEDRON Mewszine 82
This magical item appears to be a normal stone,
but it will glow faintly green if a detect magic

spell is cast. If a sword or other edged weapon 15
rubbed against the stone, the weapon perma-
nently gains or loses one plus. Consult the table
below. Each stone has 2d4 charges when found.
Sharpening a weapon expends one charge,

Percentage chance to:

Weapon  Increase Decrease

Bonus Bonus by 1 Bonus by 1
] 01-90 91-00

+1 01-70 71-00

+2 01-60 6100

+3 01-40 41-00

4 01-30 31-00

+5 01-10 1100

Myste’s Stone of Mixed Luck

XP Value: 2,500 GP Valoe: 12,500
1992 Fantasy Collector Card 132
This stone gives Myste good luck 83% of the
time on all die rolls involving saving, slipping
and dodging. Myste gains a +1 (or +5%, when
applicable) bonus to her rolls. This does not
include attack or damage rolls or spell-failure
chances. However, 15% of the time, the stone
causes Myste to automatically suffer a failure to
those rolls, with the most disastrous effects pos-
sible. Thus far, Myste has only had to endure
some rather comical, embarrassing, and annoving
gaffes,

of Mysterious Sounds

XP Value: 500 GP Value: 5,000
Dracos Magazine 99

This stone appears to be similar (o any other mag-
ical stone, though it is malleable and can be easily
grasped and reshaped. The stone cannot be pulled
apart into smaller stones, and it has only limited
elasticity. Each stone weighs 3 pounds.

This stone may be thrown up to 30 feet. If the
character’s Strength is 15 or greater, the stonc
slicks to whatever (nonliving) surface it strikes
{attack rolls are against AC 6). The stone remains
stuck until pulled off (which doesn't require a
Strength roll). Beginning the next round after it
sticks to a surface, the stone emits one of a num-
ber of different sounds, The stone broadcasts this
sound until it is pulled free of the surface Lo
which it is stuck.

A character may also [it the stone onto a solid
surface (requiring a Strength of 15 or better, but
no attack roll), then strike it with a heavy, blunt
objeet to start the sound production (again, no
attack roll).

The stone of mysterious sounds is useful for
distracting and deterring opponents from pursuit,
to allow the characters to escape or gain time for

other actions. Each time the stone is activated, a
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rall must be made on the following table to deter-
mine what sound it produces.

Roll  Noise produced
01-04  ercaking

05-0%  buzzing bees
(9-12  groaning®

13-16  footsteps

17-20 ocean waves on
21-24  stones grinding
25-28  laughter*

29-32 coughing*

33-36  sneczmp®

3740 muted whispering™®
41-44  whip cracks

4548  fingers snapping
49-52  mumbled chanting*
53-56 screaming*

57-60 animal growling
61-64  birds chirping
6568  homs (musical)
69-72  steady rain beach
7376 wind chimes
TT-80 fighting (swords clashing, shouts, etc.)*
B1-84 speech**

85-88  whistling*

89-92  chains rattling
93-96 crying®

97-00  wind blowing

* The race of the person making the sound can-

not be determined, and no intelligible speech
can be discerned,
The race of the person speaking can be deter-
mined using the Random Languages Table
in the OMG. The content of the speech may be
determined by the DM as desired.

Nanorion
XP Value: 11,000 GP Value: 55,000
Gods, Demigods, & Heroes

These stones are mainly found in the hearts of
fiends—in facl they are fiends® hearts. Their
function is to awaken sleepers no matter what the
cause of slumber, or raise the dead regardless of
when death occurred.

Oval Stone of Tzolo’s Guardian

XP Value: 4,000 GP Value: 20,000
DurGeon Magazine 37
The oval stone of Tzolo & guardian is a magical
stone conneeted to a stone-shaped chain that
allows its user to wear i1t like a necklace. Posses-
sion of this item allows the ability to cast a sink
spell once a week and a wall of stone spell twice a
day.

Philosopher’s
XP Value: 1,000 G P Yalue: 10,000

Dracos Magazine 2
The philosopher s stone looks exactly like the
fuckstone and loadsrone, but is valuable only in
the hands of an alchemist. The stone contains 2d4
charges. One charge may be used to add 20% lo a
research roll or to transmude 10 pounds of lead
into gold or silver (50% chance of each). In addi-
tiom, while the stone has any charges left, the
alchemist may use it to cure disease once per day
without the use of a charge. The alchemist may
not contract a disease while he carries the stone
on his person. As the stone is immune to heat
{even dragon breath}, it may be tested by throw-
ing it into a vat of molten lead {(which would, of
course, destroy a fuckrtone). The stone disince-
grates when the last charge is used.

Philosopher’s 11
XP Value: 2,000 GP Value: 10,000
Unearthed Arcana

This is a rare and magical substance that appears
to be an ordinary, rather blackish, sooly picce of
rock. It radiates a faint dweomer of indeterminate
sort. If the stone is broken open, a geode cavity
will be discovered. The interior of this cavity is
lined with a quicksilver that will enable the trans-
muiation of the base metals, iron and lead, into
silver and gold. Either an alchemist or a wizard is
required to effect such transmutation, however.
From 50 to 500 pounds of iron can be made into
silver, or from 10 to 100 pounds of lead can be
turned into gold from a single philosopher s
sione. Transmutation must be made fully upon
the first attempt, all the quicksilver being
emploved at one time. Better still, there are two
additional substances possible within such a
stone. The first is a greenish, crystalline salt that
allows the manufacture of 1d4 potions of
forgevity; this substance has a 75% chance of
oceurring inside a given stone. The second is a
pure white powder that, when mixed with a
potion af longevity, can actually restore life to a
dead human or demihuman if administered inter-
nally within one week of his or her demise (see
the raise dead spell). There is a 25% chance that
the white powder occurs. Note that the experi-
ence point value and gold piece sale value apply
only to an unopened stone.

of Sampling
XP Value: 1,200 GP Value: 6,000
PouysEDRON Newszine 61
The stone allows the owner to record up to fifty
20-second pieces of speech or music. These
“camples™ can be recalled mentally by the owner

of the stone at any time with no effort, and the
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samples will remain in the stone until erased by
the owner of the stonc. The stone is green and
smooth, and glows when replaying samples.

of Shielding
XP Value: 100 GP Value: 500
The Ruins of Undermountaim
This single-use item is a spherical white stone
about an inch in diameter. When crushed, it acti-
vates its power, and can thus be unintentionally
activated by a fall or attack. A stone of shielding
causes a sparkling, winking aura to spring into
being around the creature who crushed it. This
aura lasts for three rounds, boosting the Armor
Class of the affected being by a -6 bonus on the
first round, a -3 on the second round, and -1 on
the third round, during which it flickers before
finally winking out. Therefore, a wizard of AC 6
crushes a srone af shielding and gains an Armor
Class of 0 the next round. This reduces to AC 3 al
the end of the following round, and AC 5 after that.

of Silence
XP Value GP Value
Khelben's: 1,200 6,000
Normal: 1,000 5,000

The Ruins of Undermountain
This is a hand-size stone with the spell silence
13" radius cast on it. Ten percent of these stones
carry a Khelben 5 suspended silence spell,

Spongestone
XP Value GP Value
1 cubic foot: 2,000 15,000
2 cubic feet: 4,000 30,000
3 cubic fieet: 6,000 45,000

Dipacon Magaane 48
In its “dry™ state, a spongesione is a chunk of
stone that is rigid, quite porous, and relatively
light in weight compared to an ordinary piece of
stone. This substance has the ability to absorb
water from any solid or liguid substance with
which it is placed in contact. Each spongestone
can absorb a volume of water equal to 30 times
the volume of the stone itself—a spongestone
with a volume of | cubic foot will soak up 30
cubic feet of water before becoming saturated. A
dry stone will avtomatically soak up its capacity
in water in the space of three rounds, assuming
that a sufficiently large source of water is at hand.
When dry, a spongestane 15 light brown in color.
When it is filled with water to one-third of its
capacity, it becomes a darker brown. At two-
thirds of capacity, the stone turns light blue, and
when it is filled to the maximum, the stone
assumes a deep blue color. (This property makes
4 spongestone quile conspicuous in certain cir-
cumstances, such as when it is found on the bot-

tom of a body of water.) A spangestone is not
“softened” by the absorption of water, such as an
actual sponge would be; it retains its rigidity no
matter how much waler it contains. Any spomnge-
stone which 15 saturated to capacity can be forced
to release its stored-up water by the utterance of a
command word, Water that is released in such a
manner will drain out of the stone rwice as fast as
it was absorbed, so that 134 rounds after being
commanded, a spongestone will be dry and the
waler it contained will have drained into a recep-
tacle or onto the ground. A stone which has just
released all its water will not be able to begin
ahsorhing water again for one round; at the end of
that time, the stone will begin to reabsorb the
water it had just released, if it has not yet been
removed from the water.

A spongestone which has absorbed water up ta
ils capacily can be transported without danger 1o
the bearer. However, a dry or partially filled stone
will draw water from the body of a character or
creature who touches it without the benefit of
clothing or armor or some other protection which
acts as a barrier to absorption. Anyone who
comes into contact with the stone against an
unprotected body part will take 1d6+4 poims of
damage per round due to dehydration, risking
unconsciousness and death if the contact with the
stone 1s not broken in time,

A spongestane will absorb pure water, filter-
ing out all impurities and pollutants, go that the
water which is released is equally pure and may
be safely consumed. A spongestane of rela-
tively large size may be cleaved in half by a
blow from any magical edged weapon, as long
as the original stone was at least ¥ cubic foot in
volume. However, each time such a culling is
attempted, there is a 50% chance that one of the
resulting halves will lose its magical properties,
a 25% chance that both halves will be rendered
useless, and a 25% chance that both halves will
be unaffected.

Raoll Effect of Cutting
01-50  One half loses it magical properties.
51-75  Both halves lose their magical propertics.
76-00  Both halves retain their magical
properties,
Travel
XFP Value: 400 GP Value: 2,004

Dunceon Magazine 31
Centuries ago, a race of psionicists, known in leg-
end as the Mystics, experimented with modes of
teleportation and dimensional travel. They
wanted to create a mode of travel usable by all
Mystics, regardless of their psionic talents, and

their first experimental teleportation devices
5344
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were called truvel stones.

The most powerful Mystics worked together to
empower the stones, but the stones had limiting
and catastrophic flaws. First of all, travel from
stone to stone was made possible only by opening
entry and exit gates on the Quasielemental Plane
of Vacuum (otherwise known as the Void). Ini-
tially, both the entry and exit gates were practi-
cally superimposed, and one could travel between
gates with little or no physical discomfort. How-
ever, over lime the entry and exit gates in the Void
began to drift apart. As decades passed, those
who used the stones found themselves spending
more and more time in the Void between gates,
The power of the stones is enough to partially
shicld travelers from the intense cold (absolute
O(DC)) and the absence of atmospheric pressure
in the Void, but as the distance between the gates
increased, even shielded travelers fell subject to
dangerous side effects,

Finally, the use of these gates attracted the
attention of some of the Void's inhabitants, The
longer the gates were kept open, the more likely it
became that a shadow or a group of shadows
would step through the portals and enter the
I'rime Material Plane. By the time the Mystics
discovered the flaw in their creations and started
dismantling the stones, it was already too late,
Many shadows were already on the mmpage near
the Mystics' cities and were multiplying too
quickly in some arcas 1o be controlled.

The Mystics were forced to abandon some of
their setilements because of the shadows, Where
the Mystics finally settled remains a mystery;
none remain on the worlds where stones still exist
(the Mystics considered those worlds unsafe). In
time, the Mystics and the use of the stones were
forgotten. Today in Silver Rise, what was once a
travel stone is now remembered as The Travel
Stone, a shrine of good luck for travelers on the
north road leading out of the village.

If the sole power of the stones was simply 1o
open gates, then their history would have ended
long ago once their use was lorgotien. However,
the Stones also have the ability to temporarily
endow psionic powers on strong-willed human
and demibuman minds. Characters and NPCs of
1st or higher level will be endowed with wild-tal-
ent psionic power after spending one month
within two miles of the stone, or iamediately
after passing through its pate. This is what hap-
pened to Lenchros, Ardy, and Dame Moore, who
tave kept their talents a closaly guarded secret for
many years. Born and raised in Silver Rise, the
three went their separate ways but returned to
their home town—and soon developed psionic

powers.

Travel Stone Wild Powers: Entries in this table
use the following format (page references are to
The Complete Psionics Handbook): Name of
power (CPH page reflerence) PS = Power Score;
58 = Starting Strength (in PSPs) ; 1C = [nitial
Cost (in PSPs); MC = Maintenance Cost {in
P5Ps over time); R = Ranpe; Prep = Preparation
Time (in rounds); A/E = Area of Effect.

100
Raoll Powers
01-08  All-Round Vision {page 33): PS Wis
3,88 22, 1C 6; MC 4/round; R 0;
Prep 0; A/E personal. The PC effec-
tively sees in all directions at once; no
one can sneak up without using magic
or concealment, but there is a -4 penalty
on gaze attacks.
Clairaudience {page 30): PS Wis -3;
88 22, IC 6; MC 4/round; R unlimited;
Prep 0; A/E special. A PC can hear
sounds from distant location by men-
tally picking a spot from which “hear,”
then covering his or her ears and con-
centrating. Anything can be heard that
would normally be heard while stand-
ing in that spot. The more distant the
image, the harder it is to use this power;
selecting listening spots up to 100 yards
from the psionic character may be done

normally, but selecting a lislening spot
3348
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13-18

17=24

2532

3340

41-43

49-56

tarther away places a power-score mod-
ifier on the use of this power (up Lo
1,000 yards, —-2; up to 10 miles, —4; up
to 100 miles, —6). This form of scrying
is nonmagical and cannot be detected
or warded off by magic.

Clairvoyanee (page 30): P§S Wis —4;
55 23; 1C 7; MC 4/round; R unlimited;
Prep 0, AJE special. A PC can see a
view of a distant location by mentally
picking a spot from which he wishes Lo
“gee,.” closing his or her eyes and con-
centrating. Anything can be seen that
would normally be seen standing in
that spot. The more distant the image,
the harder il 15 1o use this power; view-
ing spots up to 100 yards from the
psionic character may be viewed nor-
mally, hut selecting a viewing spol far-
ther away places a power-score
modifier on the use of this power {(up to
1,000 yards, —2; up to 10 miles, —4; up
to 100 miles, -6). This form of scrying
15 nonmagical and cannot be detected
or warded off by magical means.
Combat Mind (page 33): PS Int 43
85 21: 1C 5; MC 4/round; R 0; Prep 0,
AJE personal. This power gives a -1
bonus 1o party initiative thanks to the
user's understanding of his enemy's
fighting tactics.

Conceal Thoughts (page 80): PS Wis;
S5 17; IC 5; MC 3/round; R 0; Prep O;
AJE 3-yard radius. The PC is protected
against all psionic powers and magical
spells that detect or read thoughts,
including ESP, probe, mindlink, and life
detection,

Danger Sense (page 33): P8 Wis —3;
88 13; 1C 4; MC 3/turn, R special;
Prep 0; A/E 10 yvards. This power warns
a PC when danger is imminent. Infor-
mation about the type of peril involved
is not gained, but the general dircction
of the threat is given.

Know Direction (page 34): P5 Ini; 55
1; IC 1; MC n/a; R 0; Prep 0; A/K per-
sonal. The PC knows in what direction
north lies.

Lend Health (page 62): PS Con -1, 88
4; 1C 4; MC nfa; R touch; Prep 0; A/E
individual. With a successful power
check, the PC can transfer as many of
his or her own hit points as desired (to a
minimum of 1) to the person touched,
thus healing the recipient. This takes
one round. The user cannot go below 1
hit point, and the recipient cannot get

5764

65-68

69-76

77-84

R5-8R

RE-

more hit points than the character would
normally have.

Life Detection (page 87): PS Int -2; 85
15; 1C 3; MC 3/round; R 100 yards;
Prep (; A/E 40 yard. A PC can detect
the prescnce of all living, thinking crea-
tures in range within a 180(DG) arec.
Two rounds of scanning accurately
reveals all beings, including unintelli-
gent monsiers.

Ohject Reading (page 31): P'S Wis -5;
S5 16; IC 16; MC n/a; R 0; Prep 1.
A/E touch. A PC can detect and inter-
pret the psyehic residue imprinted on
an object by its mosl recent owner,
gaining information on the owner’s
race, sex, age, alignment, and how the
item was gained and losi.

Poison Sense (page 91): P5 Wis; 55 1;
IC 1; MC nfa; R 0; Prep 0; A/E |-yard
radius. The character can detect any
poison and its exact location within the
arca of cffect, but cannot identify the
poison type. Any substance causing a
gaving throw vs. poison counts, even
animal venom and poisonous gases and
potions.

Psychic Messenger (page 90): P5S Con
-4, §5 16; IC 4; MC 3/round; R 200
miles; Prep 2; A/E | square yard. This
power lets the character to create an
insuhstantial, three-dimensional, per-
sanal image that can appear in range
and deliver a message that everyone
present can see and hear. Communica-
tien is one-way only; the PC cannot
hear or see anything going on around
the messenger’s image.

Sensitivity to Psychic Impressions
(page 32): PS Wis —4; 85 20, IC 12;
MC Ziround; R 0; Prep 2; A/E 20-yard
radius, A PC can detect psychic residue
imprinted on a place by events that
involved strong emotions or psychic
energy. Divide the power check roll by
2 and round up to get the number of
strong events that can be sensed in one
place.

Spirit Sense (page 37): PS Wis -3; 88
10 1C 10; MC nfa; R 0; Prep 0; A/E
15-yard radius. The PC with this power
can sense the presence of ghosts, ban-
shees, wraiths, haunts, and other non-
corporeal undead that bear the
remnants of their former personalities.
This awareness extends out to 15
yards, but the user cannot tell exactly

where the undead are. Spiril Sense
5348

J

1317

.~

. .
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cannol deteetl zombies, skelelons,
shadows, or similar undead. (Lenient
DMz may allow the detection of other
noncorporeal undead, such as shad-
ows, but should strictly define which
undead fall into this category.)
97-00  Choose one of the above powers.
®  Detanls for determining starting Strengths for wild
powers are given in the CPH. page 20, Wild alents
gain 4 PSPz for every level of experience they attain
after they acquire psionic powers, not for levels they
possessed before such powers were gained.

Wardstone
XP Value: 500 GP Value: 2,500
Otherlands
Carved into the shape of a sea creature fmendly w
the Dargonesti, wardstones are made from small
picces of coral. When held in the palm of the
hand, they sense the presence of hostile creatures
ina 100-foot radins,

As a user of a wardstane gets closer to the bel-
ligerent creatures, the stone gets warmer to the
touch. If the user so wills, the stone can also emit
a soft, greenish light either in place of, or in addi-
tion Lo, the heat.

Warfu
XP Value: 500 G P Value: 2,500
Kara-Tur
The magical stones were placed on Kara-Tur by
the Lords of Karma, at the direction of the Celes-
tial Emperer. They have many colors, but always
sparkle with an inner lire or scem o encase
movement. They cannot be crushed or melted,
and, when in use, float over the head of the
wielder, or circle the head like a miniature moon,
Warfu stanes have been found and used by heroes
and villains throughout history, and the stories
that surround their use often mention incredible
feats attributed to the stones. Here are the types
of warfir stones known in T'u Lung:

Raoll Color  Power

0i=11  Green  Raises level by |

12-22  Blue Hestows flight

2333 Red Protects from fire

344 Yellow Raises Strength by | point

45-55  Violet  Raises Charisma by | point

56-66  Opal Doubles ki power.

67-77  While  Raises comeliness by | poimnt

T&—88 Black  Allows one additional martial
art special maneuver

RO-00  Crystal Increase weapon proficiency

by +2

Warmth
XP Value: 500 G Value: 2,500
Dracon Magazine T3
A flat aval stone, ahout ¥ inch thick and 4 inches
long. When placed between two hands, the stone

becomes very warm,

of Weight
XP Value: — GP Value: 1,000
Dumioros MasTeR Guide
A [nadstone 13 a magical stone that appears to he
any one of the other sorts, and testing will not
reveal its nature, However, as soon as the posses-
sor of a stene of weight is in a situation where he
is required to move quickly in order 1o avoid an
enemy—ceombat or pursuil—the ilem causes a
50% reduction in movement, and even attacks are
reduced to 50% normal rate. Furthermore, the
stome cannot be gotten rid of by any nonmagical
means—if it is thrown away or smashed, it reap-
pears somewhere on the character’s person. If dis-
pel evil is cast upon it, the item disappears and no
longer haunts the character,

of the Well
XP Value: 500 GP Value: 30,000
Dracoxn Magarine 145

A srone of the well 15 highly prized in villages and
castles located on dry plains and deserts. In spite of
the facts that these items command prices as high as
30,000 gp in dry regions, and wars are sometimes
fought for their possession, stones of the well are
worthless in much of the world. Such an item
appears as a perfectly spherical, black granite rock
with a smooth surface. [t functions when placed
within a well at least 30 feet deep, as long as the
stone is covered by at least 2 feet of standing water.
The stone immediately fills its well to a depth
halfway between its bottom and upper rim, and sim-
ilarly fills and maintains all wells within a one mile
radins, The water produced by a stone of the well is
pure and refreshing. No well within one mile of the
stome will run dry. A stone of the well placed n a dry
well cannot work unitil eovered with water.

String
String is waven flax or hemp, a thin version of
normal rope. Magical string may be found in
short lengths or in a ball of string, (a single piece
of 50-foot-long string with 1d4 pieces of magical
string wound into a ball), from which picces may
be pulled. It may be found entangled in the hair
of a monster, forgotten in a corner, or in a care-
fully guarded treasure room. Magical string can-
not be broken or harmed by force, even from
magical weapons, but it can be destraved by any
damage-causing spell (such as fireball), any

dragon breath except gas, and by normal fire,
5353
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of Attachment

XP Value: 50 GF Value: 250

The Book of Marvelous Magic
This short piece of string may be tied to any other
normal or magical item. I tied to a creature or to
an item that does not belong to the user, it unties
itself. Onee properly tied, it cannot be untied
except by a wizh or the proper command word, 1
the tied item is taken from the owner without per-
mission, the string tugs at the owner and stretches
up 1o 50 fieet; it cannot stretch further,

of Lashing

XP Value: 200 GP Valoe: 1,000
The Book of Marvelous Magic
This apparently normal piece of string will, on
command, turn into a whip +3. It remains in whip
form for up to one turn, or until a second com-
mand word is spoken, and then returns to string
form. The whip may be created up to three times
a day.

of Pearls
XP Value: 500 G Value: 2,500
The Book of Marvelous Magic
When the command waord for this 2-foot-long
piece of string is spoken, 5d6 pearls appear upon
it, with one firmly attached to ¢ach end. Each
pearl may be removed casily, magically, without
damaging the string. Except for the end pearls,
each has a randomly determined effect (rall 1d6),

Roll Effect

-3 A pearly white light fills the area within 60
feet of the pearl; all within the effect must
make a saving throw vs. spell or feel peace-
ful enough not to attack unless attacked.

4-5 Strange music is heard by all within 60 feet
of the pearl; all those affected must make a
saving throw vs, spell or begin swaying and
dancing until the music ends (but with no
effect on Armor Class or saving throws or
ather statistics).

6 Mothing happens, but the pearl remains

(2,000 to 8,000 gp value).

The light or music lasts for 1d4+1 rounds, and
then the pearl disappears. If either end pearl is
removed while others remain on the string, all the
pearls remaining fall off and roll around on the
floor or ground for 1d6 rounds, immediately
becoming nonmagical. The user and all others
within 30 feet must stand where they are; if they
attempt to walk they fall down and are unable to
rise or even crawl. A victim standing still may
cast spells, use 1tems, and the like, but a fallen
victim cannot. Magical flight or other means of
cscape may enable the victims to avoid the effect,

but there is no saving throw. If the end pearls are
left alone until all the others have been used, they
have normal effects determined randomly as
above,

of Shackles
XP Value: 1,000 GP Value: 5,000
The Book of Marvelous Magic

This short piece of string may be ticd about a
creature’s wrists and commanded to hold. How-
ever, the string does not work unless the victim is
held, paralyzed, asleep, or gives its consent
{which may be accomplished with a charm).
Creatures entrapped by the siring of shackles can-
not break the string by force. The string frees the
vietim if the command word to release it is spo-
ken within 10 feet,

of Tangle
XP Value: 400 G Value: 2,000
The Book of Marvelous Mapic

This item looks like any other ball of string, but
anyone unraveling it is immediately confused
and may not speak, attack, cast spells, or per-
form any other action voluntarily. The victim
may be led about at hall normal movement rate.
If the tangle of string 15 taken from the victim,
paralysis strikes both the creature removing the
tangle and the original victim and lasts until the
tangle is replaced. If a remove curse is applied
by a caster of 15th or higher level while the vie-
tim holds the tangle, the string and the confu-
sion both vanish.

of Warding
XP Value: 1,000 GP Value: 5,000
The Book of Marvelows Magie

On command, this small piece of string may be
stretched as long as 50 feet, If tied to two
upright objects (such as trees), it prevents cer-
tain objects and creatures from passing between
it and the ground; a maximum of 1,000 square
feet of space can be affected (20 feet high, 50
feet wide). The string of warding cannot block
spells but prevents the passage of all nonliving
items (including missiles) and all creatures of 3
Hit Dice or less. Other creatures may make a
saving throw vs. spell to break through the
effect (but not the string). I the string is ticd
and looped in an allempt to ward a space more
than onee, it has no effect and can be easily bro-
ken, which destroys the magic permanently. It
can, however, be tied o as to enclose a horizon-
tal area (for example, around an outdoor
encampment). If any creature is between the
string and the ground when it is tied in place,
the string wards against items only.

5350
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Siringed nstruments, Fochlucan Bandore
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Stringed Instruments
Siringed instruments are musical devices that have
strings which must be plucked or stroked to pro-
duce sound. See the other two musical instrument
categories, Percussion Instruments and Wind
Instruments, for more magical possibilitics:

Roll  Instrument Type
01-02  Aeolian Harp
13-04  Apur al-Tarab
05 Bagpipes (see Wind Instrument)

%7-88 Tallharpa

] Thearho
S0-91  Tromba Marina
92-93  *Ud (*Oud)
94-95 Viol

96 Violin
97-98  Virginal
90-00  Zither

Fochlucan Bandore
XP Value: 1,000 GP Value: 7,500
DunGEoN MasTEr Guide

06-07  Balalaika I this small, three-stringed instrument is played by
08-0%  Bandora a lst-level bard (probationer) or a nonbard, it has a
10-11 Biwa 30% chance per round of playing to cast a faerie

12 Buzuk Sire spell, but there is a 10% chance that the musi-
13-14  Chitarrone cian will be limned by the glow of the spell, rther
15-16  Cimbal than the desired target. A bard of Fochlucan or of a
17-18  Cimbalom higher college casts the faerie fire spell at base

19 Citole 50%% per level of bard experience above 1st, reduc-
20-21 Cittern ing the reverse effect by 1% per level ahove 1st,
22-23  Clarsach Furthermare, the Fachiucan bandore also has four
24-25  Clavecin mng properties when properly played.

26 Clavicembalo Add 10% to the bard’s charm percentage. If
27-28 Crwth the bard’s charming ability exceeds 100%
2030 Double-necked Lute with the instrument bonus, the crealure saving
31-32  Dulcimer against the magic does so at -1 for every 5%

33 Gunun above 100%, rounding the charm bonus to the
34-35  Guitar nearest Sth digit.

3637  Handharp = Emangle once a day.
38-3%  Harp = Shillelagh once a day.

40 Harpsichord = Speak with animals once a day.

41-42  Hurdy Gurdy Ifa 1st-level bard attempts these powers, there
43-44  Jawzah is & 30% chance that they will work, bul a 70%
4546 Kit chance that the player will tuke 2d4 points of

47 Koto damage.

4549  Lira da Braccio Any character able to play this instrument can
50-51  Lira da Gamba sing and do one of the following for as many
5253  Lirica Fiddle turns as the character’s has levels, divided by two

54 Lute {round fractions up), once each day. Each ability
55-56 Lyra of the instrument takes an initiative modifier of 5
37-58  Lyre o aclivate.

5060  Mandoline (Mandolin) = Proteciion from evil 10" radius.

61 Mandora + Become invisible, although the strumming
62-63  Organistrum and singing can still be heard distantly, the
fd—-65  Pandora (Bass Cittern) exact location is impossible to discover unless
66-67  Psaltery detect invisible is possible.

(it (Janun +  Levitation,

69-70  Rababah = Fly.
71=72 Rehec
73-74  Rota Biwa of Calming

75 Santouri XP Value: 1,000 GP Value: 2,000
T6-77  Santur Ornental Adventures
T8-79  Shamisen The biwa is a stringed instrument similar (o a
80-81  Shori-Necked Fiddle lute. This biwa, like all magical instruments, is of

82 Sitar exceptionally fine and tasteful construction.
B384 Spiked Fiddle When played by a person proficient in its use, the
R5-86  Spinet clear and dulcet tones of the instrument produce

L
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- Stringed Instruments, Dugal’s Musical Instrument

an air of dignified calm. This has the effect of a
pacify spell to all listening within a 30-foot
radius. The effect lasts only so long as the instru-
ment is played. Furthermore, the musician must
roll against his or her proficiency cach round of
playing. If the die roll is 1, the music is excep-
tionally poor and unharmonious, and the calming
effect is immediately broken for the remainder of
the encounter. The instrument cannot be used
effectively again so long as there are hostile crea-
tures present who previously heard the musician’s
musical butchery.

of Charming
XP Value: 1,000 GP Value: 7,000
Oriental Adventures
This instrument appears identical 1o other magi-
cal biwa, When played by a person proficient in
the instrument, a proficiency roll is made. I suc-
cessful, the character can cast one suggestion
spell that round. If the saving throw fails (but is
greater than 1), the music has no cffect. 1fa 1 is
rolled, the musician’s playing 15 so poor that the
instrument acts as a bivwa of dizscord,

of Discord

GP Value: 8,000
Oriental Adventures
ldentical to other magical biwa, this instrument
emits painful and discordant tones when played,
enraging all within 30 feet. Those enraged attack
the musician 50% of the time and the nearest tar-
get the other 50%. This frenzy lasts for 1d4+]
rounds. The player of this instrument is not
affected by the frenzy. The properties of the
instrument cannot be detected until it is actually
played in earnest—mning and idly strumming the
strings only create lucid, clear tones.

XP Value: —

MacFuirmidh Cittern
XP Value: 2,500 GP Value: 17,000
Dunaros MasTer Guide

This instrument, similar to a lute, is 50% likely to
deliver 3d4 points of damage 1o any nonbard or bard
under Sth-level who picks it up and attempts lo play
il. A Sth- or higher level bard who uses the cittern
has a 15% better chance of charming and can sing
the following songs once per day. If the bard’s
charming ability exceeds 100% with the instrument
bonus, the creature saving against the magic does so
at—1 for every 5% above 100%, rounding the charm
bonus to the nearest multiplier of 5.
= Barkskin once a day,
= Cure light wounds once a day.
*  Obscuremenr once a day,

Lower level bards cannot use the cittern in the
above fashion even if they do not harm them-
selves (whether they take damage or not).

Any character able to play this imsirument can
sing and do one of the following for as many
turns as the character has levels, divided by two
{round fractions up), once each day. Each ability
of the instrument takes an initiative modifier of §
10 activate.

Prevtection from evil N radius.,

Become invisible, although the strumming
and singing can still be heard distantly, the
exact location is impossible to discover unless
detect invisible is possible,

o Leviration.
= Fly.
Dugal’s Musical Instrument

XP Value GFP Value
Alter Self: 600 3,000
Blur: 600 3,000
Change Self: 500 2,500
Comprehend Languages: 500 2,500
Continual Light: 600 30040
Detect Invisibility: 600 3,000
Detect Magie: 500 2,500
Dispel Magic: 700 3,500
Gust of Wind: 700 3,500
Knock: 600 3,000
Tongues: 700 3,500
Whispering Wind: 600 3,000

POLYHEDRON Newszine 56
Myriad tiny runes arc etehed into the wood of
these inslrumenis. Most customers see the runes
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-, Stringed Instruments, Anstruth Harp g

only as decorative additions already finely
crafted instruments, However, wizards who
examine them immediately notice a similarity
between these runes and ones found on magical
serolls.

The runes are part of a unique process Lo
enchant musical instruments without using high
level spells. Each special instrument is endowed
with one magical spell of first through third level
that can be cast up to three times a day by playing
a melody to which the instrument’s runes are
attuned.

The enchantments require only verbal and
sematic components. The runes on the instrument
are an inseribed version of a particular spell, and
the melody 15 a repetitive musical rendition of the
verbal component. When the melody is played,
which takes a full turn, the instrument resonates
and activates the runes, thus serving as the
somatic component and in effect casting the
spell,

Dugal’s enchantments are limited to those
spells in his spell book. Of these, he uses only
defensive or benign spells. A devout individualist
and recent pacifist, he never uses a spell such as
charm that infringes on the freedom of another,
or a spell such as magic missile that would harm
another.

The spell on an enchanted instrument can he
invoked by any musician wheo plays the appropri-
ate melody. Dugal teaches the melody to the
buyer at the time of purchase. He also explains to
customers that, except for casting lime, the capa-
hilities of a spell cast using one of these instru-
ments are exactly as if Dugal cast it himself,
Thus, all spells are cast at 5th level,

Anstruth Harp
XP Value: 4,000 GP Value: 16,000
DunaEon Master Guide, 15t Edition

This powerful instrument is 90% likely 1o cause
§d4 points of damage to any nonbards or bards of
less than 17th level who attempt to strum il. In
the hands of a 1 7th-level bard (and above), the
harp adds 35% to charming abilities and can be
played so as to cast the following spells, one
each, every day: If the bard's charming ability
exceeds 100% with the instrument bonus, the
creature saving against the magic does o at =1
for every 5% above 100%, rounding the charm
bonus to the nearest multiplier of 5.

»  Cure critical wounds once a day,

»  Create a wall of thorns once a day.

*  Weather summeaning once a day.

Any character able to play this instrument can
sing and do one of the following for as many
turns as the character has levels, divided by two
(round fractions up), once each day. Each ability

of the instrument takes an initiative modifier of 5

to activate.

s Pratecrion from evil 10 radius.

«  Become fnvizible, although the strumming
and singing can still be heard distantly, the
exact location is impossible 1o discover unless
detection of invisibility is possible.

= Levitalion,

- Fly.

Azler’s
XP Value: 3,000 GP Value: 12,000
Dracon Magazine 115

When struck, the tones of this harp soothe rages
of all sorts, and drives away fear, hopelessness,
and despair of natural or magical origins within
one round of being heard. The harp’s maximum
range about 8 feet, more if played in a cavern, a
breeze (downwind only), or a quiet place. While
it is played, all charms and mental controls of
any sort are blocked {not removed or ended, but
held in abeyance) in all creatures hearing the
harp's tones—and no new charms or suggestions
can be successfully laid on those listening to the
harp, even by a bard using the harp for such a
purpose. The strings of the harp glow with blue-
light (as in the wizard’s canmrip) while they are
being played.

Bragi’s
XP Value: 4,000 GP Value: 12,000
Legends & Lore
Bragi's avatar carries a harp that modifies all
creatures’ saving throws by +4, while it is being

played.

Bragi’s Harp of Calm
XP Value: 4,000 GP Value: 12,000
Demies & Desioons™ Cyelopedia
Any mortal hearing Bragi s Harp of Calm ceases
fighting or quarreling for seven days (unless
attacked in that time). This harp has all the pow-
ers of all magical bard instruments plus the abil-
iy to stop any creature from any violent intent for
4 shorl period of time, and the ability to wncharm

anything.

Broken
XP Value: — GP Value: 4,000
The Book of Marvelous Magic
This harp appears to be a harp of charming but
instead it makes the user feel very sad. Morale
drops to 3, if applicable; otherwise, a —4 penalty
applies to all artack and damage rolls. There is no
limit on the number of times this effect may he
produced; cach effect lasts for one hour,
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of Charming

XP Value: 5,000 GP Value: 20,000
The Rook of Marvelous Mugie
The music produced by this harp can be heard
within a 60-foot range but does not affect the
user. Each victim hearing the music must make
a saving throw vs., spell or be charmed (az a
standard charm person or charm monster
effect). In addition, thozse within 30 feet of the
harp are unable to attack {or even think of
altacking) the user; this effect lasts as long as
the harp is played (no saving throw, and regard-
less of the results of the charm effect). The user
may speak to the charmed victims while contin-
uing to play. The harp may be played magically
once a day for up Lo one turn per use, once the
user stops playing, the magical music cannot be
resumed.

of Charming IT
XP Value: 5,000 GP Value: 20,000
DumicEon Master Guide, 1t Edition

This instrument is identical to all other magical
harps. When played by a person proficient in the
instrument, the player is able to cast one sugges-
tion spell cach turn of playing, Optionally, the
DM can require a successful proficiency check
be made to cast suggestion. On a die roll of 20,
the harpist has played so poorly as to enrage all
those who hear.

Once per turn a bard is able to cause the harp
1o casl a command spell as a caster equal 1o the
bard’s level.

of Charming IT1
XP Value: 1,000 GP Value: 4,000
CarDMAsTER" Adventure Design Deck
The harp can hold a monster in a charmed state,
so that the user can escape (save applicable). Can
be used once a day.

Damh’s
XP Value: 2,000 GP Value: 11,000
. Muanster Mythology
This harp can create an Otto 5 irresistible dance
inup to 1d4 creatures, three times a day. The
avatar must spend one full round playing the
instrument W0 generule the effect.

Defender’s
AP Value: 5,000 GP Value: 20,000
PorLyHEDRON Mewszine 52
Although a powerful magical item, this
medium-size harp betrays only faint magical
radiation when a defect magic spell is cast,
When the highest-pitched chord is plucked, all
nonmagical weapons, shiclds, and glass objects
within 100 fcet of the musician must make a

saving throw vs. crushing blow or immediately
shatter. This power can be used once an hour.
Bards who play a defenders harp can call upon
the instrument's secondary power. This allows
bards to double their ability to alter NPC reac-
tion rolls.

of Discord
GP Value: 1,500
Elves of Evermeet
Unfortunately for bards, their greater musical tal-
enls cause the effects of this instrument o last for
2d4+2 rounds after the music stops. Jesters (a
bard kit) cause the effect to last for 244 wrns.

Dove’s

XP Value: —

XP Value: 600 GP Value: 2,500

Deation Magazine 115
The playing of this harp causes a gentle sooth-
ing in the minds of all within 20 feet who hear
it. The soothing quells insanity while it is being
played, and instantly {and permanently) calms
listeners, dispelling fear, despair, discord, rage,
and hopelessness of any sort, and lightening
black moods or grief for a time. The music of
Dove s harp can also cure light wounds once for
any listener within 20 feet who hears the harp’s
song for at least two (ull rounds in succession,
such curing being effective in that creature only
once every nine days. The harp cannot other-
wise combat the effects of poison. While the
music of Dove § harp 15 healing a creature as
described above, both it and the harpist (not the
assisted person, unless the harpist is practicing
self~healing) radiate a faint white faerie fire or
nimbus.

Esheen’s
XP Value: 5,000 GP Value: 25,000
Deacon Magazing 115
The tones of this harp cause all glass and metal
within 30 feet to ring and rcsonate, “singing
along with” the playing of the harp; this is an
eerie and attention-gathering effect. When the
harpist plucks the lowest string on the harp, all
glass and crystalline objects up to 30 feet dis-
tant that face the harpist must save vs, crushing
blow or shatter instantly. A single metallic
abject within this range may be affected as well.
Magical armor, bracers, weapons, and other
magical ilems (note that a metal or glass vial
containing a magical oil, ointment, or potion is
not itself magical) gain a bonus on their saving
throws of +1 or whatever their magical “plus”
may be to avoid being affected by the harp. The
harp can shatter items that have saved success-
fully against its effects on earlier rounds, bul

the harpist cannot choose to affect some items
4378
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in the harp’s path of effect and not to affect
others, save for choosing the metallic item to he
destroyed. The harp can be used in this fashion
once per round.

of Fingerbreaking
XP Value: — GP Value: 1,000
The Book of Marvelous Magic

This harp is like a harp af throbhing but has a
20% chance per use of emtangling the users fin-
gers. [f s0. the victim takes damage equal to Yof
current hit points, which may be restored in the
usual ways, but the hands become useless and
remain $o until a regencerate spell or effect is
applied. The victim’s Dexterity score also drops
by 6 points (o a minimum of 3).

Fochlucan
XP Value: 6,000 GP Yalue: 36,000
Stratear Review Magazing 6

This harp adds 10% to a bard’s chance of
charming a creature. In addition to this it has
three songs, The first and most powerful of
these is a song of profection from evil that is
equivalent to the 3rd-level spell. The second
song is one of defense that casts a shield around
the bard and is like the 1st-level spell shield.
The last song casts a circle af light around
whatever the bard desires (the party, an ohject,
anything) and is equivalent 1o the 2nd-level
wizard spell continwal light. The songs of this
harp are playable only once a day.

of Gaold
X Valoe: 3,000 G Value: 24,000
The Book of Marvelous Magic

This large harp weighs 400 pounds. When
played for one hour and commanded all the
while, it turns all silver, electrum, and platinum
within 30 feet into gold. The farp of gold can-
nol affect magical items ol any sort but changes
all nonmagical coins, weapons, and other
forms of these metals to a maximum of 2,000
pounds per use, Most weapons are made of iron
or steel and a solid silver weapon changed to
gold is nearly unusable; a gold weapon, unlike
a silver one, cannot harm a lycanthrope, The
harp can be played magically once a week. [T
the user is interrupled or silenced during the
hour of playing, the harp has noeffect. If magi-
cally reduced or enlarged, it becomes forever
nonmagical.

Handharp
XP Value: 2,000 GP Value: 16,000
Halls of the High King
This rarity is a favored item of traveling Harpers,
who are believed to have created it in ancient

times. A handharp 15 a crescent-shaped, wooden
instrument ahout the size of a man’s hand and
strung with magical, metal strings.

Its powers can be employed by anyone able to
play a tune. When it is playved, four small blue
globes of light (equal in effects to the 1st-level
wizard spell dancing lighis) come into being
around the harp. The globes may be mentally
directed by the harp player, as a wizard directs
dancing fights, without full eoncentration.

Undead suffer damage and attack roll penal-
ties of -2 within 10 feet of a playing handharp.
Saving throws against all life-force draining,
paralyzing, and related natural spells and magi-
cal abilities (such as a chill touch spell) are
made at +2. Creatures within 10 feet of a play-
ing handharp cannot be charmed, and charmed
creatures who venture within 10 feet of a play-
ing handharp will be dazed (treat as the effects
of a power word stun) as long as they remain in
the handharp 5 area of effect. All of these pow-
ers can be used as often as desired and do not
drain the item,

A handharp has one additional power, which
can be used only once a day, though all of the
handharp ¥ magic is exhausted for one turn after
this use. By plucking a certain string and singing
a particular note simultancously, the bearer can
will the handharp to dimension door up to 90 feel
away. This power will take along all carried and
worn itemns, but not another living creature.

Such travel is instant, but subject to the same
dangers that the spell has: if the intended destina-
tion is improperly described or not concentrated
upon, midair appearances and falling damage are
possible. Mote that a handharp bearer can men-
tally state (aloud to the DM) any visible destina-
tion without giving its coordinates in distance and
direction and sull arrive safely.

In the hands of a bard, a handharp s area of
effect doubles to 20 feet distant, and it can be
made o dimension door the bard up to 180 feel
away.

of Healing
XP Value: 4,000 GP Value: 20,000
The Complete Bard's Handbook

When this magical harp is played within 10 feetl
of wounded creatures, it heals each ereature by |
point per hour of playing. However, once the
music stops or a new player takes over, further
playing is useless unless new wounds are
received, After eight hours of continuous playing,
a bard must begin to make successful Constitu-
tion rolls once an hour or misplay the harp, I the
harp is misplayed, healing ends,

5353
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Stringed Instruments, Jhipntra's Harp

Jhantra’s
XP Value: 5,000 GP Value: 25,000
Dracos Magazine 115

The playing of this harp causes the harpist and
any other creatures touching the harpist, up toa
limit of four creatures, to he concealed. This
oceurs afler the playing of the harp continues for
one round. Those hidden are invisible even to
animals and infravision, and cannot be scented
or tracked. They can also pass without trace (as
the 1st-level druid spell), move, and speak while
cloaked in silence, even though their speech and
movements are clearly audible to one another,
The protection lasts for as long as the harp is
played (its own music can be clearly heard, but it
always sounds far off and as though coming
from all dircctions). Any creature losing even
momentary contact with the harpist instantly
becomes audible and visible, and cannot regain
this protection even if touching the harpist or
other protected creatures again until the harp
has been stilled. When it is stilled, and playing
begins anew, a full round of playing must always
oceur befere the harp’s concealment is renewed.
Spellcasting is possible when under the harp’s
concealment, but al the instant of the spell’s tak-
ing effect, the caster appears even if contact
with the harpist has not been lost, A creature
cannot play the harp and cast spells or cantrips
of any sort simultaneously, nor activate and con-
trol magical items.

MacFuirmidh
XP Value: 6,000 GP Value: 30,000
StraTEGH: REviEw Magazine &

This harp adds 20% to a bard's chances of charm-
ing a creature and also possesses the three songs
of the Fochlucan harp. In addition, the harp has
two more songs. The first of these turns the bard
invigihle until he or she stops playing. In this state
the player may still be located by the sound of the
harp, though the sound appears to come from
nowhere; this makes the bard very hard to hit and
baffles creamires of low or lower Intelligence. The
second song enables a bard to strengthen fighters
like the 2nd-level sirength spell except that it
lasts as long as the bard has strength to keep play-
ing, the spell is broken when the bard stops or 18
stopped by interruption. The MacFuirmidh harp
is playable once a day.

Marks
XP Value: 3,000 GP Value: 24,000
The Bock of Marvelous Magic
This itemn has three command words: “shrink,”
“enlarge,” and “scribe.” It can be reduced to
pocket-size or enlarged to a normal, 6-foat-tall
harp as often as desired. When its player com-

mands it to scribe, the harp creates a glowing
magical symbol of any type (but with no special
powers) on any item or surface within 30 feet,
The mark cannot be placed on any living or
undead creature or upon any carried item. It is
useful for marking doors, explored passages, and
trails.

Methild’s

XP Value: 4,000 GP Value: 20,000
Dracon Magazine 115
The music of thig harp parts all webs, opens all
locks, breaks all bonds, and unties all knots
within 10 feet (as per multiple uses of the krock
spell). Magical locks and knots gain a saving
throw vs. breath weapon to avoid being affected,
anything thus saving against such a harp is for-
ever immune Lo the effects of that particular
Methild 5 harp. All webs, bonds, locks, and knots
affected by the harp are outlined with an orange
faerie fire from the moment of their being
affected (within one round of being within effec-
tive range of the harp’s playing) for one turn,
Magical barriers such as protective symbols,
shields, walls of force, forcecages, and the like,
having no designed opening, are not affected by
the harp. A rope of constriction, rope of entangle-
ment, or rug of smothering within 10 feet of the
harp when it is played ceases to function for 1d4
rounds and releases any creature it has
entrapped—although a creature actually
entrapped by this could not play the harp to free
itself.

Murlyn’s Harp of Charming

XP Value: 4,500 GP Value: 25,000
1992 Fantasy Collector Card 27
When Blind Lemon Murlyn plays this magical
harp, it allows him to cast a suggestion spell on
the audience, Blind Lemon uses this magic when
he is trying Lo recruit individuals for one of his
Harper-sponsored missions. Blind Lemon's harp
has one slight difference from normal harps of
charming, however. There is a 1 in 20 chance that
a wild surge will result along with the suggestion.
8o far, Blind Lemon has experienced being tem-
porarily changed into a gnome and exuding a
siinking clowd.

Nithanalor’s
XP Value: 2,500 GP Value: 12,500
Draoon Magazing 115
The music of this harp affects only its player and
all things held or carried by the player (including
the harp itself), The player is instantly protected
for as long as the harp is played as though by a
stoneskin spell (as per the dth-level wizard spell);

the harp and all things worn or carried, no matter
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Stringed Instrumemts, Harp of Spirit Restoration

how fragile, are similarly protected, making them
almost immune to physical attack. In addition, a
moving ficld of protection exists about the harp
and the player’s arms, so that it is extremely diffi-
cult to physically prevent or restrain the harpist’s
playing. Note that magical attacks are unaffected,
and the harp’s protection is ended by a stlence 15
sadins or a fold person cast upon the harpist. No
other creatures or items can be protected by the
harp’s music, even il louching the harpist.

Ollamh
XP Value: 3,000 GFP Value: 18,000
Dunceon Master Guide

Ifan Qilamh harp is played by any nenbard or

bard under 20th level it inflicts 10d4 points of

damage upon that individual. When played by a

bard of 20th or higher level, it adds 40% to his or

her charming abilitics and can cast one each of
the following spells daily: If the bard's charming
ability exceeds 100% with the instrument bonus,
the creature saving against the magic does so at

-1 for every 5% above 100%, rounding the charm

bonus to the nearest multiplier of 3,

o Confusion once a day.

« Control weather once a day,

« Fire storm once a day.

Any character able 1o play this instrument can
sing and do one of the following for as many
turns as the character has levels, divided by two
iround fractions up), once each day. Each ability
of the instrument takes an initiative modifier of 5
1 activate.

v Protection from evil 10" radius.

« Become invisible: although the strumming
and singing can still be heard distantly, the
exact location is impossible to discover unless
detection of invisibiliry 15 possible.

v Levitarian,

[ ‘fr':ﬂl_

Questing

XP Value: 2,000 GP Value: 10,000

The Book of Marvelous Magic
This harp looks exactly like a harp of charming
but, when played, places a quest upon the user (as
the Sth-level priests’ spell; the task must be cre-
aled and assigned by the DM), The victim may
make a saving throw vs, spell 1o avoid the harp
quest, but with a ~4 penalty to the roll.

Rhingalade’s
XP Value: 2,000 G Value: 12,000
Dracon Magazing 115
The tones of this harp cause the harpist to blink
{as the 3rd-level wizard spell) for as long as
desired while the harp is played. In addition, 14
mirror images of the harpist are instantly created,

and these bfink in the same manner as the harpist
at slightly different times, so that the harpist (or
rather, at least one image of the harpist) is always
in view. Such images vanish forever when struck
by a weapon (using the harpist's own Armor
Class), but they otherwise remain in existence
uniil the harp is stilled. The harpist cannot cast
other spells or make attacks during this time, for
when the harping ends, so do the effects, and they
cannot be recreated until the harp rests, unplayed
for at least three rounds.

of Spirit Restoration

XP Value: 2,000 GP Value: 10,000
Crown of Ancient Glory
This rosewood instrument, decorated in gold and
inlaid with silver, appears to be an attractive, nor-
mal harp. In fact, it is a magical item that can
restore hit points to characters of any chaotic
alignment. Any chaotically aligned adventurer
who sees and hears the harp will recover lost
vitality (as if enjoying a cure critical wounds
spell).

Neutral characters who hear the harp feel
dispirited, and lose 4 morale points for a peried of
1d10+11 rounds.

Lawful characters who hear the harp suflera
hit point loss equal o a cause critical wounds
spell. Furthermore, they become insane unless
they save vs. spell. The insamity lasts 1d4 days

and the individual is unahle to function in a rea-
5393
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somable manner, A remove curse spell negates the
effiects of the insanity.

The harp only functions onece a day. Al other
times its strings produce no sound at all.

Storm’s Harp of Methild

XP Value: 4,000 GIP Value: 20,000
19592 Fantosy Collector Card 301
Storm possesses a rare magical harp, recovered
from Myth Drannor, known as Methild s harp.
Whenever Storm plays this magical harp, all
locks are opened, all knots are undone, all bonds
are broken, and all weh spells are parted within
10 feet, All of the above forms of restraini
affected by the harp are outlined in an orange
form of faerie fire for one turn, Magical barriers
{such as a wall of force) are not affected by the
harp.

of Throbbing

XP Value: 1,500 G Value: 7,500
The Book of Marvelows Magic
The music produced by this harp affects all liv-
ing creatures within 60 feet. None of those
affected can die of wounds or poison while the
harp is played; they cannot be reduced to below
0 hit points. Creatures reduced o O hit points
will full, appearing W be dead, but are kept in a
semiliving state by the musice, their hearts
throbhing in time with the harp. If magical cur-
ing is applied while victims are in this state, the
curing works normally, and the victim awakens,
Ifan otherwise deadly poison is neutralized, the
vielim awakens with 1 hit point remaining. The
harp does not, however, alfeet dissolving or
digesting damage, or other forms of disintegra-
tion. The harp of throbbing can be magically
played once a day for up to one turn per use; if
s music 15 magically sifenced or neurralized, it
has no effect.

Valarde's

XP Value: 1,000 GP Value: 6,000
Dracox Magazine 113
The player emploving Falarde s harp can, at will,
cause either of two effeciz to oceur, each taking
effiect at the end of one complere round of play: a
st of wingd moving outward from the wide end
of the body of the harp, or a wind walfl 20 feet
square, lasting for three rounds, although the
harper can end it sooner i desired. Tiny points of
radiance (Mcker, dance, and wink out on the
stnngs of Mefarde & harp, and about the brow or
head of the being playing it, while its strings are
in maofion,

Zunzalor’s

XP Value: 4,000 GP Value: 25,000
Dracon Magazine 1135
The tones of this instrument create a globe of
pearly-white continual light centered on the harp
and extending to a 30-foot radius. The radiance
lasts as long as the harp’s strings sound, and
within this radiance the following effects are pre-
sent: dispel ilfusion (as the dth-level wizard
spell), dispel invisibility (all sorts except psionic),
and reveal glyph or symbol. This latter power
reveals all magieal or illusionary rrnes, marks, or
inscriptions, including wizard mark, ilfusionary
seripr, and unreadable magic. 1t also uncovers
protected writings, glphs of warding, symbals,
and the like, revealing them in outling in a lumi-
nous blue so they can be precisely located or even
tentatively identified or drawn for later study, The
harp'’s music does not trigger such magic, nor
visil their effectls upon persons studying them.
The harp does not prevent the normal operation
of such magical things—they may be triggered by
being touched or in some other prescribed man-
ner, Shadows, tweens, and other hard-to see crea-
tures are made clearly visible, outlined in blue
radiance, if they pass within the harp’s globe of
radignee. A wizard emploving due dimension
appears as a thin vertical ling of blue radiance in
midair while within the sphere of elfect of Zunza-
fork harp.

Lyron’s Harpsichord of
Commanding

GP Value: 10,000
1992 Fantasy Collector Card 190
This strange magical item actually holds the life-
force of Baron Lyron Evensong and is the focal
point of his curse. Whenever the harpsichord 1s
plaved, those listening to it must make a success-
ful saving throw vs. spell or be unable to resist
following commands issued by the baron. If the
harpsichord is destroved, the baron is destroyed
and his curse is lifted.

XP Value:

Cool Hand Lute
X P Value: 1,000 GF Value: 6,500
PalyHERRON Newszine 23
This common musical instrument causes the
bearer to become resistant to fire (in a manner
identical o a ring of fire resistance). However, it
has the side effect of causing the user’s hands to
become cold, for a -1 penalty w all attack rolls.
When the cool hand lute 15 played lor the Tiest
time, the user's eves turn a beautiful blue color,
and the user must make a saving throw vs. spell
or develop an affinity for bovines.

E
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Doss
XP Value: 2,200 GP Value: 11,000
Dunceon Masten Guide

This instrument is 60% likely 1o deliver 4d4 points

of damage to any nonbard or bard under 3th level

whao picks it up and attempts te play it. An 8th-

level or higher bard who plays the lute has a 20%

better chance of charming and can sing the follow-

ing magical songs once per day. If the bard’s
charming ability exceeds 100% with the instru-
ment bonus, the creature saving against the magic
does so at —1 for every 5% above 100%, rounding

the charm bonus to the nearest multiplier of 5.

v Hold animal once a day.

s Neurralize poison once a day.

= Protection from fire 10" radius onee a day.
Any character able to play this instrumcnt can

sing so as 1o do one of the following for as many

turns as the character's level divided by two

(round fractions up), once each day. Each ability

of the instrument takes an initiative modifier of 5

10 activate.

s Protection from evil 10 radius,

« Become invisible, although the strumming
and singing can still be heard distantly, the
exact location is impossible to discover unless
detect invisible is possible,

»  Levitation,

+ Fly.

of Loot
XP Value: 2,000 GP Value: 16,000
The Book of Marvelous Magic

Though this lute plays on command, it has no
apparent effect. However, all magical items
within 10 feet become cursed; any NPC thief see-
ing such a lute will, upon returning to his or her
guild, report its existence and last known loca-
tion, along with all known details about the items
and characters nearby, The guild will try to obtain
the lute and other items, usually by burglary,
sending the most skilled thieves available. The
lute of loot plays as often as desired but can cre-
ate its magical effect only once per day. A remove
curse removes the “loot aura™ from one item.

Singalong
XP Value: 1,000 GP Value: 5,000
The Book of Marvelous Magic
When this lute is held and commanded to play, it
produces enchanting music. Each creature within
60 feet who hears the song must make a saving
throw vs. spell with a —4 penalty to the roll. It it
fails, the victim stops, listens, and tries to sing
along with the tune. If the saving throw is suc-
cessful, the music has no effect. The user of the
lute is immune to its enchantment. Those affected
are merely distracted, suffering no penalty to sur-

prise rolls and quite able to ignore the song if
attacked. The singalong lute plays as often as
desired but can produce its enchanting music
only once a day.

Skywalker

XP Value: 3,000 GP Value: 24,000
PoLyHEDROM Mewszine 23

If this normal musical instrument is held in hand
and commanded to play, the user can fly (as the
wizard spell) with up to 300 pounds encum-
brance. The skywalker lute can fly up to three
times a day, for up to one hour per use. However,
the user also develops a desire for action, travel-
ing far in search of opportunities to fight for
deserving causes (especially for those who can-
not afford normal mercenaries).

Woodwalking
XP Value: 1,000 GP Value: 6,000
The Book of Marvelous Magic

This lute enablex the user to pass through wood-
lands in relative safety, as long as no hostile
actions are needlessly imitiated. When held and
commanded to play, the lute produces a soothing
song that can be heard as much as 120 feet away.
It plays magically only in woodlands. The user
will not be attacked by any Intelligent woodland
creature (centaur, dryad, elf, halfling, pixie,
sprite, or treant) as long as the song lasts. But if
the user attacks any such creatures, the lute shat-
ters and the creatures become enraged, gaining a
+2 bonus to all attack, damage, and saving
throw rolls for one turn. The user may fight nor-
mally if attacked by some other monster and the
lute plays all the while; the lute then bestows a
+2 honus to all the user’s attack, damage, and
saving throw rolls. If any normal or giant-size
animal, tree, or other lawful or newtral woodland
creature is harmed by the user, the lute will
thereafter refuse to play until it falls into the
hands of & more deserving owner. When prop-
erly used, the lute of woodwalking plays for up
to 12 hours per day.

Building Liar
XP Value: 500 GP Value: 2,500
Dracon Magarine 156

This small harp is fashioned entirely from solid
brass. It radiates a dweomer, but it can be
strummed until the player's fingers turn to ham-
burger and it will never lay a single brick-on-
brick. However, it incessantly brags about the
edifices it constructed in the hands of other, more
competent musicians, (“Yeah, I'm the guy who
put up the Empire Sta—the Emperor's Stables,
yeah, that's the ticket.”)
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Building Lyre
XP Value: 5,000 G Value: 30,000
Dunceos MasTer Guide, 15t Edition

The enchantments placed upon this instrument
make it indistinguishable from a normal one.
Even if its magic is detected, it cannot be told
from an ordinary instrument until it is played. IT
the proper chords are struck, a single use of the
lyre negates the effects of a horn of blasting, a
disintegrate spell, or the effects of up to three
rounds of attack from a ram or similar siege item.
The lyre can be used in this way once a day.

The lyre is also useful with respect to actual
building. Once a week its strings can be strummed
50 as to produce chords that magically construet
buildings, mines, tunnels, ditches, or whatever.
The effect produced in but three turns of playing
is equal to the work of 100 men laboring for three
days.

A check must be made whenever the lyre is
played. Under normal circumstances, a false
chord is sounded on a roll of 1-3 on 1420, (Char-
acters with the musical instrument proficiency
play a false chord only on a roll of 1.) If the
player of the lyre is under physical or mental
attack, the chance of a false chord increases to
1=10. (Proficient characters resolve a proficiency
check by the standard rules under these circum-
stances.) If a false chord is struck, all effects of
the lyre are 20% likely to be negated.

This harp can be used to build or repair ships.

A bard can negate the effects of a horn of blast-
ing, a disintegrate spell, or the effect of up to
three rounds of attack from a ram or similar siege
item. This works once a day for every three levels
of the bard. When the lyre is used to perform
work, a bard is able to achieve the work of 100
men plus 10 men per level. If a bard should hap-
pen to fail the false chord check, a saving throw
vs. paralyzation is also allowed. Suceess indicates
that the bard recovered from the mistake without
mishap.

Canaith
XP Value: 3,000 GP Value: 22,000
STRATEGIC REVIEW Magazing &

This lyre adds 40% to a bard’s chance of charm-
ing creatures and has all the abilities of a Doss
Lyre. In addition, it has two special songs. The
first song is like the 4th-level confusion spell. The
second is like the dth-level fear spell. In addition
to this, the lyre has a healing song that, when
played, can heal the listeners from 2d6 points of
damage. All songs are playable but once a day.

Cli
XP Value: 6,000 GFP Value: 32,000
Dumceos MasTER Guide
A Cli fyre is 80% likely to cause 6d4 points of
damage to any nonbard or bard of less than the
14th level of experience who plays it. A 14th- or
higher level bard adds 30% to charming ability
and can cast the following spells by singing and
playing on the lyre, once each per day. If the
bard's charming ability exceeds 100% with the
instrument bonus, the creature’s save vs_ spell is
at -1 for every 5% above 100%, rounding the

charm bonus to the nearest multiplier of 5.

= Conirel winds once a day.

= Transmute rock to mud once a day.

*  Create a wall of fire once a day.

Any character able to play this instrument can
sing 5o as to do one of the following for as many
turns as the character has levels, divided by two
{round fractions up), once each day. Each ability
of the instrument takes an initiative modifier of 5
to activate,

*  Protection from evil 10" radius.

* Become invisible, although the strumming
and singing can still be heard distantly, the
exact location is impossible to discover unless
detect invisible is possible.

«  Levitation.

= Fliy.

Dorus’s
XP Value: 5,000 G Value: 20,000
PoryHenaos Mewszine 87

Only a dozen of these finely crafted ebonwood
instruments are rumored to exist. Carved images
of forest creatures cover the instrument. Created
by the famed bard, Dorus of Griswold Barrens,
Dorus 5 lyre can be used by anyone with a non-
weapon proficiency in stringed instruments. The
lyre produces sweet tones and never needs muning.
It iz virtually indestructible, having an effective
Armor Class of —4, In the hands of a bard, the
strings glow a pale blue and the magic is realized.
A bard of any level may call upon its ability to
speak with animals or W cast animal friendship.
Both spells can be used three times a day.

Daoss
X" Value: 3,000 GP Value: 16,500
StraTEGIC REVIEW Magazine &
This lyre adds 30% to a bard’s chance of charm-
ing creatures and has all the abilities of the Mac-
Fuirmidh karp as well. In addition, the lyre has
two special songs. The first song enables the bard
to fly up to the limitations of the 3rd-level spell
fly with the exception that it lasts as long as the
bard is able to play. The faster or the higher a bard

tries to fly the quicker he or she becomes tired.
30
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Generally, a bard is only able to keep up maxi-
mum speed or very high altitudes for as many
turns bard levels; after this a roll of 1—=4 on a 1d6
indicates the bard has collapsed, unconscious
from the effort. The second song of the lyre is
equivalent ta dispel magic cast at the bard’s level.
These two songs are playable but once a day.

Fu Hsing's
XP Value: 9,000 GP Value: 45,000
Legends & Lore, 2nd Edition
With a strum of his magical lute, Fu Hsing's
avatar can cast any wizard spell of Ist through 4th
level,

Loguacious
XP Value: 2,000 GP Value: 21,000
PouyHEDRON Newszine 90
A dozen of these enchanted musical instruments
exist, and they are much sought after by bards.
The instruments are intelligent and have neutral
alignments.

A laguacions lyre provides a +3 to any bard's
musical instrument proficiency. A bard who does
not have the musical instrument proficiency,
gains the ability. However, the lyre bemoans the
fact that any bard could be so ignorant to not
know how to play such a melodious and perfect
instrument.

Once each day the lyre can sing accompani-
ment to the bard’s voice, providing harmony in
any key. It is telepathic with its owner, but also
can “speak” using its strings, so it can chat with
others. It speaks five languages, in addition to
EIf, Dwarf, and Commeon,

A loguacious lyre can cast charm person three
times a day by speaking or singing. It can cast
detect magic once a day, and once a week it can
identify items as a bard of 10th level.

Laguacious lyres are made of polished bone
carved with a delicate elf face near the top. They
are inlaid with many gems, and are strung with
copper, silver, and gold wires. They are usable
only by bards. Each lyre has an Intelligence of 16,
an Ego of 15, and a Personality Score of 31,

of the Spheres
XP Value; 2,200 GP Value: 11,000
War Captain's Companion
The lyre of the spheres is used near a crystal
sphere to locate or create a portal through which
a spelljamming ship can pass. Any bard can use
this item to create a portal. All other characters
can use the item only to locate the nearest exist-
ing portal. The item can be used but once a week.,

of Wounding
XP Value: — GP Value: 2,000
The Complete Bard's Handbook
This cursed item appears normal in every way
until it is first played. When the musician’s fin-
gers strike its strings, they sever the tips of the
player's fingers. Roll 1d6 for the number of fin-
gers that the musician loses:

Roll  Effect
-4 The number of lost fingers.
5 Musician loses all fingers and the
thumb.
L Musician escapes unscathed,

Each lost finger causes 1d2 points of damage,
but the musician should net be lowered below |
hit point due to lost fingers. Each lost finger
causcs the musician’s proficiency at playing
musical instruments to suffer a penalty of -2,
Other proficiencies and activities requiring man-
ual dexterity are likewise reduced, at the DM's
discretion. Lost digits can be regenerated magi-
cally. As with cursed swords, whenever the musi-
cian decides o play, the lyre leaps inte his or her
hands; magically altering the form of the instru-
ment does not abate the curse.

Canaith Mandolin
XP Value: 6,000 GP Value: 42,000
DuncGeon Master Guide
The mandolin is 70% likely to cause 5d4 points
of damage to any nonbard or bard of under 1 1th
level who attempts to utilize its power by playing
it. An | 1th- or higher-level bard is able to employ
the instrument to add 25% to his or her charming
ability and also can cast the following spells once
per day. If the bard's charming ability exceeds
100% with the instrument bonus, the creature
saving against the magic does so at -] for every
5% above 100%, rounding the charm bonus to the
nearest multiplier of 5.
»  Cure serious wounds once a day.
Dizpel magic once a day.
Protection from lightning 11" radius once a
day.
Any character able to play this instrument can sing
and do one of the following for as many turns as the
character has levels, divided by two (round fractions
up), once each day. Each ability of the instrument
lulu:s an initiative modifier of 5 to activate.
Protection from evil 10" radius.
Become invisible: although the strumming
and singing can still be heard distantly, the
exact location is impossible to discover unless
detect invisible is possible.
Levitation,
Fly.
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Cli
XP Value: 3,000 GP Value: 17,000
STraTEGI: REVIEW Magazine 6

This mandolin adds 50% to a bard’s chance of
charming creatures and has all the abilities of a
Canaith lvre. In addition 1o this it has the power
of relekinesis, contains one elemental, and can
heal better than the Canaith lyre, being able to
heal from 3d6 points of damage. (Mote that this is
the only healing it can perform—the abilitics of
the Canaith lyre are not cumulative in this man-
dolin.) This mandolin also has a song of fire
which can remave curse like the 4th-level spell.

Pick of Proficiency
Mew ltem
XP Value: 500 GP Value: 2,500
This enchanted pick grants a proficiency in
music and singing to all who pick it up and use iL.
However, these abilities last for only three hours
and the pick usually times the cessation of its
boon to strike in the middle of a performance.

of Propitiousness
XP Value: 1,500 GP Value: 7,500
POLYHEDRON Newszine T8
This magical implement functions only when a
skilled musician uscs it to play on a stringed
instrument. During the first round of playing, the
user must sing the exact name of a particular foe.
If the exact name is not known, the foe must be
precisely identified,

All characters within 50 feet of the user receive
a +2 bonus Lo all attack rolls against the stated
enemy, even if the foe 15 not within 50 feet of the
user. If the foe enters the area of effect, he or she
suffers a —1 penalty on all anack rolls.

The pick of propitiousness can be used once a
week for up to one hour, The user must concen-
trate on playing and must remain motionless
while using the pick. The user can perform no
other actions while playing, and loses concentra-
tion if damage is taken or if struck by a missile or
melee attack. A sifence spell also breaks the
effect. Optionally, the DM might require a music
proficiency check for every 10 minutes of play-
ing, failure breaking the effect,

The user must have an unobstructed line of
sight to the named foe, and must keep the enemy
in sight while playing.

of Strumming
XP Value: 300 GP Value: 1,200
The Complete Bard’s Handbook
This magical pick enables the user to play any
stringed instrument that is normally plucked with
fingers or a pick. This includes harps, lules, man-
dolins, and s0 on. The person grasping the pick

can play any song he or she has ever heard. The
pick’s magic 18 so preat that all functions of the
instrument are instantly mastered. Thus, a bard
automatically knows the proper chords positions
for a lute, how to hold a harp, how to adjust the
strings of a mandolin, and all other virtuoso
details. His or her skill level rivals that of a
masier musician proficient in the instrument’s
use. Also, a bard who uses this pick to play the
lvre af wounding does not suffer any severed fin-
gers,

Qunun of Charming
XP Value: 1,000 GP Value: 7,000
Oricntal Adventures

This instrument looks like any other guanun.
When played by a person proficient in the instru-
ment, a proficiency roll is made. 1f successful,
the character can cast one suggesrion spell that
round. If the saving throw fails (but is greater
than 1), the music has no effect. If a 1 is rolled,
the musician’s playing is so poor that the instru-
ment acts as a ganun of discord.

of Discord

GP Value: 8,000
Oriental Adventures
Identical to other magical ganun, this instrument
emits painful and discordant tones when played,
enraging all within 30 feet. Those enraged attack
the musician 50% of the time and the nearest tar-
get the other 50%. The frenzy lasts for 1d4+1
rounds. The player of this instrument is not
affected by the frenzy. The properties of the
instrument cannot be detected until it is actually
played in earnest—tuning and idly strumming the
strings only create lucid, clear tones.

of Quiet

XP Value: —

XP Value: 5,000 GP Value: 25,000
Land of Fate

While this magical instrument is played, it creates
a magical zone of protection and silence 30 feet
in radius. Those inside may talk among them-
selves and clearly hear noises beyond the range of
the magic, but none outside the radius can hear
what is happening within the zone over the sound
of the ganun. Further, divination spells will not
reveal thoughts, words, intentions, alignment, or
the presence of magic while the ganun is being

played,

of the Spirits
XF Value: 3,000 GP Value: 15,000
Dracox Magarine 190
The ganun is made of the finest mahogany
brought from the Isle of the Elephant. Its strings

are said to be solidified light, though others
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report they are made of spun gold, hardened and
tightened to the breaking point. [ts picks are
carved from a single emerald gem.

The ganun of the spirits is the most powerful of
the five instruments of the jann. When the ganun
is played, the player has the effect of the fire
iruth, the 1st-level wizard spell. Instead of fire,
the truth of the speaker’s words is determined by
the sweetness of the instrument’s tone, Untrue
statements create sour notes. The spell may be
used once per day, twice if the player 13 a bard.

A bard also may use the ganun to “call the
ancestors™: to speak with dead (as the Ird-level
priest spell), and to animare dead (as the 2nd-
level priest spell), both as if the bard were a 20th-
level priest. Each of these abilities may be
performed once a week, and the ganun is needed
only to cast the magical abilities, not to maintain
contral or contact.

Rababah of the Dao
XP Value: 4,000 GP Value: 20,000
Deacon Magezine 190
The rababak of the dao is constructed of the
finest matenals, Its bow is made of the hair of the
fastest horse in the High Desert, and the circular
soundbaox 1s made of the skull of a great roc.

The rababakh of the dao allows its user to cast
an entangle spell, as the 1st-level priest spell of
the same name. This operates against any target
on sand or soft soil as opposed to those near grass

and vines, but the effeets of the spell are the
same. This spell may be cast once a day, twice a
day if the rababah is used by a bard.

A bard also may use the rababah of the dao to
“shift the earth,” to call into being an earth ele-
mental of 8 HD, once a week. The elemental is
under the full control of the rababah player, such
that 1f the musician stops or is interrupted, the
elemental will return to its native plane without
attacking the hard.

"Ud of the Marids

XP Value: 3,200 GP Value: 28,000
Dipacon Mageime 190
The ‘wed of the marids is solid white, its hardwood
surfaces covered with thin, ornate carvings of
pearl. The soundbox itsell is made of a single
great pearl, harvested from the largest clam in the
deepest part of the Crowded Sea. The mands do
not risk their own lives in these endeavors, but
instead avail themselves of lesser heings to
recover the pearls.

The ‘ud of the marids allows a bard 1o cast a
powerful charm person spell, as the 1st-level wiz-
ard spell, with a —4 penalty on all saving throws
against the spell. This spell may be cast once a
day, twice a day if the "ud is uscd by a bard.

A bard, repardless of kit or origin, may usc the
“ud to “raise the waters,” to summaon a water ele-
mental of 8 HD once per week. A suitable amount
of water, such as a river or lake, must be available
to use this ability. The clemental is under total
control of the ‘ud player, and if the "ud player
staps, the elemental will return to its native plane
without harming the hard,

Extreme Violins
XP Value: 1,000 GP Value: 5,000
PowvHEDROoN Newszine 23

These items appear identical 1o unnecessary vio-
ling, bt when an attack roll of 20 oceurs, the user
flies into a battle rage, dropping any shield car-
ried and gaining a +4 bonus on attack and dam-
age rolls while suffering a +4 penalty to Armor
Class. The victim will fight until slain, or until all
enemies are slain, without thought of personal
safely. There 15 ne limit to the duration or fre-
quency of the effect.

Game
XP Value:; 500 G Value: 2,500
PoOLYHEDRON Newszing 23
These items cause their owners to become unable
o explain any detailed action in combat. The vic-
tim cannot aim at a specific portion of a target
{such as a tentacle); when any victim reaches 0
hit points, it quictly sits down and expires, with-

out bleeding, moaning, or performing any other
5427
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normal dying activity. These items appear normal
but are exceptionally clean, as are all types of
game vielins.

Rack
XP Value: 100 GP Value: 500
PowyHeDron Newszine 23

This item is a wall rack upon which two violins
can be hung. The instruments may be easily
removied from the rack, which then disappears.
Each violin will affect the creature carrying it,
and no other; each will vanish if put down, given
away, sold, or if otherwise caused to leave the
possession of the original owner, The vialins
should be rolled randomly.

Saxon
XP Value: 1,000 GP Value: 5,000
PouvHEDRON Newszine 23
These violins are of an ornate design, but have no
known effect, They are so rare that none have
ever been found—that's why no one has ever
found Saxen violing in the AD&ED game.

Unnecessary

XP Value: 500 GP Value: 2,500
PouyHEDRON Newszine 23
These fiddles enable their owners to score eritical
hits whenever an attack roll of 20 accurs. (The
DM must create a chart detailing critical hits,
such as the severing of body parts, extra damage,
and the like.)

Zither of Speed
XP Value: 1,000 GP Value: 7,500
The Complete Bards Handbook

This zither appears to be a normal musical instru-
ment. However, if it is played in a rapid tempo
and the musician says, “allegretto,” all allies
within 30 feet are affected as if under the influ-
ence of a hasie spell.

If the zither is played slowly and “adagio™ is
spoken, all foes within 30 fect are affected as if
under a slow spell (no saving throw). The effects
last as long as the bard concentrates upon the
music or until he plays the zither at a moderate
tempo and says, “Andante.” If the bard moves,
defends, suffers damage, rolls for a saving throw,
or performs any other action, concentration is
broken.

A zither of speed functions only once per day.
Furthermore, for every successive day in a row
that its magic is used, there is a 10% cumulative
chance that one of its strings breaks, rendering it
useless unless it can be repaired,

of Zombie Control

XP Value: 7,000 GP Value: 25,000
The Book of Marvelous Magic

This musical instrument is shaped like a flat box
with strings attached. When strummed and the
command word spoken, all zombies within 60
feet hear and obey the user Lo the best of their
abilities. However, if the zombies leave the area
of effect, they are released from the enchantment
and can no longer be affected by it. This item may
be used three times per day.

of Zombie Protection
XP Value: 2,000 GP Value: 10,000

The Book of Marvelous Magic
This item appears and may function as a zither of
zombie contral, but there 15 a 50% chance per use
that it will malfunction. If 2o, the zombies are
enraged and attack the user with a +4 honus to all
attack rolls; they inflict maximum damage (8) per
hit. Furthermore, they are magically protected. 1f
the zombies are turned by a priest, each may
make a saving throw vs. spell; if the throw is suc-
eesslul, the turn fails and the priest can ne longer
affect the creatures. Once the zombies are
enraged, they retain the bonuses and protection,
regardless of distance from the zither, until the
user is slain.
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Stylus of Scribing

XP Value: 25 GP Value: 100
The Ruins of Undermountain
This wand of black stone animates itself when
commanded, and is able to wrile three words in
Thorass. The activator must utter a command
word marked on the wand (typical word: “Kath-
las") while touching the stylus. The next three
words spoken by the activator will be graven
decply and clearly on any nonmagical, nonliving
surface mentally selected by the caster that is on
the same plane.

If no surface is chosen by the activator, the
DM should choose a nearby stone surface at
random. If the stylus is moved (physically car-
ried) between words, it can be made to do its
work on two or three surfaces rather than one.
Upon writing the third word, it vanishes forever.
Mote that the stylus cannot distinguish between
the user’s unintentional speech and desired
words—but the activator can, by force of will,
alter spellings.

If the activator does not speak three words
before abandoning the stylus, it retains some
magical power. If touched by a another being
and its command word uttered, it writes that
being's next words, but the stylus won't write
more words than it has words remaining—the
second user of this item may only get one word
inscribed before the item disappears. If no
being speaks the command word, and the origi-
nal activator never utters another word on the
same plane as the stylus, a stylus will hover
above the location of its last writing until physi-
cally moved elsewhere, The stvlus of seribing is
often used by adventurers to leave messages for
others on dungeon walls,

Sundial

The sundial is a primitive but accurate timekeep-
ing picce that requires sunlight to operate. A sun-
dial’s flat face has numerals inscribed on its
surface. A small, triangular pillar in or near the
center casts a shadow upon the face. As the sun
maoves in the sky, the shadow tracks across the
face, pointing to the correct hour.

of Direction
XP Value: 500 GP Value: 4,500
Draciom Magazine [ssue 73

This looks like a wooden sundial without numer-
als, about 4 inches in diameter. Close examina-
tion will reveal that there are 16 marks rather than
12, When the command word is spoken, the “fin”
or “hand” of the dial points due north. It does not
work underground.

of Timekeeping

XP Value: 800 GP Value: 4,000
The Book of Marvelous Magic
This large item consists of a stone pedestal and
table with an iron finlike attachment atop it, and
18 similar to an ordinary sundial. However, the fin
always casts a shadow on the dial as if it were in
bright sunlight, It functions only on the Prime
Material Plane but keeps perfect lime even on
cloudy days or if taken indoors, or underground.
It need not be aligned with the position of the
sun, as would a normal sundial; it works upside
down, sideways, or when rotated. Its magic can
be dispelled, though with difficulty (treat as 36th-
level magic).

Sweatsuit
XP Value: 5,000 GP Value: 25,000
Dwacion Magazine 72

This magical suit +3, if worn constantly for
longer than one day, allows the wearer to cast the
equivalent of a srinking cloud spell up to three
times a day after that. A nonjock who attacks a
jock attired in such a magical sweatsuif can
choose to try to tear either the shirt or pants from
the jock’s body instead of attempling 2 normal
attack in combat, Once a sweatsuit has been
“activated,” burning is the only way to get rid of
the stinking cloud property of the suit; not even
soap of scrubbing will do any good. The swear-
suft also acts as a cloak of profection.

Sword

All magical swords are listed with a plus or
minus (for example, a sword + /1 or a cursed
sword —1). The number is the amount added to or
subtracted from the resule of the attack roll and to
the damage done. (Example: A sword +1 would
adjust a roll of 17 to 18, and if 5 points of damage
were rolled, 6 would actually be inflicted.)

Once a cursed weapon is used in battle, it may
not be gotten rid of except by use of a remaove
curse or dispel magic spell.

Some magic swords have additional abilities or
Intelligence. For example, a sword +1/+2 vs,
Ivcanthropes would give a bonus of +2 on attack
and damage rolls (instead of the normal +1) when
used against any werecreature, All other abilities
are listed in the descriptions.

Special Touches: For the DM who likes to add
special touches to the weapons given to player
characters, here is a list of idea generators:

»  Blade materials: adamantite, bone, ceramic,
crystal or glass (magically strengthened with
glassreel), damascus (lavered steel), high car-
kon (will rust), mithral, obsidian, stainless
steel,

« Blade shapes and features: blood grooves
5437
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(fullers), curved, kris (wavy blade), notches,
straight, tapered.

*  Hand-guard materials: brass, bronze, nickel,
steel,

+ Hand-gnard shapes: arched snakes, clashing
dragons, clenched fists, human or godlike
forms.

= Handle materials: antler, dragon teeth, cbony
or exotic wood, fossilized ivory, horn, human
or menster bone, ivory, jade, leather-wrapped
metal, marble.

+ Handle shapes and features: fluted (with
straight or spiral grooves), hand-fitted, hollow
(detachable pommel; can hold small items like
gems, coins, small tools, papers, liquid), prism
{flat sides, not rounded), straight, tapered.

» Pommel materials: crystals or large gem-
stones (magically strengthened), steel.

* Pommel shapes and features: cruciform,
family crest, hand or paw, holy symbol, mon-
ster’s head, short blade, skull, treetop.

+  Accents: jewels and gems, magical runes, pic-
ture carvings or etchings, precious metal
inlays, word engravings.

Raoll Sword Types

0102  Adya katta
03-(4 Babanga
0506  Basilard
(7-0%  Bastard sword
09-10  Boku-toh
11-12  Broad

13-14 Choora

1516 Claymore
17-18  Cutlass

19-20  Drusns

21-22  Dwarven claymore
23-24  Falchion
25-26  Flamberge
27-28  Flatchet
29-30  Flyssa

31=32  Gladius
13-34  Cireat scimitar
35-36  Impaler
37-38 Kashara
3940  Karana

41-42  Khandar
43-44  Khopesh
4546 Kom

4748  Kukn

49-50 Long

51-52 Mariner’s
53-54  Masai

55-56  Ninja-to
57-58  Nyek-ple-nen-toh
50-60  One-handed bastard
61-62 Pata

63-64  Prercer

65-66 Ram dao
67-68  Rapier
69-70  Sabre
71-72  Scimitar
73-74  Shameshir
75-T6  Short
77-78  Shotel
79-80  Sivak draconian
§1-82  Sosun pattah
B3-84 Spatha
Bs-86  Sword-stall
B7-88  Swordlet
%990  Takouha

91 Tahwar
92-93  Two-handed
94-95  Two-handed bastard
0507  Wakizashi

98 Yalagan
99-00  Zafar takich

Aasimon

XP Value: 3,500 GP Value: 35,000
Outer Planes MC Appendix

Each solar fights with a mighty sword that only il
can wield, The weapon acts as a sword +35 and
has all the properties of a sword of dancing and a
varpal sword. A solar can attack with its sword
four times per melee round, and does a base of
2d10 points of damage per hit.

Abhorrence of Shape Changers
XP Value: 700 P Valoe: 3,500
DunGEON MasTER Guide
This sword gives an additional +2 bonus against
shapechangers and wercereatures—those able to
assume the form of another creature (such as a
vampire or a druid), or any creature under the
influence of a palymarph or shape change spell.

Adjatha, the Drinker
XP Value: 7,000 GP Value: 35,000
Dragox Magazine 74

Adjatha is a sword +2 of fine blue steel, hilted
with a steel, single quillon and a plain, spherical,
polished knob pommel. Set in the heart of the
tang, where the quillons meet, just above the fine
chain-wrapped grip, is a large (1-inch-diameter),
cabochon-cut black sapphire (worth 6,000 gp).
There are no markings or runes on the blade, and
it does not shed any radiance.

However, when this sword touches any magical
item (not including serolls), Adjatha siphons off
magical energy, causing the item to glow, shed-
ding a pale green-white radiance, until the item is
drained of dweomer or the sword and the itemn are
separated.

The Drinker can never permanently drain an
artifact, but it can steal the magic of lesser im?ﬂi&

I

1336

.

L—-——




Swond, Albrum

| W ————

In all cases, the touch of Adjatha causes one
pawer or effect (per round of contact) of the item
to be nullified for 1—4 turns after contact. If the
item has limited charges or operates but once,
sufficient contact with ddjarha can drain it
entirely of magic. The blade absorbs the dwecomer
into itself in a peculiar way, retaining magical
energy to protect itself and its bearer.

Adjatha gains 2 hit points per charge drained
or round of contact (many lesser items of magic
are drained after 13 or so rounds of contact). It
has 9 points of Strength, and may add any magi-
cally drained points to its own, without (known})
limit. Any attack on Adjatha or its bearer must
exhaust the phantom hit points before they can
harm the physical entities of blade or bearer.
When reduced to its original 9 hit points, Adjatha
cannot absorb further damage for its bearer, and
is itself vulnerable. Anyone grasping the grip of
Adjatha receives its hit point protection; there is
room for a maximum of two hare human hands to
grasp the hilt at one time.

Adjatha, it must be noted, cannot repeatedly
drain the vitality of the same item; after rwo con-
tacts with any single item, the Drirnker cannot
drain any maore from it—but note also that a con-
tact, if uninterrupted, can continue for up to one
turn before any bearer must withdraw or risk the
onset of feeblemindedness due to a magical back-
lash (10% chance each round beyond one turn of
continuous contact). Drained hit points gained by
Adjarha do not cure exisling damage to the user,
but merely ahsorb all further attacks until
exhausted.

Adjatha cannot drain or negate spells cast at it
or its bearer, and confers no special magic resis-
tance excepl immunity to psionic domination,
charm spells, and similar direct mind-control
spells. That immunity does not extend to sleep,
suggestion, ESP, and the like.

The Drinker is first known to have existed
more than 400 years ago, in the reign of Kurskos
Ironhand; it was the sword of that monarch’s her-
ald and chief counselor, Amrok of the Dwarves.
Kurskos slew Amrok in a night of revelry afler a
Shieldmeet, and took Adjatha the Drinker (and
the enmity of the dwarves) as his own. Amrok
was of almost human stature, and it has often
been said Adjatha is of human and not dwarven
manufacture, for it is of the full size and heft for
a strong, long-armed, human swordsman.,

The stories of its creation are many and color-
ful—most are doubtless as fanciful as the tale
told by Thyri of Amn, who stole Adfatha from
the palace vaults in the sack of Aumreayum on
the death of Kurskos. Thyri held that Adjarha
was given to his grandfather by the gods, and
made any of the family who wielded it invulner-

able in battle,

Thyri was casily, almost contemptuously, slain
by the first man who challenged him, a merchant
from Calimshan. That merchant, whose name is
lost, was slain while in a caravan soon after by a
mischievous kenku. In like manner, the Drinker
has often changed hands over the years, usually
remaining with any one owner for only a short
time. Elminster saw Adjatha 40 winters ago at the
eourt of Nesker of Mulmaster, when the sorcercr-
king was studying it to increase his own arts. It
disappeared before Nesker's death and came to
light briefly in reports of fighting in the Shaar,
apparently being wiclded by one of the nomad
chieftains. The sword was stolen from him, and
despite sending agents far afield, he was unable
to recover it. The present whereabouts of the
blade are unknown.

Albruin
XP Value: 5,000 GP Value: 25,000
Dracox Magarine 74

Albruin is a sword made from an alloy that com-
bines steel, electrum, and silver, demonstrably as
effective as silver against undead and other crea-
tures who suffer particular effects from contact
with that metal. It is +1 on attack rolls and +3 on
damage. It sheds an eerie blue radiance (up to 10-
foot radius) when drawn from its scabbard. It is
of chaotic neutral alignment (Intelligence 17, Ego
13), communicates by speech (Common, EIf,
Drow, Thieves' Cant), and can read languages
and magical wriling,

Albruin s bearer can, at will, activate the
sword's power to detect invisible objects in a 10-
foot radius, mainiaining it by concentration,
Albruin can also neutralize peison once every
three days, and heal its bearer once every 12
days. These powers are evoked at the will of the
bearer, or by the sword if the bearer 15 uncon-
scious and Albruin deems it advantageous to acti-
vate either power by itself. Physical contact
between Albruin and the flesh of the bearer is
necessary for the powers to work,

Albruin is believed to be the creation of the
long-dead smith Surdee, who was famous in his
day for thecraftsmanship of the work that came
out of the forges of icebound Glister, where he
worked ore fresh from the mines above the city,
on the edge of the glacier. The blade itself evades
questions about its origins, there are no markings
or definite touches of workmanship that identify
Albruin as the work of anyone in particular.

Albruin was held for decades in the royal house
of Cormyr, kept as a family treasure, but seldom
{due 1o its alignment) borne by the kings of that
land. Tt was stolen from the palace at Suzail some
90 winters ago by the thief Nyparr (“Nipe”), a
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halfling who was soon arrested at Wheloon by
soldiers of Cormyr and slain while attempting to
escape. Nipe did not have the blade when he was
seized, and did not reveal its whereabouts. IL was
rumored among the thieves of that place that he
had sold it to a “gray trader” (a “fence”) by the
name of Blusken Shtult, who had a merchant
barge on the Wyvernwater, and that Blusken had
sailed from Wheloon up to a port on the northern
shore of the Wyvernwater and delivered the blade
to a waiting buyer.

The blade’s whercabouts were uncertain for
some 24 winters, until a lady of high birth in Sel-
gaunt, one Shamur, found the blade left behind in
her bedchamber by a visitor fleeing the city
guard. He never returned, and Shamur sold it
when she married. It was bought by an adventurer
visiting the city of Selgaunt on matters of trade
{gold for mercenaries), and wielded thereafter in
several minor skirmishes about the Eastingreach
before its owner died in an ambush. His slayer,
the adventurer-prince Thaum of Telflamm, used
Albruin to help him take the lands of Impiliur
forcibly from his father and found his own king-
dom. Thaum eventually died by magic (a wizard
hired by his father Kuskur, who was unable to
regain control of the lost lands), and Afbruin was
acquired by onc of Thaum's warriors, who fled
the dead king's keep and took the blade back
westward into the Dalelands.

This warrior, one Adjuz by name, perished at
the hands of brigands on a northern road, and
Albruin disappeared from view—but not before
Adjuz had sought out a sage in Shadowdale to
learn the blade’s true nature and powers.

After the death of Adjuz, the tral of the sword
is hidden for some eight winters, but it is known
to have been in the hands of the mercenary gen-
eral Malakar on his visit to Zhentil Keep in the
spring of the ninth year following, and was iden-
tfied again by the sage Murail of Sarbreen when
a mercenary warrior sought him out to learn the
blade's properties in that city some six winlers
beyond that time. From then until now, the where-
abouts of 4lbruin are unknown, but Elminster is
careful to remind us that its plain appearance and
its ability to control many of its bearers would
contribute to its anonymity.

Amatsu-Mikaboshi’s
XP Value: 3,000 GP Value: 30,000
Lepends & Lare
Anyhody hit by the avatar's sword blade suffers
an additional 1d10 points of poison damage each
round until the poison is neutralized.

Anduvar

XP Value; 700 G Value: 3,500
Dpacon MousTam® Campaign Set
This sword +3 is intelligent. To activate the dor-
manl weapon, one needs only to speak its name,
which 13 elched in elven runes along the blade. Its
alignment 15 chaotic good, and it communicates
through empathy. Its only power is to defect evil
I radius,

Angurvadal
XP Value: 4,000 GP Value: 8,000
DunGEONS & Daacons Master Sel
Angurvadal, also known as the Stream of Anguish,
was owned by the hero of “Frithiof's Saga,” a
13th- Century Scandinavian work. This sword +4
allows the user to cast one water clemental spell
{ 1st through 5th level) per day.

Annacon

XP Value: 2,000 GP Value: %000
Deacon Magazine 92
Falrik Moondance is a rather eccentric elf. While
quite bright and a good-natured sorl, he is also
rather impulsive. His appearance is vouthful, but
he gives the impression that he is much older and
wiser than he seems at first glance. Fairly suspi-
cious, almost to the point of paranoia, he panics
easily. Often he does things that seem quite clever
{in a twisted sort of way) but are bound to be mis-
interpreted by others at the moment he acts. His
impulsiveness and shorisightedness do nol make
his deeds logical in a conventional (that is, law-
ful) sense, but he is very cunning and has an intu-
itive grasp of the “smartest thing to do™ in most
situations.

Falrik does not like being a fugitive, but he
likes the idea of being unjustly executed for his
rash acts even less. He has certain knowledge
about Annacon which might help save him, but
he doesn’t think that the local villagers will
believe him. He is stubborn as well as cautious
and suspicious, so it will prove difficult to get
him to believe that a pardon is not a trap.

Basically a peaceable sort, Falrik avoids com-
bat as much as possible. He will not attempt to
physically harm anyone who is not attacking him,
preferring to harass, confuse, and frustrate them
into leaving him alone. The DM should carefully
consider what spells he and the sword have avail-
able when deciding Falrik’s tactics. Charming
characters with the sword, for instance, is one
possibility, as is going invisible and hiding if in
danger of being discovered.

Falrik Moondance 15 a lawful good, 3rd-level
elf fighter with silvery hair and gold-colored
eyes, He stands 5° 4" tall and weighs 104 lbs.; he

is 263 years old, His statistics are: Str 15, Int 17,
LI
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Wis 7, Dex 17, Con 15, Cha 14, hp 18, He has AC
2 from armor, Dexterity, and magical bonuses,
has a +1 to hit and damage in combat, and has a
+2 bonus with missiles. Falrik speaks Common,
EIf, Ore, Hobgoblin, Gnoll, Halfling, and Pixie,
He carries three spells at all times: hold portal,
venrriloguism, and invisibilicy. His current pos-
sessions include: Annacon, a bow +1; a chain-
mail suit; a ring of profection +1; u quiver with
20 arrows (4 of them with silver arrowheads); a
pack with his rations, water, spellbook, and tin-
derbox; and his prize, a wand of iffusion with 12
charges.

Annacon is a sword +2 with charm person
ability. It has an Intelligence of & and an Ego of 6
(total Will Power: 14), and possesses two primary
powers: it can defect lies spoken within 10 feet of
the person holding it, and it defects elves within a
10-foot radius. Amnacon is of lawful good align-
ment and as such damages wielders who are not
lawful good, causing | d6 points of damage per
round of contact.

Unfortunately, both abilities cause the sword
blade to glow with the same blue color, shining as
brightly as a fight spell, and therein lics the prob-
lem—Falrik, knowing from tales told among the
elves in the region about the latter ahility of the
weapon, realized that the sword would glow in his
presence because he is an elf. He feared that the
people who knew of the sword’s detect lics ability
would assume he was always lving, The duration
of the sword’s blue glow varies from a mere three
seconds (in the case of the detect lie power) to
potentially infinite (for as long as an elf remains
in detection range).

The elven legends about Annacon say it was
forged by a dwarf weaponsmith and a human
wizard ally about three centuries ago. At that
time, the elves and dwarves of this region were
fighting a war against each other over the damage
that dwarven surface mines were doing to local
forests and wildlife. The battles were scttled long
ago, though some slight hostility between the two
races still exists,

Ansanther
XP Value: 4,000 GP Value: 20,000
Treasures of GREYHAWK
Ansanther, a holy avenger, has an alignment of
lawful good, an Intelligence of 14, and an Ego of
18. She has the ability to speak common. Her pri-
mary abilities allow her to detect evil, and locare
objects. Her special purpose is to slay Xenous
Zenpor with the special purpose power of disinte-
gration. (Xenous Zenpor is an evil wizard who,
years ago, slew Ansanther s last adventuring
group, and she lost her wielder.)
Ansanther wants an owner of “most pure of

heart™ to carry and wield her. She will use her
new powers to the best of her ability when
wielded by a lawflul good individual. She will
make her presence and desires known to the first
person who picks up the sword.

The Answerer
(Fragarach)

XP Value: 18,000 GP Value: 90,000
Scabhard: 35,000
The Temple of Elemental Evil
This hefty steel broad sword hears a mighty
enchantment. It was originally fashioned for a
demigod of elsewhen and eventually passed into
Greyhawk. It served well for @ short time, all too
soon falling into the hands of the minions of
chaotic evil. It has been in their grasp for a
decade or more, resting in hiding in the Temple of
Elemental Evil, guarded by the worst of elemen-

tal grues. Fragarach means The dnswerer,

The sword 15 of chaotic good alignment. Any
lawful creature trying to grasp it takes 1d6 points
of damage and falls senseless for 1d10 rounds. A
neutral creature holding it takes only 1d3 points
and swoons for 1d4 rounds. In evil hands, Fra-
garach has no attack bonus whatsoever; in chaotic
neutral hands, it will strike but one opponent per
round. The sword functions perfectly only for a
chaotic good user. In such hands, its +4 bonus
always operates, and it will strike as many oppo-

nents unerringly as have struck at its possessor.
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Fragarach always hits all such targets, the +4 per-
taining to additional damage only. Note, however,
that The Answerer always strikes last in a melee
round. Against evil opponents, the bonus doubles
{to +8) whenever a natural 20 15 rolled for attack
determination.

The sword has a hilt of silver and gold wire,
most cunningly wrought. Its guard and pommel
are set with perfiect emeralds (corundum)—seven
gems, total value 65,000 gp. Its scabbard is like-
wise trimmed with precious metal and decorated
with many gems of green and golden hue, worth
another 35,000 gp.

The Answerer T1-VII
XP Yalue: 10,000 GP Value: 530,000
Scabbard: 16,000
The Temple of Elemental Evil
When Fragarach first came to this world, it
received immediate attention and quick renown;
s0 much so, in fact, that six other swords like it
were forged and enchanted. These are lesser
weapons, of course, and their alignments vary.
Each has a +2 honus (and cannot hit opponents
struck only by +3 or better weapons). On a nat-
ural attack roll of 1, no bonus applies; on a nat-
ural 20, like their predecessor, the bonus is
doubled (to +4). These lesser swords are identi-
fied by the differing gems set in guard and pom-
mel. They are reported to be amethyst,
aquamarine, garnet, peridot, topaz, and tourma-
linc stones, with combined value of about 24,000
gp per weapon, 16,000 gp per scabbard, These
weapons are named Rebutter, Scather, Replier,
Retarter, Squelcher, and Backialker, in honor of
Fragarach.

Roll Sword
01-17  Rebutier
18-33  Scather
=50 Replier
3167  Retorter
08-83  Sguelcher
B4-00  Backialker

Anton’s Vorpal Blade
XP value: 10,000 GP Valoe: 50,000
1992 Fantasy Collector Card 21
Anton’s weapon has an Intelligence of 12 (6 Ego
points), the ability to detecr magic in a 10-foot
radivs and a hidden compartment in its pommel
with a pale lavender ellipsoid ioun stone (see
Ioun Stone) that absorbs spells up to the 4th level
(10d4 spell levels). This chaotic good weapon
grants a +3 to attack and damage rolls, and uses
the following table to determine when it severs a
limb:

Opponent is: d20 Rall*
MNormal/Armored X
Larger than human-size 19
Solid material or stone 20

(* 01-17: Consider only the +3 bonus of the sword).

of Arak
XP Value: 4,200 GP Value: 15,0{H)
RavenLoFT® Campaign Set
Evil drow wizards created thiz sword, and no
human was ever meant to hold it. The drow have
lost the sword, however, and as of this writing no
one knows its current location,

To any physical and magical examination, the
item appears to be a sword of sharpness +2,
Indeed, it performs as one. But the sword also
carries an evil curse—a horrid thirst for blood,
Once a day, it must kill or help to kill a creature
no smaller than a large dog. The sword is not
required to deal the fatal blow, but blood must
spill from the wound of the blade, and the victim
must die no more than an hour after those first
drops flowed.

Each day the sword's thirst is not quenched, its
owner suffers, losing | point from each of mental
attribute (Intelligence, Wisdom, and Charisma)
and gaining | point in each physical attribute
{Strength, Dexterity, and Constitution). After the
first such adjustment, the owner becomes so fond
of the blade that he or she cannot bear 1o be with-
out it. If someone forcibly separates the owner
from the sword, the character will do anything to
regain it

When cne or more of the character’s mental
attributes drops to 3, the conversion is complete,
He iz now bestial—a monster that looks like an
agre. The DM runs the character. Usually, the
beast will have superhuman physical abilities at
this point, with scores above 18, Its only goal is to
satisfy the blade’s thirst for blood. The creature
may embark on a mindless rampage or—if there
15 a shred of Intelligence left—begin a series of
clever, fiendish murders.

If the sword is removed from the character’s
possession before a mental attribute drops to 3,
the former wielder begins to recover gradually
and regains | point to each mental ability, and
losing 1 from each inflated physical score each
day. Until this process is complete, the character
still covets the sword and is unahle o resist the
urge to pursue it.

Once the conversion is complete, even remov-
ing the sword will not cure the monster. Only
powerful magic—or the monster's death—can
remove the curse at this point. The remove curse
spell may at first appear successful, but 1t can
provide only lemporary relief.
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Arbane’s Sword of Agility
XP Value: 4,000 GP Value: 15,000
The Magister

The first of these swords were created by the elf
wizard, Lord Arbane of Myth Drannor many cen-
turies ago. His first was stolen, so he made a sec-
ond with the aid of an apprentice, who sold the
secret to two other wizard-swordsmiths, The form
of manufacture is thought to be forgotten now—
Elminster has heard of no one making one in the
last 500 vears—but there are over a dozen in exis-
tence. Some have even been created with sen-
tience and further powers.

This is a weapon +2 that boasts several pow-
ers. These are under the mental control of who-
ever holds its hilt. The wielder can jump, as in the
spell (a single leap) twice a day. Two rounds of
hasted action per 24 hours are also possible—and
such activity does not age the character (though it
may age the sword).

The sword grants the wielder immunity to hold
and slow spells, glowing brightly. The glow fluc-
tuates as the sword moves and strikes, in a stro-
belike manner; this property of the sword negates
magical darkness, and destroys the effects of hyp-
natic pattern or fire charm within a 20-foot
radius of the drawn blade. The wielder of the
sword gets a saving throw vs. spell (saves at +1 if
6ith level or higher).

Ar’ondight

XP Value: 5,000 GP Yalue: 25,000
Duntieons & Dracons Master Set
Ar'ondight, the sword of Launcelot of the Lake,
was mentioned in several Arthurian legends. This
sword 15 +5 on attack rolls as long as the target is
not of a good alignment. If used against good
individuals, the sword becomes a cursed weapon
-1

Arvoreen’s
XP Value: 6,400 GP Value: 32,000
Maonster Mythology
Arvoreen's avatar's dancing short sword +4 gains
his Strength bonus (+3) to damage in combat.

of Arvoreen
XP Valoe: 4,000 G Value: 20,000
POLYHEDRON Mewszine 82

The nine known swords of Arvareen were forged
eons ago by dwarf smiths and enchanted by pow-
erful halfling pricsts of Arvoreen the Defender.
The short swords were crafted during the time the
world was in chaos and many halfling villages
were threatened by invaders. In the hands of
someone other than a halfling, the swords are +1.
However, when wielded by a halfling, the swords
have the following powers:

» 4] vs, all creatures, +2 vs. evil creatures, +4
vs. evil creatures over 5 tall.

+ The swords inflict triple damage when the
wielder is defending hiz or her home or home-
land.

»  When a wielder defending his or her home or
homeland chooses to parry rather than attack,
the parry is always successful.

In addition, each of the nine swords is attuned to

a single enemy. Any individual enemy struck by the
sword must save vs. death magic or die. Sages have
documented that three of the swords, owned com-
munally by halfling villages, are attuned to hill
giants, trolls, and goblins, respectively. It is not
known if the other six swords repeat these encrmies
or if they are attuned to other creatures.

of Assassination
XP Value: 800 GP Value: 2,000
Dracon Magazine 21
The sword of assassination, also known as the
ruby sword, is a potent weapon in the hands of an
assassin. If handled by any other type of charac-
ter, the sword appears to be a regular blade. All
swords of this type have a ruby of not less than
500 gp value mounted on the pommel; hence the
second name.

When used by an assassin character, a sword of
assassination gives the wiclder a bonus to attack
and damage rolls and adds a bonus to all assassi-
nation rolls while using the weapon. The power of
a certain sword is determined randomly:

Assassination
Roll Bonus
0160 +5%
61-90 +11(4
91-95 +15%
96-99 +20%
0o +25%

The aszassination bonus is only gained if the
assassin has a chance of actually assassinating the
victim. Thus, the sword would give no chance for
an assassination roll to a drd-level aszassin trying
to slay a 12th-level victim—but the assassin
would gain the sword’s combat bonuses. A sword
of assassination has the same chance as any other
magical sword to be intelligent, and always has
an evil alignment if intelligence is indicated.
Intelligent swords of this sort never betray their
nature to ANY NONASSASSIN.

Aziza’s Scimitar of Dancing
XP Value: 4,000 GP Value: 20,000
1992 Fantasy Collector Card 187
Aziza's magical scimitar is a weapon +3 in all

respects, with some additional powers. It func-
5558
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tions as a sword of dancing, except that its cycles
last for only three rounds (instead of four), and its
maximum bonus is +3. Once a week, when a
command word is uttered, it creates food and
water as the 3rd-level priest spell, cast ar the 6th
level,

of Azor’alg
XP Value: 3,000 GP Value: 15,000
Treasures of GREYHAWK
The sword af Azor 'aly is a long sword +4. It has
an Intelligence of 17 and an Ego of 21, It is
aligned, neutral good, and has the special purpose
of slaying evil otherplanar beings. Any such
being struck by it must make a saving throw vs.
spell or be disintegrared.

The sword speaks EIf, as well as communicat-
ing telepathically with its possessor. It can detect
evif in a 20-foot radius, and detect invisihle
abjects in a 10-foot radius. Once a day it allows
the possessor to fTy, at a rate of 40 yards per
round, for up to an hour.

The sword is very proud, and does not wish to
serve anyone who is not an important baron or
king. It also expects its owner to provide it with a
new scabbard, with many gems fixed to it. In gen-
eral, the sword thinks it is in charge of any owner,
and, given its Intelligence and Ego, it may well
be. If the sword is in control, it will compel its
owner to seek out and destroy powerful otherpla-
nar beings of evil alignment. The sword espe-
cially hates fiends of all sorts, and the owner may
soon find himself on a quest in another plane, if
the sword has its way.

The sword retains all of its powers on any
plane, although on the lower planes, the detect
evil power is neutralized by the overwhelming
evil of the plane. Any randomly encountered
fiend will have a 10% chance of having seen or
heard of the sword of Azor alg, and will seek to
destroy the possessor and take the sword,

of Babette Maelstrom

XP Value: 1,000,000 GP Value: 10,000,000

PoLvHERRON Newszine 76
Babette's formidable weapon is a long sword +5,
+10 vs. regenerating creatures, and +15 vs.
dragons. Once a year, the sword can;
* Cause an explosion, 200-foot radius, 2004100
(200-20,000) points of damage.
* Create a sphere of force, as per the wall of
Jorce spell; and dispel magic at the 45th level,
This item was part of a contest to name the sword
featured on the cover of PoLyHEDRON Newszine
70. Never, ever give this item to a player!. It is
mcluded here for the sake of completeness.

of Backstabbing
XP Value: 700 GP Value: 7,000
The Complete Thief's Handbook

In the hands of any character this is a magical
weapon +2, but in the hands of a thief it is espe-
cially polent. When a thief makes a backstab
attempt with this short sword, it allows the thief
to attack as if four levels higher than the actual
experience level of the character, with corre-
sponding improvements in THACO, attack rolls,
and damage multiplier on a successful hit.

Balisarda
XP Value: 2,100 GP Value: 10,500
Dunaeons & Dracons Master Set
Balisarda was made by the witch Falerina. Treat
this weapon as a swond af sharpness.

Balmung
XP Value: 1,500 GP Value: 7,500
Dunceons & Dracons Master Set

Balmung was the sword of Sicgfried of the Scan-
dinavian legends. It was made by Wieland, a Ger-
manic name for the immortal blacksmith Volund,
known as “Wayland Smith™ to the English.
Wieland may be similar to earlier legends, such
as the CGireek Hephaestus and the Roman Vulean.
This is the equivalent of a vorpal sword +4.

Balor
XP Value: 10,000 GP Value: 50,000
Ouner Planes MC Appendix

The true tanar'ri known as balor use a great sword
that looks like a bolt of lightning. In the hands of
the balor, these swords are vorpal! and can defect
evil/good in a 30-foot radius. Any ercature that
picks up a balor sword, regardless of whether the
creature’s flesh actually touches it, immediately
suffers 1d10 points of damage and must make a
saving throw vs. spell or die immediately.

Bamboo Scimitar
XP Value: 7,500 GP Value: 40,000
Kara-Tur
The Jade Warrior (sce Crystal Warriors) wields
a bamboo seimitar +35 that acts as a sword of
sharpness. On command, the scimitar can cast
wood rof,

Bane of Enchanted Beings
XP Value: 600 GP Value: 3,000
DunGeos Master Guide
This weapon, a sword +1/+2 vs. magic-using and
enchanted creatures, always provides a +1 bonus,
The +2 bonus takes effect when the sword is
employed against wizards, monsters that can cast
spells, and conjured, created, gared, or summoned

creatures. Mote that the +2 bonus would not operate
5463
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against a creature magically empowered by an item
(such as a ring of spell storing) 1o cast spells.

Bane of the North
XP value: 1,000 GP Value: 5,000
Adventures in BLackmoor®
Timothy Curlytop, the Shiremaster of Booh, car-
ries a lawful-good short sword +1/43 vs, fiends,
that he has rather grandly dubbed Bane of the
MNorth. This valuable linle weapon has an Intelli-
gence of 9, an Ego of | and the powers to detect
shifting walls and rooms, detect slopes, and see
invisible. The morale of all halflings within 25
feet of Bane of the North is raised by 1.

Barnus's Gnomebane
XP Value: 750 GP Value: 3,500
1992 Fantasy Collector Card 189
Barnus's short sword is a typical weapon +1 in
most respects. Against gnomes, however, the
sword adds a +3 bonus to attack rolls and inflicts
double normal deamage. Barnus was given this
sword by a friend of a friend who knew of his
hatred for gnomes.

of Bast
XP Value: 700 GP Value: 3,500
IMacEe Magazine 19
Few intelligent magical items have a geas cast
upon them, since the presence of the geas is
revealed instantly to the new owner through the
rapport he or she has with the item. However, the
sword af Bast is an example of a weapon with a
voluntary geas, that is to say, one in which the
nature of the restriction or command is revealed
to the new owner by the item itself, allowing the
prospective owner to decide whether to aceept the
item and the penalty attached, or to decline it.

The sword of Bast informs the wielder: “ am a
simply enchanted sword dedicated to the service
of Bast, If you use me, you will find a geas
placed upon you—that you may not kill or will-
ingly harm any of the catkind, nor suffer others to
do so. Do you accept the geas?

If the answer is “yes,” the sword waits until the
wielder has taken the effect of the geas and then
reveals itself in its full majesty. It is +2, +3 vs.
lawful evil, +4 vs, followers of Set. No cat ever
harms the wiclder, and tame felines are friendly.
The sword hopes the owner becomes a follower
of Bast, but does not coerce. Instead, it confers
additional powers on those who pursue a vigor-
ous campaign against Set's followers and min-
ions. There is a 25% chance that it allows the
owner to attract a cat familiar; it allows the
wiclder to move silently on a percentile roll of
99%, and allows the wielder to speak all feline
lanpuages.

Belenus’s
XP Value: 4,000 GP Value: 40,000
Lepends & Lore
Belenus's avatar carries a long sword that cen be
made to flame once per turn, doing an additional
2d10 points to creatures affected by fire.

of the Believer
XP Value: 700 GP Valoe: 3,500
Land of Fate
This magical weapon inflicts damage only against
unenlightened creatures, that is, those who do not
accept the Law of the Loregiver or are ignorant of
it. An enlightened creature will take no damage
from the sword, which will appear to pass right
through his or her body. The unenlightened
{including monsters of low sentience, savages,
ordinary objects without sentience, barbarians,
and unenlightened foreigners) take normal dam-
age. This sword can be used as a test for such
enlightenment, but also is useful in cases where a
civilized man is swallowed by a large, nonsen-
tient creature, and must be cut out without harm-
ing him. Profession of belief is all that is required;
it 1s beside the point whether one is “good” or
“evil,” just enlightened.

Benn Griff’s
XP Value: 500 GP Value: 2,300
Against the Cult of the Repule God
Benn Griff's weapon is a short sward +1/42 vs,
sealy creatures with no other special abilities.

Berserk Dancing

GP Value: +200

Isace Magazine 14

A berserk dancing sward behaves as a normal,
magical, intelligent sword, until in mortal combat
with a strong foe of opposite alignment. A ran-
domly determined alignment should be used if
the sword is determined to be neutral. The sword
leaps into the air and begins to dance in the same
manner as a standard sword of dancing, except
that its combat bomus may be as high as +3. Once
it has become a sword +3, it remains one.

When the monsters are finally beaten, the
sword turns on its wielder and any companions. If
they run, the sword follows at a Movement rate of
15. Spells or boots of speed are the characters’
only hope of escape, for the sword cannot be
physically attacked. Once all the combatants in &
particular melee are dead (or have escaped), the
sword sinks to the ground and resumes its “sane,”
normal status.

When the berserk dancing sword result is
rolled on the random item charl, the Dungeon
Master should roll another effect and combine the
results together,

XP Value: —
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Black

XP Value: 3,000 GP Value: 15,000

Black Courser
A lawful-neutral obsidian swerd +3/40 againsi
emperors, this is a truly magnificent weapon—
and a truly dangerous one to wield. lts other
properties: Intelligence 17, communicates tele-
pathically and through speech (but only in
Imaskari); can cast dispel magic three times a day
as |5th-level wizard, darkness 13" radius at will,
sifence 15" radius al will. It was created at the
height of the Imaskari empire to overthrow the
emperor, and has been the weapon behind dozens
of regicides since that time. It will use its Ego of
18 to force its wielder to attack Ambuchar
Devayam whenever they meet.

Black Flame

XP Value: 4,100 GP Value: 27,500
Adventures in BLACKMOOR
As king, Uther the Rectifier normally carried a
lawful-good rwo-handed sword +2 named Black
Flame. This weapon, now in the keeping of the
Regency Council, has an Intelligence of 9, an
Ego of 3, the powers derect evil and derect magic,
and the extraordinary powers extra damage and
healing.

Blackflame
XP Valoe: 4,100 G Value: 27,500
Diragon Keep
This black sword is a sward +1/4+4 vs, undead,
The sword becomes enveloped in cold black
flames when within 10 feet of an undead crea-
ture; the lames themselves cause no damage.

of Blackflame
XP Value: 30,000 G Value: 275,000
The Five Shires

Certain slim, rapier-like short swords borne by
hin are in reality swords of Mackflame. These pre-
cious and powerful weapons can be identified by
the appearance of their blades—shimmering,
ever-shifting glossy black, with white bubbles
and cloudy mottling within the metal that move
about constantly. In shadows, darkness, and near-
darkness such blades become invisible. They are
undetectable by infravision and detect magic
spells and abilities.

A sword af blackflame is a weapon +4. By
mental command, anyone holding a drawn sword
of blackflame can bring magical silence into
being in a 20-foot radius centered on the blade’s
hilt. The silence can be instantly ended by will of
the wielder at any time, and can last for up to six
continuous rounds. Up to four such periods of
silence can be created by a sword af Mackflame in
an hour. All creatures within the area of effect

Sword, Blackjummer’s Cutlass

will be silenced with no saving throw allowed,
including the blade-wielder,

A sword of blackflame can also reflect back at
its origin one magical attack per round (addi-
tional attacks in a single round will have normal
effects). This ability is automatic and only works
once an hour, The power affects spells, natural
magical powers, and the effects of magical items,
The sword will suck all of an area-effect magic
(such as a ffreball) into itself, so that the attack
does no damage lo any creature within the area of
effect. The attack is then cast back in full upon its
source in the following round. This reflechion can
be escaped only by leaving the plane the sword is
on, in which case the sword pulses to tell its
bearer that this has occurred. The bearer can then
discharge the magic wherever desired, with range
and effects as orginally cast or unleashed. This is
the only casc in which the blade-bearer can
choose where to dircet magic that the blade
reflects. If no discharge is willed within the
round, the sword will forever absorb the magic,
silently and harmlessly.

Blackjammer's Cutlass
XP Value: GP Value: —
Book of Artifacts
Blackjammers cutlass is a distinctive weapon of
outdated style. The blade is fashioned from a
nonreflective black crystal, and is clearly not

metal. The hilt is silver and fitted with an enor-
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mous basket depicting a sailor heing keelhauled.
For all of its apparent size, it 15 far lighter than an
ordinary cutlass. The cutlass is often found in
SPELLIAMMER" campaigns.

1t is said that Blackiammer 5 cutlass was forged
in an old port hidden in the Tears of Selline of
Realmspace. Its first owner was a pirate now
known only as Captain Blackjammer, his own
name forgotten in favor of his sword. Whatever his
name once was, Blackjammer is still viewed as a
paragon of piratical ruthlessness and skill. Since
Blackjammer's death (if he is dead, for there is
some argument aboul this), the cutlass has passed
through the hands of many other captains and
mates. The last known owner of the sword was
Elsun of the Ovagon Claw, killed when her ship ran
afoul of an elven man-o’-war, The story claims that
the cutlass fell overboard and is now drifting in the
Flow somewhere between Oerth and Krynn,

Although the cutlass first made its appearance in
the SPELLIAMMER selting, there is no reason that it
cannot be used elsewhere. [ts powers are universal
to all worlds where sailing and piracy occurs,

The powers of the cutlass, while useful, are not
great enough to completely unbalance a cam-
paign. Thus, the item can remain in PC posses-
sion for a long time.

The DM can use rumors of Captain Blackjam-
mer’s continued existence as the motive for sev-
eral adventures involving the sword. In backwater
ports, NPCs may be convineed that the character
wielding the cutlass is Captain Blackjammer—
and there is still a price on his head. Another pos-
sibility is that the captain still lives in a lich state
and is determined to regain his sword.

Constant Powers: The cutlass has +2 bonuses
to attack and damage rolls and improves the char-
acter’s Armor Class by 2.

Invoked Powers: The cutlass can create the
effects of a darkness 15 radius spell (at will) that
does not affect the wielder. It also endows its
owner with proficiency in all forms of navigation
and seamanship (no chance of failure).

Random Powers: Three from Artifact Table
1-02: Combat.

Curse: Blackjammer s cutlass is imbued with a
strong, frechooter's personality (Int 19, Ego 20). It
can speak, doing so often and loudly, preferring
bawdy songs and coarse jokes. It will insult the
toughest thug in a bar, not caring if its owner is
killed: there is always another. The owner also risks
ariifact irangformation, being changed into a black-
hearted pirate always on the lookout for ships to
plunder and saying “Arrgh, matey!™ far o much,

Suppested Means of Destruction:

* The cutlass must he subjected to the combined
fire of the Elven Armada.
« [t must be crushed between two rushing meteors,

Blackrazor
XP Value: 20,000 GP Yalue: 200,000
White Plume Mountain

Blackrazor, a chaotic-neutral sword +3, as an
Intelligence of 17 and an Ego of 16, Its special
purpose is to steal life essences, It is a black
sword that shines like a piece of night sky filled
with stars, and it is sheathed in a black scabbard
decorated with pieces of cut obsidian. On a
killing stroke, Blackrazor temporarily adds the
number of levels of the dead foe to its bearer's
levels (in terms of fighting ability). The bearer
also temporarily gains the full hit points of the
victim. All subsequent damage to the sword’s
wielder is removed from the added hit points
first. The extra levels and hit points last a number
of turns equal to the number of levels received.
The essences of all entities killed by Blackrazor
are sucked out and devoured; those killed by the
black sword cannot be raised.

For every three days the sword remains unfed,
its Ego increases by one point, until it can compel
its bearer to kill a human or humanoid being.
Upon feeding, 1ts Ego returns to 16,

The DM will note that Blackrazor 15 a negative
energy entity that exists by absorbing positive life
energy levels from those it kills. However, if it
even strikes a creature of negative energy such as
an undead (except for ghouls and ghasts), it will
work in reverse, transferring one level and corre-
sponding hil points from the wielder to the crea-
ture attacked. It will do this cach time it strikes,
Under these conditions, the wiclder can actually
die and have his or her essence sucked out by the
gword, If the wielder survives, he will nced a
restoration spell or twice the usual number of lev-
els received from positive Kills to replace the lost
levels, Those killed for replacement must be of the
same race as the sword-wielder. Blackrazor may
very well keep this little drawback a secret until
the first time the sword bites into a wight or a vam-
pire. The DM must remember that Blackrazor
exists solely 1o feel power and life forces coursing
through itself, and sometimes it may not be too
picky about where the energy is coming from,

In addition to the above, the sword has the fol-
lowing powers:
= Speech and tefepathy (common and whatever

tongues its wielder knows, which it learns

relepathically).

s Derecs living creatures, 6l-foot radius.

s faste spell (bearer only, 10 round duration),
once a day.

= Upto 100% magic resistance to charm and
Jear {exact percentage depends on the level of
the opponent casting such a spell; -5% per
level difference if the caster is higher level

than the sword wielder).
476
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Blade of Black Ice

XP Value: 4,000 GP Value: 20,000
Rary the Traitor
Lord Robilar, Rary’s companion and military
commander, is a grim, black-haired, saturnine
man with a brooding countenance, deep-sct cyes,
and a short goatee. In battle, he wields the blade
of black ice, a sword said ro have been forged by
Iuz himself. Seemingly made of ice, the blade
inflicts 1d10+3 points of damage (with an addi-
tional +3 for Robilars Strength bonus), as well as
acting as a sword +3, frost brand. The bonus
against fire-based creatures is therefore +6 (+9
with his Strength bonus), With this sword, Robi-
lar suffers no ill effects for wearing his armor in
the desert.

Blades of Corusk
XF Value GP Value
Dreamsinger: 3,000 12,000
The Edge: 3,200 16,000
Greenswathe: 4,000 20,000
Harmonizer; 3,000 15,004
Stalker: 1,800 22,000

Howl From the North
The blades of Corusk include the following
hlades:

Name Al Weapon Type

Dreamsinger N Hroad sword +3

The Edge CN  Bastard sword +3

Greenswathe N Scimitar +3

Harmonizer N Defender, iwo-handed
sword +35

Sralker NG Long sword 43

Blade of Lathander
XP value: 3,000 GP Value: 15,000
Curse of the Azure Bonds
The Blade of Lathander is a magical broad sword
of incredible power, forged by a renowned dwarf
smith in the fires of the moming sun itself, in the
Temple of Lathander at Saerloon. It was created
for one purpose: to slay the spirit of Tyranthraxus,
master of the Pool of Radiance.

The sword is a broad sword +3 with a blade of
smoked ruby quartz, unbreakable in normal com-
bat. On its golden pommel are the symbols of
Lathander and Tyranthraxus, the latter crossed
out, In normal combat, the sword functions as a
broad sword +3. In combat with Tyranthraxus or
those he has possessed, the sword will glow a
bright pink. When it glows it is +6 on attack rolls
and inflicts 3d10 points of damage. Tyranthraxus
must make a saving throw vs, spell (at —6 for the
body he inhabits) or be forced to retreat to the
Pool of Radiance.

Unlike the gauntlets of Moander and the helm of

dragons, the sword has no other special powers.
Since its forging, it has never been used against
Tyranthraxus, though its existence is said to have
kept him in the North during his peak of power. It
was stolen from Saerloon and the Temple of Lath-
ander 100 years ago, and has bounced from trea-
sure vault to treasure vault for the past hundred
years. Two years ago it was stolen from the Zhen-
tarim by a halfling. The Black Nerwork recovered
the sword and sank the ship the thief was escaping
in. The Zhentarim have since put out the rumaor
that the sword was lost at sca, when in reality it is
being kept by Fzoul Chembryl in his tower.,

Bladeless

GP Value: 20,000
Old Empires
This sword was created by the smith Holin. It has
a hilt of solid silver (& much rarer metal in the
South than gold) and is encrusted with opals. The
blade itself is magical; it is imisible and intangi-
ble, seemingly without existence. The blade is
really in the Ethereal Plane; it harms only those
creatures that require magical weapons to strike
them. It causes double damage to creatures
affected only by magic, and it inflicts mriple dam-
age to undead. For the purposes of calculating
damage, it is considered to be a khopesh sword
+4,

XP Value: 4,000

Blood Drinker

XP Value: 4,400 GP Value: 22,000
DratoN Magazine 99

A thirsty sword of wounding.

Bloodletter

XP Value: 4,500 GF Value: 22,500
PoLyHEDROM Mewszing T6
A chaotic neutral fong sword +3 (Int 17, Ego 16).
Its primary abilities are derect reptiles in a 30-
foot radius, detect magic in a 10-foor radius, and
detect invisibility in a 10-foot radius. Its extraor-
dinary power—wounds from Bloadlerer con-
tinue to bleed, causing an additional 5 points of
damage each round until the victim is magically
healed. Its special purpose 18 to slay reptiles or
anything resembling a reptile (the sword can't tell
the difference). On a nawral roll of 17 to 20 a
reptile is automatically decapitated (save vs, spell
to avoid). Apainst dragons, the sword does triple
damage. The sword speaks Common, Orc and
Elf.

Bloodsword
XP Value: 200 (P Value: 4,000
PoLyHEDRON Mewszine B2
This clegantly crafted long sword gives its wielder

a -+2 attack and damage bonus against any creature
5482
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that has blood. Against foes without blood, such as
undead, noncorporeal beings, or gaseous creatures,
it functions as a normal sword. The sword never
needs to be cleaned; any blood on the sword is
immediately absorbed into the blade,

Once the sword 15 drawn, it must draw blood
before it can be sheathed. The sword’s wielder
cannot sleep with the sword unsheathed, as the
sword, which communicates relepathically, will
keep its owner awake until its blood lust is sated.

Blue Dragon Bane
XP Value: 4,100 GP Value: 27,500

PowynEnros Newszne 76
This finely crafted artifact is a long sword +4, +5
vs. bine dragons. The sword gives its wielder sev-
eral benefits; invalnerability to lightning-based
attacks and the ability to cast a globe af imulner-
ability and heal each once a day. Each time the
wiclder slays a blue dragon, the sword casts
fongevity on the wielder, as the potion (including
the side effects). The scabbard is magical. Should
the sword ever be lost, the wielder can reclaim the
weapan by grasping the scabbard and willing the
blade to return

Brightblade
XP Value: 2,700 GP Valoe: 27,000
Tales of the Lance
This two-handed sword is among the finest weap-
ons ever crafted by dwarves for humans. Rumored
to be over 2,900 years old, the Brightblade
remains keen and vital, showing no wear from the
long wearying ages. Legends regarding the sword
remain few, lost with the death of the ldst of the
Brightblades.

In the time of Vinas Solamnus, a warrior
named Herthel defended a lone dwarf traveler
from the savagery of bloodthirsty hobgoblins. As
a reward, the dwarf noble crafied a beautiful shin-
ing sword for his savior. The sword bore the name
of the Brightblade.

In the years that followed, Berthel wielded the
Brightblade in the service of Vinas Salamnus
during the Rose Rebellion. Afterward, Berthels
son Hedal took up the honor, and proved himself
as heroic as his father. He singlehandedly
defended a strategic pass from fierce desert
nomads.

The Brightblade continued in the serviee of
Berthel's line until its owner was slain and it was
lost to ogres. Afler the Cataclysm, a descendant of
Hedal's, Bayard Brightblade, recovered his family’s
sword, which he then passed on 1o Galen Pathwar-
den di Caela Brightblade, his adopted son. Although
Galen's beginnings were humble, he became known
a5 a knight of great virtue and prowess.

Through history the sword passed to Emelin

.-.‘ﬁml"l-..vl'm,w..hb'u.-.u W o M

.;
y =
2

Brightblade, grandsire of Sturm, and thence to
Angriff Brightblade. The sword was lost during
the peasant rebellion called the Cuterying, but
Sturm at last reclaimed his heritage when he
came of age and faced down Lord Wilderness'
challenge of the heart. The Srighthlade defended
Sturm to the last, when he fell at the High Clerist's
Tower during the War of the Lance. The sword's
current location is unknown.

The Brightblade is a two-handed sword +3 of
dwarven make. It resists rust and corrosion and
its edges never lose their sharpness. Strong dwar-
ven runes of protection cover it, forbidding those
unworthy to use it. Only those of noble heart,
virtue, and courage can command its full powers.
If used by one of dark purpose, weak beliefs, or
evil will, it will shatter, and may only be restored
by the grace of the gods.

The sword’s runes of friendship and peace
grant the wielder +2 to all response checks from
others, Further, this two-handed sword has the
speed and swiftness of a long sword. Finally, the
Brightblade can summon light and provide pro-
tection from evil once a day.

Caeren-Uroth
XP Value: 2,600 GP Value: 13,000
PolyHEDRON Mewszine 43
This is the fabled blade given to Reortin, a human
ranger, who was hailed as “Defender of the

Forests” by a large settlement of gray elves under
5253
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siege by a platoon of gnolls who wanted to turn
the forest into lumber.

The sword, whose name in EIf means “Blade
of the Forest,” grants abilities as if the wielder
were an elf, and allows the bearer to automati-
cally speak with animals and cast animal friend-
ship three times each per day.

Caeren-Uroth 18 a broad sword +3 in the hands
of any person who can wield a sword, but its spe-
cial abilities only work when in the hands of a
neutral good ranger. The sword is finely and sim-
ply crafted, and the crossguard is shaped like a
ring of oak leaves. An amber gem in the center of
the hilt contains a splinter of wood from a holy
tree of Rillifane Rallathil. The swoard’s current
location is unknown,

Calathangas
XP Value: 800 GP Value: 8,000
Deacox Magazine 158

Also called the rat blade and the sting of Xeras-
tos, this unique sword first appeared over 80 win-
ters ago during a plague that swept the Dalelands.
It was used by a warrior of Battledale named
Rathinor, who evenmally fell fighting a band of
thizves in the wood, killing and wounding several
of them before dyving himself. The rogues were
never seen again and presumably disbanded.

The blade disappeared for 15 years, until a
voung and ruthless soldier named Xerastos
bought it from a peasant for the price of six
sheep. He quickly grew in infamy as the captain
of a small but powerful group of adventurers. His
enemies feared him no less because of rumors of
an awful curse upon his sword than for his
prowess with the weapon,

Xerastos met his fate a decade later at the
hands of an eager paladin who sought to destroy
the blade. The paladin killed the wicked man and
intended to return Calathangas to his church, but
took ill before completing his quest and disap-
peared. The weapon has not been seen since,

Calathangas is a short sword with a very
sharp, steel blade and a plain hilt set with a white
maoonstone (worth 250 gp). [t is +1 on attack rolls
and +3 on damage rolls. Although it is not intelli-
gent, it is evil and inflicts lycanthropy (wererat)
upon anvone who so much as holds the blade
without passing a saving throw vs. spell; this
check must be repeated each week the weapon is
used,

In combat, anyone injured by the blade, but not
actually killed by it, has a 20% chance of con-
tracting wererat lycanthropy. The sword glows
only when rats are within 50 feet of it; if the
wielder desires, he or she can summon and con-
trol 2d12 giant rats {30%) or 6d12 normal rats
{70%). They arrive in 1d4 rounds if any are

nearby. Should the wielder compete with a vam-
pire or other creature for control of the rats,
Calathangas succeeds 70% of the time,

Canopa’s
GP Value: 15,000
Temple of Death
This sword +2 has an Intelligence of 8 and an
Ego of 5. It can find shifting walls and rooms and
Sind traps.

XP Value: 4,000

Captain’s

GP Value: 15,000
Treasure Maps
The captain’s sword is an infelligent sword +4
with a lawful evil alignment. It has the special
ability to find treasure.

XP Value: 3,000

Casterbane
GP Value: 3,500
Castle Amber
This neutral sword +//+2 vs. spell users has an 8
Intelligence and an Ego of 8. It detects invisible
and derects traps.

XP Value: 700

Celestial Fury
XP Value: 3,000 GP Value: 30,000
Dracon Magazine 181
Many years ago, fierce tempests and fires ignited
by lightning ravished the province administered
by daimyo Hoshi Katahiroi. The daimyo’s advis-
ers, all respected shukenjas, soon divined that
Mature was nol to blame, but a powerful dragon
of an unknown order. Some of the wise men sug-
gested that the creature was an abomination;
others believed it was harn of Primal Chaos
before Kara-Tur was formed. All the advisers
agreed to name it Celestial Fury.

Yet daimyo Hoshi did not want to categorize
the scourge of his province; he wanted to destroy
it. He commissioned the famed Chigatta (a reclu-
sive artisan, master of mystic arts), to construct a
weapon that might sunder the dragon’s spirit as
well as cleave its scaled body. Chigatta's labors
resulted in the finest katana imaginable, dubbed
Celestial Fury after the beast it was fashioned 1o
destroy, and enchanted with the power of flight.

With this weapon, Hoshi sought his province's
bane among the storm clouds. Shouts and roars
resounded through the heavens for days, and
forked fire lit up the nights. At long last, Hoshi
destroyed the dragon’s body and trapped its spirit
within his sword, merging the two Celestial
Furies and imposing order over chaos. To finalize
his victory, Hoshi had Chigatta fashion a scab-
bard from the dragon’s hide and embed its magic
pearl in the hilt.

Yet the dragon had its revenge. Hoshi was
460
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skilled in hattle but weak of will. Celesvial Fury 5
spirit took control of Hoshi, forcing him to slay
Chigatta and then slay himself. The katana subse-
quently disappeared (most likely, Hoshi's griey-
ing family discarded the traitorous weapon) and
has perhaps changed many hands in the years
gince.

Celestial Fury 15 a katana of excellent con-
struction—a flexible but unbreakable blade of
razor sharpness, a hilt covered with comfortable
leather, and a huge pearl fixed at its end. The
magical characters for celestial fury are inscribed
on the blade, which glows pale violet and crack-
les with electricity when drawn (5-foot radius
tllumination). The sword is sheathed in a scab-
bard of dragon hide, the slate-gray scales of
which constantly flash with streaks of silver, blue
and violet,

Only chaotic-good, chaotic-neutral, or chaotic-
evil individuals may safely handle Celestial Fury,
others receive an electrical shock for 9 points of
damage each round they touch it. On compatibly
aligned characters, Celestial Fury bestows com-
plete immunity to all forms of lightning—mun-
dane and magical—and protects the user and all
possessions from wetness due to fog or rainfall
{even during a hurricane) but not immersion,

Each time Celestial Fury 18 drawn, thunder and
lightning explode from the scabbard, causing
everyone within 10 feet to save vs. wands rwice—
onee to prevent bindness for 1d4 rounds, the sec-

ond time, deafness lasting 2d6 rounds. The
wielder is immune to these effects, and characters
who take suitable precautions (those who do not
look at the wielder or who stop their ears with
cotton) save at +5, Celestial Fury is a +3 magical
weapon with the following additional powers:

» Storm Gathering: Once drawn, Celestial
Fury and its wielder are constantly surrounded
by foul weather for a two-mile radius, despite
the environment’s natural tendency. This
power has an effect similar to the 6th-level
shukenja spell control weather except that the
weather only gets worse—precipitation moves
toward cloudiness, winds become stronger,
temperature is unaffected. This effect cannot
be dispelled, though an anti-magic shell will
stop ik

* Booming Thunder: Each and every success-
ful strike on an opponent causes a deafening
boom. While of lesser intensity than the sound
resulting from Celestial Fury being drawn, the
thunder is sufficiently violent to stun an oppo-
nent for one round unless he saves vs. spell.

= Shocking Blow: Three times each day, the
wielder may designate a given strike as a
shocking blow before the attack die is rolled.
A successful hit causes an additional 20 points
of electrical damage. If the blow misses and
the opponent wears metallic armor, a second
attack roll against AC 10 is made; a hit signi-
fies the opponent takes 10 points of damage
from arcing electricity. Opponents in non-
metallic armor must be struck for this power
to work. Once called, the blow counts as one
usage of shocking blow, whether or not it suc-
ceeds.

+ Lightning Strike: Once a day, Celestial Fury
may release a lghming bolt at a target within
240 yards, causing 10d6 points of damage.

= Flight: This power operates for four hours per
day, at MV 18 and Maneuverahility Class B.
Celestial Fury is a sentient weapon (Intelli-

pence 12, Ego 9) of chaotic-neutral alignment. It

communicates its desires through semi-empathy,

Its thoughts revolve around causing foul weather

and mindless exhibitions of power. It also seeks

vengeance against the descendants of Daimyo

Hoshi and Chigatta.

Chainsword
XP Value: 1,500 GP Value: 12,500
Dracon Magazine 132
The chainsword is a huge, unigue, two-handed
sword that has the special purpose of slaying tre-
ants. This weapon was created by a very secretive
wizard named Jufe Bairo, who did the work
under the commission of an evil warrior named

Regenetir. Apparently, Regenetir has a great
£40|
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hatred of treants; the source of his anger is
unknown (the bards didn’t do a very good job of
recording this story),

Regenetir, though certainly over 50 now, still
actively hunts for trcants. Recently, in fact,
Regenetir came upon a treant and several druids
at a place where many forest paths meet. A
slaughter ensued. Because of the human casual-
ties, the incident has become very famous and is
called the Nexus Chainsword Massacre,

The chainsword itself is somewhat unusual,
though it lacks decoration. About the edge of the
blade is a series of small metal teeth set on a
metal loop. An additional handle is mounted on
the side of the weapon to aid in balancing it while
the chainsword ¥ toothed band is running. The
weapon 13 b-foot-long and weighs 25 pounds gp.
When it was created, it cost 12,500 gp and took
55 days of labor. The construction of the
chainsword, in addition w its enchantment, also
required the research and development of a new
spell that Jufe called monion. This research cost
an additional 5,000 gp and took an undetermined
amount of time.

Any being struck by the chainsword while it is
“lurned off ™ takes normal damage from a magical
sword. If the toothed band is activated with the
command word (“Gettum!™), an additional 1d6
points of damage is done by the rotating teeth, If
used against an opponent wearing armor, the oppo-
nent’s armor must save vs. crushing blow or be
reduced one step in value; magical armor failing
this save loses 1 point of enchantment or 1 special
ability. If a treant is struck by this weapon, the
rotating teeth are automatically activated, and the
treant must save vs. petrification or be sawed in
half and slain. Only treants are subject to this
destructive effect. If the toothed band is activated,
the user must hold the weapon by the hilt and by
the secondary handle on the sword's blade in order
to control it. Special attacks made without the use
of the secondary handle are at -2 on attack rolls.

Details of the motion spell propelling the
chainsword have been kept secret by Jufe, though
spies have found it is a Sth-level spell which creates
instantaneous velocity to affect the movement of an
object, If cast on the wheels of a wagon, for exam-
ple, a motion spell would allow the wheels to move
independently of outside forces (such as horses or
downbhill slopes). Without permanency, the mation
spell lasts only one tumn per level of the caster, but
during that time it may be turned on and off at the
caster’s command, This spell was cast upon the
toothed band of the chainsword and made perma-
nent. When the chainsward is activated by com-
mand or by striking a treant, the motion spell
causes the toothed hand 1o rotate at a tremendous
speed and with great noise. The toothed band wraps

around the blade of the sword and through a hollow
spot at the top of the hilt, allowing it to rotate in a
continuous loop. The user, of course, loses all
chances to surprise foes,

Certain imperfections found in the
chainsword 5 operation may plague the wielder,
First, when the weapon is cutting through a tre-
ant, the chainsword has a 10% chance to become
Jammed in place. The marion spell continues to
operate, but since the toothed band can no longer
move, the entire sword is swung about. A Strength
check must be made on 1420 to hold onto the
sword and withdraw the blade. If the roll fails, the
chainsword tears itself from the user's grasp and
13 stuck, requiring a bend bars/lift gates roll to
free it. If the user manages to hold the jammed
weapon, the sword makes a saving throw vs.
crushing blow (as hard metal with its magical
attack bonus as a saving throw bonus); failure
indicates that the toothed band snaps, is flung
from the weapon, and is either lost in the sur-
rounding area or hurled at the wiclder for 2d8
points of damage (50% chance for either result),

of Charm Person
XP Value: 250 GP Value: 2,500
Dunceons & Dracows Expert Rules Set
This sword can cast charm person (1st-level wiz-
ard spell) on command, up to three limes a week.
The effects are the same as the spell.

Chopping
XP Value: 800 GP Value: 4,000
Dracon Magazine | 79

This +2 weapon does 1 point of structural dam-
age if used on an inanimate object, cutting
through wood and stone equally well. It destroys
an oppanent’s shield, if so commanded before the
attack is rolled, if the sword hits the target’s
Armor Class; no damage is done to the victim,
but the shield must save vs. crushing blow. Other-
wise, it is merely a sword +2,

Clamorour

GP Value: 20,000
Hall of Heroes
Piergeiron, “The Paladinson,” wiclds Clamorour,
a haly avenger, the sword of his father, and
though he prefers diplomacy to battle, he fights
with the knowledge that he is hlessed by his god.

XP Value: 4,000

of Cleaving
XP Value: 10,000 GP Value: 50,000
The Throne of Bloodstone
This lethal blade, swung by Glyphimhor, a power-
ful lieutenant in the Lower Planes, causes douhle
damage on an attack roll of 18, 19, or 20, The

sword requires a Strength of 18/00 or greater to use,
5495
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Colada
XP Value: 400 GF Value: 2,000
Duncieoms & Dracoxs Master Set
Colada was the sword of the hero El Cid. It is the
cguivalent of a holy avenger +5.

of Cold
X Value: B GP Value: 4,000
Grevhowk
In addition to a +2 bonus vs. creatures of Mery
origin, this weapon scores triple damage when-
ever & 20 is rolled. It is able to dispel a wall of fire
and gives its user the same protection as a ring of
fire resistance.

Companion
GP Value: 30,000
Old Empires
This long sword +3 currently belongs to Furifax,
a tall half-elf fighter. He also calls the blade My
Brother of Arms.

XP Value: 1,400

Corgon’s Breath
see Heart af Stone, below,

Corellon’s
XP Value: 6,000 GP Value: 30,000
Monster Mythalogy
The avatar wiclds a fong sword +5 that causes
4d10 points of damage per round to anyone else
holding it {double that for goblinoids),

Corthalis
XP Value: 12,000 GP Value: 60,000
POLYHEDRON Newszine 76
Corthalis is a brilliant, silver-bladed sword +2.
However, in the hands of a woman with a Cha-
risma of 17 or more, it is +5. The neutral good
blade can speak Common, Elvish, Dwarvish and
Orcish. However, it prefers to speak only to beau-
tiful women. The sword's special abilities become
known only to women who wield it. Twice a day
the sword can shoot lightning equal W a lighining
bolt spell cast at 9th-level. In addition, the sword
can detect evil and detect liex cach four times a

day.

Courtain
XP Value: 12,000 GP Value: 120,000
Dunceons & Dracons Master Set

Caurtain, known also as The Short Sword, was
used by Ogier the Dane, a Paladin of Charle-
magne (who, known as Holger Danske, is the folk
hero of Denmark). The smith Munifican took
three years to make Courrain, This sword com-
bines the power of a haly avenger +4, a vorpal
blade, and a sword of sharpness,

of Cowardice

XP Value: 2 (M) GP Value: 10,000

Dinacon Magazine 91
Developed by certain gods of mischief, notably
Loki, this weapon is a magical sword +35 with a
pommel formed in the shape of an animal, mon-
ster, or human head. The sword is capable of
speech, with a minimum Intelligence of 14 and
special abilities as determined by the charts
under Sword, Special. This wonderful weapon,
however, has also been infused with a cowardly
personality. The first time it is swung at an
opponent in combat, the sword ¥ head-shaped
pommel shrieks in terror and cries for help. The
noise attracts all wandering monsters within a
120-foot radius. The sword continues to yell
and cry for 2d6 turns unless a silence spell is
cast upon it.

The sword will also attempt to avoid combar,
twisting in the user's hands. The holder must
make a successful open doors roll at the start of
every combat round, or else the sword twists oul
of the user’s grasp and lalls to the floor, still
shricking. If the user can hold onto the weapon, it
may be wiclded normally during that round, with
all appropriate honuses to artack and damage.

Some of these swords are so timid that even
being brought within sighting distance of a non-
human monster causes them to start shrieking.
Though these swords are not cursed Lo remain

with a particular owner, they are often regarded
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as too valuable to dispose of (how many swords
+5 does one find?) and are usually kept despite
their disadvantages.

Crusader
XP Value: 6,000 GP Value: 30,000
The Mines of Bloodswone

Crusader, a long sword 43, holy avenger, pro-
vides 50% MR in a 5-foot radius, dixpel magic al
17th level in a 5-foot radius, +10 damage vs.
chaotic evil opponents, If a tanar'ri is slain with
Crusader, the sword gains following special pow-
ers: heal once a day, strengih once per day when
fighting evil apponents, charm person on contact
once per day. The sword will disintegrate a
tapar'ti on a natural (unmodified) 20. It is tele-
pathic with its owner, and can eammune with the
minor deity Lalibela once a week. The sword’s
Ego and Intelligence are 17. The sword will howl
in anguish if the wielder runs from a tanar’ni, On
the second instance of cowardice in the face of a
tanar'ri, the sword will instantly feleport away,
leaving its owner behind.

Crysomer

XP Value: 4,000 GP Value: 20,000
Doc's Island
When used by a lawful good nonpaladin,
Crysomer will not reveal its true identity, but
seems, by all tests, to be an unintelligent long
sword +2. If touched by a creature not of lawful
alignment, or one not good, it waits until it is used
in combat, at which time it shacks the user for
3d& points of clectrical damage (no saving throw,
no resistances apply unless of divine origin}.
When wielded by a paladin, the sword bestows
50% magic resistance in a 3-fool radius (auto-
matic unless commanded otherwise), on com-
mand it can dispel magic in a S-foot radius, as ifa
wizard of the paladins level, does +10 damage
vs, chaotic evil opponents (instead of +35, auto-
matically).

Its other abilities and properties include an
alignment of lawful good, (as a holy avenger), an
Intelligence of 17, and an Ego of 38, 1t can detect
evil with a 20-foot range on command, detect
shifting rooms and walls with a 10-foot range on
command, detect magic with a 10-foot range on
command, detect invisibility with a 20-fool range
on command, read languages on command or
voluntarily, read magic on command or voluntar-
ily, has relepathy with user, regenerates user 1 hit
point per turn (automatic), and can teleport with
user once per day (DM rolls normally, as the Sth-
level wizard spell, but Crvsomer adjusts the roll
by 5%, and the Initiative modifier for activation
is +1—a maximum weight of 600 pounds can be
carried). This sword can speak Common, Dwarf,

Halfling, Fire Giant, Gold Dragon, and High EIf.

Crysomer 5 special purpose is to defeat chaos,
When used against a chaotic opponent, a success-
ful attack forces the victim to save vs. spell
{including Wisdom adjustment, if applicable) or
he paralyzed for 1d4 rounds.

As soon as Crysomer is louched by a paladin,
it informs the paladin of its name and abilities,
in the order listed ahove, at the rate of one bit of
information per round. This may be pertinent if
the paladin needs to use certain abilitics of the
sword quickly (for example, to telepart out from
within a lurker or trapper). Remember that a
character’s ToPS (Total Personality Strength) is
Intelligence + Charisma + Level. Note the ToPs
of Crysomer (Intelligence+Ego) is 35; it usually
controls all but the most powerful paladins,
However, its behavior and preferences are for
the ideals of the paladin. It is extremely lawful
and good, and tolerates no nonsense from
chaotics. If Crysomer assumes control, it relics
on the user for Wisdom and counts on its own
Intelligence. Where applicable, the user there-
after introduces himself or herself by both
names. In other words, if a paladin named Athel-
sta was using Crysomer, as an ¢xample, she
would introduce herself as “We are Athelsta
Crysomer, paladin.”

Though often misinterpreted as the use of the
royal or editorial “we." it is literally an intro-
duction to the two life forces merged into one
being. Needless to say, Crysomer does not
allow any other magical sword to be used by its
paladin, regardless of the results of the compar-
1son between personality strengths. It does not
object to the use of other magical items or
WEAPNE.

Crysomer uses the regeneration and teleport
ahilities as commanded or as needed, but does
not use the laiter voluntarly unless the situation
is desparate. 1t demands that it be decorated
once per month, If not appeased, it withholds
abilities until satisfied (unless the user faithfully
promises Lo “feed” it as soon as possible). It
only accepts emeralds, rubies, or diamonds as
decorations, and of a minimum value of 5,000
gp per month. The gems currently on its hilt
total 50,000 gp in value.

Crysomer was forged in the distant past, and,
as one of the Great Legendary Swords, it leads
young paladins on the road to fame and fortune,
Omnce it has a paladin under its control, it does not
needlessly endanger the character. However, il
does oceasionally wear out the users if they are
not up to the epic tasks it sets before them.
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Cuprumbane

G Value: 2,500
Dracow Magazine 99
This is a sword +2, a bronze dragon slayer, It
can detect precious metals (type and amount)
within a 20-foot radius and derect secret doors
within a 10-foot radius. It has the ability to speak
the blue dragon tongue as well as Common. It has
an Intelligence of 14, an Ego of 7, and an align-
ment of neutral evil. This sword, often called
Cuprumbane, is greedy, hateful, and probahly has
concerns for its master only insofar as its own
interests are concerned. The sword'’s abilities are
killing bronze dragons and finding their loot,
however well hidden it might be. It speaks the
blue dragon language so that il can communicate
with them and ind their most hated enemies, the
bronze dragons. Whenever Cuprumbane gets
within one mile of a bronze dragon, it tells the
wiclder where the dragon can he found. 1f the
wielder does not immediately head to destroy the
creature, the sword tries to overthrow the host's
body. The wielder must roll a save vs. spell every
10 rounds (one turn) while within the one-mile
dragon deteciion radius.

XP Value: 700

Cursed
XP Value: — GP Value: 600
DimGEoN MASTER Guide
This 15 a sword that gives off a magical aura and

performs well against targets in practice, but

when it is used against an opponent in combat it
reduces its user's attack rolls by <2. Only by care-
ful ohservation can this lowering be detected. All
damage scored is reduced by 2 points, but never
below a 1 in any event. The sword will always
force the character to employ it against enemies,
appearing in the character’s hand. It can be gotlen
rid of enly by means of imifed wish or wish.

Cursed 11
XP Value: — GP Value: 400
DinGeEan MasTER Guide
This sword performs in all respects as a weapon
+1, but when its wielder is faced by an enemy,
the sword will weld itself to the character’s hand
and force him to fight until the enemy or the
wielder is slain. After that, the possessor can
loose, but never nd himself of the cursed sword,
No matter what is done, it will appear in hand
whenever an opponent is faced. The character can
be freed of the weapon only by a remove curse

spell.

Cursed Berserker
XP Value: — GP Value: 900

Dungeos MasTer Guide
This performs by every test, save that of the heat
of battle, as a +2 magical sword of some sort,
However, in actual battle its wielder will go
berserk, attacking the nearest creature and contin-
uing to fight until dead or until no living thing
remains within 60 feet. The sword has a +2 bonus
and otherwise acts as a cursed sword +1. The pos-
sessor of a cursed berserker sword can be rid of it
only if it is exorcised via a remove curse spell or
wisih.

Cautter
XP Valoe: 2,000 GP Value: 10,000
Sabre River
Cutter is a sabre +5 with a lawful good align-
ment. It has an Intelligence of 12 with the ability
to speak common. The sword has the following
ahilities:
* The sabre can attack by itself and move
through the air as if flying.
= The sabre can locate all secret doors within 10
feet up to three times a day.
« The sabre can read magical writings and
scrolls.
* The wielder can inflict 4 times the normal
damage for 1d10 rounds once per day.
*  The sword can detect all types of gems within
60} feet by pointing itself in that direction.
Curter’s real name is Erbas, adopted son of
Korse. As an infant, he was found on the banks of
the river. Cutter is really the polymorphed sabre
of the Alphatian general, created by the lightning
S50
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that cut the sabre in two. Currer is unaware of his
true nature, He does not know he is a sabre.

As a boy, Cutter has the same abilities as the
sword, with a few alterations. He can move and
attack by himself, but only on fool and with his
fists or a handheld weapon, he cannot do extra
damage. Cutter can find secret doors as the sabre
can. However, he doesn’t always think to tell his
friends what he sees. When they are not looking,
he might pass through the secret door. Cutter can
read magic and detect gems just as the sword can,

of Cymrych Hugh
XP Value: 3,000 GP Value: 40,000

Hall of Heroes
Tristan wields the sword of Cymrych Hugh, a
long sword first used by his ancestor to defeat
Kazgarath and found the line of the high kings.
When he found it, its hilt was wrapped in old, dull
leather, and it rode in a scabbard of dull, brown
leather. The blade, however, is silver, and it shines
with a light all its own. The blade 15 emblazoned
with a crest and motto in the Old Script. Accord-
ing to the “Ballad of Cymrych Hugh,” the sword
was forged by dwarf smiths from metal forged by
the goddess herself. This sword is a long sword
+4. It has a special purpose of defeating Kaz-
garoth. Its special purpose power is to cause fear
in its target for 1d4 rounds. It can derect evil in a
20-foot radius and communicates by empathy. Its
Intelligence iz 12, and itz Ego 13. If Kazparoth is
within 360 feet of the sword, and the wielder

touches the sword by the hilt, a successful saving

throw vs, spell must be made or the character is
compelled to seek out the monster and do battle,

Cyric’s
XP Value: 4,000 GP Value: 20,000
Wai
Although it resembles a short sword of dancing
+2, this chaotic evil weapon is intelligent and has
powers almost on the level of an artifact, Its ori-
gin and purpose remain a mystery.

If directed to parry, the sword hurls back any
weapon it contacts, regardless of weapon velocity
or wielder’s strength.

The sword has vampiric abilities. On any
killing blow, the sword can drain all the blood and
life energy of its victim. This causes the sword to
glow a bright rose red. If the sword has not
drained a victim in 24 hours, it gradually wanes
in color.

I it desires, the blade can release drained life
energy (o heal or revive its wielder (but no one
else). It cannot be forced to do this. The sword
also keeps the wielder comfortable in extreme
heat and cold.

The sword can speak with its user releparhi-

cally. It has an Intelligence of 17 and an Ego of
10, The sword has other powers determined by
the DM,

This weapon's principle drawback is a curse
that causes blood lust in the wiclder. Also, as with
many objects of powerful evil, the item gradually
precccupies its owner's mind. The wielder even-
tually grows paranoid, obsessed with the sword,
and knows no peace if the sword is taken away.

Dale
XP Value: %00 GP Value: 4,500
Adventures in BLACKMOOR

Willem of the Heath (also known as the Blue
Rider) was a legendary warrior who wielded a
sword of blue flame and rode an incomparahble
blue-hlack stallion. The weapon legends speak of
it as a sword +/, that flames on command. In
essence, this is the equivalent to a sward +/,
flame tongue.

of Dancing

XP Value: 4,400 GP Value: 22,000
Dunceon MasTer Guide
On the first round of melee this weapon is +1, on
the second 42, on the third +3, and on the fourth
it is +4. On the fifth round, it drops back to +1
and the cycle begins again. In addition, after four
rounds of melee its wielder can opt to allow it to
ud.a-_nm‘ﬂ

Dancing consistz of loosing the sword on any
round (after the first) when its bonus is +1, The
sword then fights on its own at the same level of
experience as its wielder. After four rounds of
dancing, the sword returns to its wielder, who
must hold it (and use it) for four rounds before it
can dance again. In other words, 1t is loosed Lo
dance for four rounds, going from +1 to +4, and
must then be held by its wielder at a +1 state and
physically used for four successive rounds of
combat.

When dancing, the sword will leave its owner’s
hand and may travel up to 30 feet away. At the
end of its fourth round of solo combat, it will
move W ils possessor’s hand automatically. Note
that the dancing sword cannot be physically hit,
although certain magical attacks such as a fire-
hafl, lightning bolt, or transmute metal to wood
spell could affect it,

Finally, remember that the dancing sword
fights alone at the same level (and class) as its
possessor—if a 4th-level fighter, the sword fights
alone exactly the same; if a Tth-level thief is the
wielder, the sword will so fight when dancing.
Relieved of his weapon for four melee rounds,
the possessor may act in virtually any manner—
resting, discharging missiles, drawing another

weapon and engaging in hand-to-hand combat—
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as long as he or she remains within 30 feet of the
sword. If further than 30 feet from the weapon, it
falls lifeless 1o the ground and is a +1 weapon
when again grasped.

Bards can release a sword of dancing on any
round in which its plus isn’t a 1. Blades (a bard
kit) of 5th level or higher can release the weapon
after the first round; it will fight on its own for a
number of rounds equal to the blade’s level before
returning for one round,

Dancing Sword of Bronze

XP Value: 4,800 GP Value: 35,000
Legends & Lore
This ancient weapon appears to be a tarnished
sword of bronze. 1f wielded by a being with a
Strength of at least 18, however, its true nature
becomes apparent. It no longer looks corroded,
and performs as a sword of dancing +1 as
deseribed in the DMG. When held by its owner,
the dancing sword of bronze has the ability to
shoot a 30-point lightning balt once per round. If
its owner i killed, or moves maore than 30 feet
away from it, the sword vanishes, only to reap-
pear in its corroded form years later in some
farmer's field. In the hand of any being with a
Strength of less than 18, the sword appears to be
nothing more than a correded, -1 weapon of
bronze.

Dancing Sword of Lightning
XP Value: 4,500 GP Value: 32,000
Gods, Demigods, & Heroes
A dancing sword of lightning behaves as a dane-
ing sword except that it shoots one lghining boll
from its tip per lurn that does 3d10 points of dam-

age.

Darius’s
GP Value: 4,000
The Lost City
This is a sword +/1 that can cast a light spell on
command with a glow of 30-foot-radius. This
power can be used three imes a day, and fune-
tions as though cast at the 12th level.

XP Value: 800

Death-to-Monsters
XP Value: 3,000 GP Value: 15,000
PovLynenmon Newszine 76
This bastard sword +5 (Int 13, Ego 14) has a
lawful good alignment. Primary abilities. defect
magic 0" radins, detecl sloping passage
10" radius and detect traps in a 10" radius. Special
power—it paralyzes victims for 1d4 rounds
{unless they save vs. paralyzation). Special pur-
pose—slay nonhuman monsters. The sward
speaks fluent Commaon,

Deep Sashelas’s
XP Value: 3,000 GP Value: 16,000
Monster Mythalogy
The avatar’s lang sward +4 inflicts douhle dam-
age on sahuagin and ixitxachitl and can create a
20-HD fighming bolr once a day.

Defender
XP Value: 3,000 GP Value: 15,000
DurGeon Master Gude

This weapon gives its wielder the option of using
all, some, or none of its +4 bonus in defense
{improving Armor Class) against any opponent
using a handheld weapon, such as a dagger,
mace, spear (not hurled), or sword. For example,
the wielder can, on the first round of barttle, opt to
use the sword as +2 and save the other 2 bonus
factors 1o be added to Armor Class. This can be
done each round. Note that there is also a
defender +5. This 15 identical to the 44 sword
with | extra honus point.

Desert Blade
XP Value: 3,000 GP Value: 20,000
Land of Fate
This weapon is similar o the sun Made save that it
i5 a great seumitar and reguires both hands to wield.
Optional: Roll on the table below to find the type

of Genie affected by the sword.
Roll  Genie Type
] Dyjinni
2 Dao
3 Efreeti
4 Marid

Dragonbait’s Holy Avenger
XP Value: 4,000 GP Value: 20,000
Curse of the Azure Bonds

This oddly shaped sword +5 was Dragonbait's
chief weapon during his adventures with Alias. It
has a wide, top-heavy blade with jagged teeth and
a short handle. It functions in the same manner as
the holy avenger sword, providing a magie resis-
tance of 50% in a 5-foot radius, dispelling magic
at the same level as the wielder, and inflicting
F10 points of damage to chaotic evil apponents.
Ta all others, it functions as a sword +2, Humans
in particular find this sword difficult to wield,
and as such are -2 with it, regardless of its magi-
cal bonus, until proficiency with the weapon
{lechnically a “saurial broad sword™) 15 gained.

Dragon Claws
XFP Value: 10,000 GP Value: 50,000
Mad Monkey vs, the Dragon Claw
The dragon claws are an evil artifact that may or

may not have a malicious will of their own, Their
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| Sword, Dreamsimger

origin is unknown. They are a pair of hooked
swords, golden in color and extremely sharp,
inflicting 1d10 points of damage each—save vs,
crushing blow on a 2.

The greatest power of the dragon claw swords
i5 1o produce two more swords, which arc then
linked back to the original swords and their
owner. The holder of the original dragon claws
can see what the holders of the lesser swords can
see, direct their actions, and, using the dragon
claw school of fighting, pull hit points from ather
holders of lesser swords to heal wounds (the
holder of the original swords can never lose hit
points in this fashion). The lesser swords inflict
only 1d8 points of damage. The fiend Lung Jua is
the holder of the original dragon claws.

Dragon Crippler
XP Value: 600 GP Value: 3,000
Diragon Knight
This swaord +2 has an additional +1 bonus against
- all evil dragons.

Dragon Slayer
XP Value: 1,200 GP Value: 6,000
Duxaeay Master Guide

This sword has a +4 honus against any sort of
true dragon. It inflicts triple damage against one
sort of dragon (3d12+4). Note that an unusual
sword with intelligence and alignment cannot be
made to slay dragons of the same alignment.
Determine the dragon type (excluding unique
ones like Tiamat and Bahamut) by rolling 1d10.

Roll  Dragon Rall Dragon
l Black (CE) & Gold (LG)
2 Blue (LE) 7 Green (LE)
3 Brass (CG) g Red (CE)
4 Bronze (LG) Q Silver (LG)
5 Copper (CG)Y 0 White (CE)

In a Dragonlance Campaign: Dragon slayer
swords are extremely rare on Ansalon, If the DM
rolls a dragon slayer on the treasure charts, he or
she should reroll. If dragon slayer comes up with
the next roll, keep the item.

Dragonslayer
XP Value: 900 GP Yaloe: 4,500
PowvHEDRDN Newszing T6

There are ax many varieties to these swords as
there are dragons. The weapons deal out 3d12
points of damage against dragons, and 1d10
points of damage to all other creatures. Each is
treated as a sword +2, +4 vs. a particular type of
dragon. For example, a blue sword would be +4
on attack and damage rolls against blue dragons.

In addition, cach sword has an alignment, and

will not strike dragons of the same alignment. For
example, if a red sword had a lawful good align-
ment, it would not strike gold dragons.

of Dragon Slaying
XFP Value: 900 GP Value: 4,500
GREYIAWK

Determine what type of dragon this sword is pri-
marily meant to be used against (it is +2 against
all other types), and when it hits such a dragon it
does 4d10 points of damage. Roll 2d12 on the
table below.

Roll  DragonType Roll Dragon Type
02 Amethyst 14 Green
03 Black 15 Mercury
04 Blue 16 Mist
05  Brass 17 Red
06  Bronze 18 Sapphire
07 Brown 19 Shadow
08 Cloud 20 Silver
09 Copper 21 Steel
10 Crystal 2 Topaz
11 Deep 23 White
12 Emerald 24 Yellow
13 Gold
Drain Life Energy
XP Value: 2,000 GP Value: 10,000

Dumiciroms & DRraGONS Expert Rules Set
When this sword hits, it drains one life level or
Hit Die (like a spectre) on command, in addition
to normal damage. The sword can drain only
1d4+4 levels, after that it becomes a normal mag-
ical sword +1,

Draxalon, Defender of

Feminine Virtue
XP Value: 2,000 GP Value: 11,000
PovymEDmon Mewszine 76
Draxalon is a sword +3 that allows ils female
wielder to cast haste upon herself once per day.
The sword does not allow itself to be used by a
male; those who try discover that they cannot lift
the blade. Draxalon was created 200 years ago by
the wizard Eriel for her sister, the fighter Diana.
Diana wielded it for many years before she disap-
peared while adventuring in the ruins of Myth
Drannor.,

Dreamsinger
XP Value: 3,000 GP Value: 15,000
Howl From the Morth
Dreamsinger 15 a nentrally aligned weapon cre-
ated for hards. It has a white steel blade, a plat-
inum filigree crosspiece, and a pommel set with
fine moonstones. In the hands of anyone other

than a barbarian bard, it is simply a magical
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sword +/1, In the hands of a barbarian bard, 1t 1z a
+3 weapon that also confers a —1 bonus to the AC
and a +1 bonus to all saving throws. There is one
exception to this: The wielder of Dreamsinger
has a—1 penalty to saving throws vs. illusions and
mind-affecting spells because of the strange men-
tal effects of the weapon.

Dreamsinger allows a barbarian bard to cast
gpells from it. The spells ESF and augury are
usable once per day each, and divination can be
used once per week. The answers and information
gained by the bard through the use of these spells
should always be conveved in a metaphor, simile,
or allegory of some kind.

The special purpose of Dreamsinger is to find
the other Blades of Carusk (The Edpe, Harmo-
nizer, Greenswathe, and Sralker), and this should
be interpreted fairly strictly by the DM, Dream-
singer should be close to another blade, or close
lo someone or something that has information
aboul the Blades of Corusk, for its special pur-
pose powers (o operate.

Dreamsinger has a vicious, special purpose
power. It launches a 10-foot firespear of intense
burning power in any combat situation related to
its special purpose. This firespear is treated as a
missile thrown by the wielder of the blade for
attack roll purposes (maximum range of 80
yards). A successful strike inflicts 6d10 points of
damage. No saving throw is allowed, but magic
resistance (against 20th-level magic) applies, and
half damage is sustained by a creature that is
under the influence of a resist fire spell, a ring of
Sire resistance, or similar protection. The fires-
pear can be launched twice a day,

When the firespear is launched from dream-
singer, a wave of sound ripples radiates out to a
fil-foot radius from it with a faint antiphonal
sound. This produces an effect equivalent to a
prayer spell affecting the sword’s user and the
party positively and enemies negatively in the
area of effect. This lasts for 1d6+6 rounds.

This special purpose power isn't communi-
cated to the wielder initially. Dreamsinger makes
it known only when its special purpose is first
arouged.

[reamsinger has an Intelligence of 14, com-
municates in its own special way (dreaming), and
has an Ego of 12.

Dugmaren Brightmantle’s
Broad Sword
XP Value: 2,500 GP Value: 12,500
Maonster Mythology
The avatar employs a broad sward +4 that can
cast feeblemind twice a day.

Durandan
XP Value: 16,400 GP Value: 82,000
Mmicrons & Dracons Master Set

Durandan (or Durandal, Durandana, or the
Inflexible) was the Sword of Roland, given him
by Charlemagne. It once belonged to Hector, the
noble chieftain prominent in the fall of Troy. This
sword combines the powers of a verpal blade and
a sword of sharpness +3.

Dyerwaen
XP Value: 1,200 GF Value: 6,000
Dipacon Magazine 183
Also known as the Forester s Friend, this unique
weapon was forged by the gray elves of old Myth
Drannor as the first men began to fill the Dale-
lands. It was given to Torek Craybeard, the leader
of the new human settlement, as a token of
friendship between the two races. When Torek
died childless, he willed Dyerwaen to his nephew
Tireen, who bore it proudly until his disappear-
ance on a hunting trip six winters later. ‘

The sword surfaced briefly 12 winters ago in
the hands of a goblin raiding party The goblins
clashed with passing adventurers and were
defeated; Dyerwaer was taken to Cormyr to be
sold at auction. Stolen by thieves en roule, it has
not been seen since.

Dyerwaen is a fine steel broad sword with a
rose etched along the length of the blade; its hilt
is tightly wound with green velvet. It has a +2
attack bonus, bul no bonuses on damage. The
weapon sheds light (up to a 10-foot radius), and
glows at the user’s will,

In a forest setting, Dyerwaen ¥ bearer is cam-
ouflaged so as to be 90% invisihle when motion-
less, nor does he or she leave any trace when
traveling through such an environment. In addi-
tion, if the sword 15 suspended from a rope, the
blade always points to true north. The wielder is
entitled to use the Tracking and Weather Sense
proficiencies at a +2 bonus on ability checks.

A few spell effects can be used by the wielder
of Dverwaen as well. Invisibility to animals can
be invoked at will, or speak with plants as a Tth-
level priest once a day. These powers require only
a command word and have an initiative modifier
of +3.

Finally, elves and woodland creatures of
good alignment regard the sword bearer as
though his or her Charisma were | point higher,
to a maximum of 18, Dyerwaen is itself chaotic
good, although it has never displayed any sign
of intelligence.
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of the Ebon Flame

XP Value: 4,000 GP Value: 20,000
Mordenkainen's Fantastic Adventure
This long sward +2/+4 vs. lawful good align-
ment, is evil, usable by all evil alignments. It is
not intelligent, although it can communicate
through empathy. It has no ego at all. The sword's
face and edge have many small, black flickering
flames upon it, though these do not radiate
warmnth. When used in combat, the sword hursts
into black flame, which runs from pommel to tip
but does not affect the wielder in any way. Any
victim hit by the sword must make a saving throw
v&, wands or be burned for 1d10 points of dam-
age in addition to normal sword damage plus
magic and Strength bonuses, if any. A person
burned by the sword catches fire, taking 1d4
additional points per round until the fire is extin-
guished. The burning victim makes another sav-
ing throw each round; if the save is successful,
the flame is extinguished. The ebon flame cannot
be doused by any nonmagical means, including
water,

When unsheathed and held, this weapon gives
the wielder infravision with a 90-foot range. The
wielder is also harder to surprise, and receives
1d8 for surprise checks instead of the usual 1d6.

Each sword of the ebon flame comes complete
with a curse determined individually by the DM.
Normally, the curse of the sword consists of
attack penalties when fighting some type of crea-
ture or alignment. For example, one sword might
be -3 against lawful evil creatures while another
might be -3 against fiends. Creatures named in
the curse of the sword will become instantly
aware of it when they come within 60 feet of it.
There is a base 50% chance that these beings will
attack the sword wielder because of this weak-
ness, even if they had been neutrally disposed
originally.

In addition to the above limitation, the sword
inflicts 1d4 fewer points of damage than normal
against creatures of warer and fire, such as ser-
pents, mermen, elementals, fish, dragons, and
salamanders. All fires started by the sword will
burn for only one round and then automatically
extinguish.

It is thought that several varieties of these
swords were made by some great artificer for all
alignments, If researched by the player charac-
ters, the history surrounding their placement in
the Flanaess will be scarce and unreliable, sug-
gesting instead that the swords might be more
likely found in the outer realms.

Ebonbane

XP Value: 3,000 GP Value: 18,000
Dundieos Magazine 31
Ebonbane was crafted of a special cursed iron
brought into the world from anather plane. In its
plane of origin, the metal was far less powerful
than it is in Ravenloft. Like all evil things drawn
into Ravenloft by the Dark Powers, Ebonbane s
power has been greatly enhanced. The following
information details Ebonbane 5 abilities when in
Favenloft,

Ebonbane ks blade is a deep, jet-ebony and has
been set with runes of purest evil. These act as
symbols (of whatever type Ebonbane wishes);
each symbol can be activated once per day. This
weapon has all the powers of a varpal sword +4
and a flame tongue, as well as the ability to move
about on its own (MV 9) and attack by an innate
form of levitation (at human height).

Ebonbane has an Intelligence and Ego of 17, is
chaotie evil, and can communicate with hoth
speech and telepathy. It can attack once per round
with a THACO of 10, inflicting a base 148 points
of damage. Anyone who tries to attack Ebonbane
discovers that it is AC —10 and can be harmed
only by magical spells and +3 or better weapons.
Any successful spell or weapon altack against it
scores | point of damage (regardless of what that
attack would normally inflict). After 10 hits are
inflicted, Ebonbane must make a saving throw
appropriate for the type of attack. If the sword
fails its throw, it breaks up and is destroved. If it
makes the saving throw, it is unharmed, and an
additional 10 hits must be scored before it must
save again. Multiple attacks from a single source
(like a volley of magic missiles) count as only a
single attack in fighting Ebanbane,

Ebonbane controls the weather about Shadow-
born Manor, generating any effect the DM
desires, from lightning to wind storms. It can also
command blades (any sword or dagger, including
artifacts) to animate and attack people (THACD
10, damage by weapon type); innate powers of
such swords function (such as vorpad or life steal-
ing powers), but triggered powers do not (sunray
or wish-casting powers). Like all the domain
lords of Ravenloft, Ebonbane is the absolute
master of all that transpires in its own domain. IT
it wants the walls of the manor house (o bleed,
they bleed; if it wishes pillars of stone to nse out
of the earth, they rise.

Each round that a person grasps Ebonbhane &
hilt and attempts to wield it in combat, the
“Weapons vs. Characters” rules in the DMG
should be consulted. If the wielder is dominated
by Ebanbane, his or her spirit is instantly con-
sumed and Ebonbane controls the former PCs

body (this does not happen to those struck by the
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blade). Resurreciion of the PC is now impossible.
Such a body acts like a zombie, O-level human
under the control of the sword (death follows in
1d6+1 days). If the PC is not dominated, the
weapon is a varpal blade and flame rongue.

Being an unnatural creature, Ebanbane sus-
tains itself by drawing off the life energies of liv-
ing ereatures in its domain, All animal life has
perished around Shadowborn Manor as a result,
MNonmagical healing cannot take place; spells,
psionics, or magical items must be used to
recover from wounds suffered here.

Ebonbane 11
XP Value: 3,000 GP Value: 18,000
Darklords
Mot all of Ravenloft’s foul lords are living or
once-living things. One, at least, is fashioned
from cold metal and even colder darkness, Manu-
factured in a forge of foulest evil, the enchanted
sword Ebonbane has repeatedly proven its right
{0 a domain in the Demiplane of Dread.

Physically, Ebenbane appears as a slender-
bladed, long sword. Its hilt has been cast from a
single piece of silver that, mysteriously, never
seems to tarnish. Although ornate, Ebonbane s
pommel has no special powers or abilities,

Its blade is fashioned from a strange, alien
metal that was brought to the Prime Material
Plane from another dimension, Along its length,
the keen blade 1s set with foul-looking runes of

purest evil, These runes have many powers, all
described later; they seem to glow with an eerie
black aura.

The macabre lore that surrounds the origins of
Ebanbane begins, curiously enough, with a tale
of justice and devotion to the holy cause of truth.
Centuries ago, there lived a young woman named
Kateri Shadowborn. Her parents were wealthy,
but they were humble and just people. Much of
their money went to the betterment of life for all
those who dwelled in their lands.

As Kateri grew from a little girl into a young
woman, she began to feel an emptiness in her
heart. For all the pood that she and her ancestors
had done, there was something missing. By the
time she had reached her midieens, Kateri Shad-
owborn knew what it was that she needed.

From that time on, she vowed to follow the
holy path of the paladin. No longer would the
Shadowborn name be simply associated with
kindness and mercy; now it would be synony-
mous with justice and holy vengeance. As the
years passed, Kateri Shadowborn fought evil on
every front. She single handedly drove back
hordes of marauders and destroyved nests of evil
that threatened the well-being of her church.

Despite her prowess, Kateri Shadowborn was
as vulnerable to time as any mortal. Eventually
she was forced to lay down the holy sword that
had served her for so many years. Having had
no time in her busy life for romance, courtship,
or motherhood, she planned to live out her
autumn years peacefully. From her home in the
ancestral Shadowborn Manor, she would over-
see the family wealth and its allocations to
charity. In the end, when she died, she planned
to turn all of her family’s possessions over o
the church. The Shadowborn name would die
with her, but the good that it had done would
live on for decades.

Such a quiet end to a warriors life was not to
be, however. In her day, Kateri had made many
enemies. While most of those who had opposed
her church and its teachings had been destroved
or converted, there were others who plotied
revenge.

One such group, a band of evil priests in the
service of a dark deity whose name is best unspo-
ken, decided that Lady Shadowborn had to die.
Further, as an example to all who opposed their
dark designs, she had to die horribly and in some
way that would destroy her much-vaunted faith.

Orver the course of several months, they began
to fashion an evil magical weapon: the sword that
was to be called Fhonbane. When the final dark
rune was set upon the blade, an evil being from
the Outer Planes was imprisoned in the weapon.

Much to the surprise of the sword’s creators, how-
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ever, the spells that they had woven to control the
extradimensional entity were woefully inade-
quate. When they cast the last component of this
mystical enchantment upon Ebonbane, they
found its power turned back upon them. Now
they were slaves of the presence they had
altcmplcd 1o contam,

COne aspect of the magical spell cast on Kbon-
Bane did succeed, however, Although the sword
was free-willed, it still had become gripped with
an ulter hatred for Lady Shadowborn and all her
works. The weapon quickly began to plan her
destruction.

Ehanbane arranged to be found by a monk
from a monastery near the Shadowhorn estate.
As soon as the unsuspecting holy man reached
out to touch the weapon, Ebonbane struck.
Lashing out with its titanic will, it utterly
destroyed the monk's vital life energies and
took over his body.

With the hody of the monk nothing more
than a puppet under the control of the evil
Ebonbane, the sword instructed the monk to
carry it to Shadowborn Manor, When the monk
was received by Lady Shadowborn, he
explained that the workers at the monastery had
found this sword and wanted her advice on what
toe do with it. When Lady Shadowborn saw the
unhaly weapon, her natural ability to sense evil
warned her of the treachery.

The battle that followed was magnificent. With
every ounce of faith that she could muster, the
aging paladin fought off the influences of the
weapon. Time and time again, the animated
sword tried to run Lady Shadowbormn through, but
always her holy sword turned it aside. In the end,
however, Ehanbare was too much for her. Calling
on all the power of the dark dimension that had
spawned it, Ebonbane delivered a final titanic
blow that shattered Lady Shadowborn's haly
avenger.

As the battle had raged on, Ebonbane was
unaware that it was drawing the attention of
Ravenloft’s dark powers. With each iota of
fiendish energy that it drew from the evil plane of
its birth, it increased their interest in it. Finally, as
the last stroke of this deadly artifact took the life
of Kateri Shadowborn, the Mists engulfed the
eslate,

When Ehanbane, thrilled with the victory that
it had won, tried to leave the grounds, it found
that it eould not. At every turn, it was confronted
by an impassable stone wall, It was imprisoned in
the Demiplane of Dread.

Ebonbane has found its time in Ravenloft
utterly unbearable. It knows that its powers here
are o hundred times what they were in the oulside
world, but 1t feels that this 1s no consolation for

the loss of its own freedom.

Curiounsly, Ebonbane has never been able to
grasp the full meaning of what has happened 1o it.
It believes that it has been imprisoned by some
trick of Lady Shadowborn. Even if confronted
with absolute proof that it is imprisoned in a spe-
cial demiplane full of evil creatures, Ebonbane
would not believe this. In fact, the odds are good
that anyone who dares to confront it with such
information would die horribly.

In addition to its own rage over having been
imprisongd in Ravenloft, Ebonbane finds that it
has not been wholly suceessful in its attempt to
slay Lady Shadowborn. The paladin, now in the
form of a geist, remains a part of her ancestral
home and, thus, of Khonbane’s domain.

Ebonbane has tried many times to drive Lady
Shadowbaorn from its land, but it has always
failed. The vital faith and religious strength that
guided her through her life as a paladin still serve
her in death. So long as Lady Shadowborn’s pure
faith remains unshaken, she scems to be able to
resist Ehanbane’s powers.

From time to time, when certain signs are
right and the stars are in their proper positions,
Lady Shadowborn is able to reach out af
Ravenloft and draw in persons who are directly
related to her. Thus, in addition to serving as a
thorn in the darklord’s side, Lady Shadowborn
has sought to destroy it several times. While she
has been no more successful at defeating it than
it has been at breaking her spirit, these occa-
sional attacks have only served to remind Eban-
bane that it is not the absolute master of all that
takes place in its domain. Eboenbane has
destroyed every group of heroes that Lady
Shadowhorn has been able to call into Ravenlofi
to battle it. With each defeat it feels the faith of
its enemy slipping a lintle bit,

Lady Shadowborn has learned that Ebonbane
can be destroved only by those who can gather
together four “keys™ and use them against the evil
blade. Each of these magical components is
based upon one of the four elements and has a
special significance. The key of earth, for cxam-
ple, is symbolic of the metal from which Ebon-
bane was fashioned, and the key of fire represents
the evil flames that forged its body into its current
shape. Ebonbane is unaware that these elemental
components even exist, let alone that it can be
destroyed by them. Thus, it is possible that a
group of heroes drawn into the domain by Lady
Shadowhorn may one day be able to assemble
these keys and use them against Ebonbane. With
each failure, however, the power of Ehonbane
becomes stronger and the faith of Lady Shadow-
born diminishes. If she is to be freed from the

curse of an eternal battle of wills with Ebonbane,
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it must happen soon.

Although Ebanbane is as much a thinking
creature as any of Ravenloft's other lords, it is
wholly inorganic and, as such, difficult to quan-
tify in game terms. The following conventions
should suffice for encounters with the dreaded
Ebonbane,

Ebonbane: AL Chaotic Evil: St N/A, Dex
M/A, Con N/A, Int 17, Wis 17, Cha 15, AC
=10; MV 9; Level/HD n/a; hp na; THACO
I AT 1; Ego 17; Dmg 1d8; SA See text:
5D See text; MR Nil.

Long before its imprisonment in Ravenloft,
Ebonbane was both powerful and intelligent.
Infused with a cruel and cunning intelligence by
its creators, it could communicate telepathically
or by speech with anyone who held it If wiclded
in combat, it acted as a +4 weapon. When not in
the hand of a warrior, however, Ebonbane was far
from helpless. It could move about via an innate
form of levitation and strike on its own,

As 15 often the case, however, Ebonbarne found
that its transformation into a darklord greatly
increased its abilities. Like all the lords of
Ravenloft's domains, Ebonbane is now an almost
unstoppable force,

The runes on Ebonbane's blade are powerful
and unholy, so much so that they act as symbols
of whatever Lype it wishes. It can invoke each
manner of symbol but once per day, however, so
some measure of protection against this attack
form can be had by careful record keeping on the
part of those exploring its domain,

Ehonbane is a +4 weapon able to move about
and attack at will via its own levitation ability.
Since coming to Ravenloft, however, Fhonbane
has also acquired the powers of a varpal sword
and a flame tongue.

Although Ebonbane’s domain (Shadowborn
Manor and its grounds) is small, its power there is
virtually absolute. For example, the weather
around the manor is wholly under 1ts control. It
can change a peaceful spring day into a freezing
iee storm. This power extends to the point of con-
trolling day or night, the phase of the moon, and
similar effects. Thus, Ebonbane could cause the
sun lo stand high in the sky, as if at noon, for
hours on end only to have it suddenly plunge
bencath the horizon when a party of adventurers
nears the manor itself,

Another of Ebonbane’s more dangerous pow-
ers is the ability to animate blades. No sword or
dagger is safe from the evil powers of Ebonbane,
not even holy avengers or artifacts like the sword
of Kay or the mighty Exealibur, At will, Ebon-
bane can animate any and all swords and daggers

in its domain and cause them to atlack nearby
characters or creatures, These weapons strike
with a THACO of 10 and inflict their normal dam-
age with each successful sirnike. Magical abilities
inherent in the weapon, such as those of a varpal
Blade or a sword af life stealing, function nor-
mally, while those requiring a trigger by the
wiclder, as is the case with the sunray power of a
sun blade, do not work. Ebordane greatly enjoys
turning a party’s own weapons against its mem-
bers and will often hold back on more lethal
attacks in order 1o satisfy its taste for this vicari-
ous hacking away at victims.

Ebonbane is able to dominate those who
wield it in accordance with the normal rules for
intclligent weapons in the DMG. When it takes
control of the person wiclding it, Ebonbane
instantly destroys its holder’s spirit. What
remains of the living body of someone who has
lost such a duel of wills with Ebonbane is noth-
ing more than a husk. The hady remains alive
for a few days {a week at most) and then simply
collapses and dies. While the body lives, 1t
obeys Ebanbane’s commands and, in game
terms, acts much like a zombie.

Since it is an unnatural creature, Ebonbane
survives by drawing ofT the life energies of living
creatures that enter ils domain. Because of this,
nonmagical healing does not take place in or
around Shadowborn Manor. The natural recuper-
ative powers normally associated with living
creatures are drawn off by this dreadlul sword
and serve to satisfy its dark hunger.

The Edge

XP Value: 3,200 GIP Value: 16,000
Howl From the North
The Edge is the most unusual-looking sword of
the five Blades of Corusk. It is a bastard sword
whose blade is made from grayish steel. Iis edge
never dulls or nicks. Attempts al sharpening and
honing its edge are fruitless. 1t is said The Edge is
so sharp that it splits hairs with the slightest
touch,

The hilt of the sword is covered in soft suede
leather, giving the sword a comfortable feel, Jul-
ting from the pommel, three blackened daggers
point outward like venomous fangs. These dag-
gers can be commanded to fly from the pommel
as though they were arrows of accuracy +2. An
attack roll is required, as though firing an arrow,
All three daggers can be shot in one round if the
wielder so chooses.

The daggers streak to their target. If they hit,
the opponent must rall a successful saving throw
vs, poison with a -2 penalty or die instantly. The
daggers can be shot off while the fighter strikes

with the sword; the command is a single word
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(The Edge informs its wielder of the command
word), After firing, the daggers must be retrieved
and placed in the pommel. Should the fighter lose
two of the daggers, the remaining dagger no
longer has the capacity to {ly on command. (The
daggers are poisonous only when they are com-
manded to fly from the pommel; otherwise they
are daggers +1.)

This sword was especially made for a pure
fighter's hands. In this case, paladins, rangers,
and all other fighter subclasses are excluded. In
the grasp of a fighter, The Edge is a bastard
sword 3. Should any other character class use
this sword, it serves as only a bastard sword +1
with no other benefits.

The Edge gives the fighter who possesses it a
unigue ability. Should the character roll a natural
14 through 20 on an attack roll, the sword slices
through whatever was in its way. If the opponent
was parrying with a weapon, The Edge slices
through the weapon as though it was lard. (If the
weapon attacked is magical in nature, the weapon
is required to roll a successful saving throw vs.
disintegration with a -3 penalty, otherwise it per-
manently loses a plus or a special ability—deter-
mined randomlby by the DM, This drain continues
with cach additional high-quality hit until the
weapon is destroyed.)

If armor is struck with an 18 to 20 attack roll,
the armor must roll a successful item saving
throw vs. disintegration with a -3 penalty or lose
| point of magical bonus or special ability—
determined by the DM or randomly, When the
armor is no longer magical, it is damaged, penal-
izing the AC it gives by one point. When the AC
of the armor is reduced to 10, it is completely
useless.

The Edge has an alignment of chaotic neutral,
possesses an Intelligence of 16 and an Ego of 12.
The Edge has the ability to find Harmonizer, the
fifth Blade of Corusk. The Edge, when held by
the blade-stops, points toward Harmonizer, This
works only when the blade is within 1,000 feet of
Harmonizer.

of Efreeti Slaying
XP Value: 900 GP Value: 4,500
Creature Catalogue
The mighty leader of the Brotherhood of Sun
Brothers is rumored to wield a glorious sword of
ofreeti slaying that instantly kills all efreeti with a
successful strike (and a subsequent failed saving
throw vs. spell on the part of the efreeti).

Elkhorn’s
XP value: 500 GP Value: 2,500
The Shady Dragon Inn
Ellchorn s sward +1 is set with a huge ruby thal
glows when he is within 25 feet of gold.

Elgillar
XP Value: 2,000 GP Value: 10,000
Dpacon Magazine 188

Also known as the sword of many faces, this
unique blade has been difficult to trace but is at
least 700 winters old. Although some scholars
maintain that it was forged by the elves Lo spy
upon the activities of young and rising races, iis
probably the work of a Calishite illusionist named
Akhir Ahad, who was forced 10 excel in sorcery
by the power of his political enemies. Legend
reports that he constructed the weapon to help
him escape numerous assassins. Eventually, the
night rogues caught him, but not before he had
passed the blade on to his most trusted body-
guard, whose name has escaped the record books.
The latter used it to such effect that it is impossi-
ble to locate it with certainty until some 300 win-
ters later, when it appeared at an auction in
Waterdeep. A number of murders ensued, and the
sword was again lost,

lis most recent wielder is said to be an assassin
who calls himsell “The Rider in White” He is a
well-educated individual with an excellent repu-
tation, working artfully rather than with cruelty.
Many of the little governments surrounding the
Inner Sea have at one time or another hired him
to remove undesirables, the victims often (though
by no means always) being of evil alignment.

Elguitlar can change its shape to become any
type of sword, scimitar, or dagger, though it's
always +1 on attack and damage rolls. Such a trans-
formation occurs whenever the wielder desires
another weapon to appear, and it takes less thana
round to complete, Multicolored runes spelling out
its nume appear on the hlade regardless of its cur-
rent shape or any efforts to conceal them.

Elguillar's master may alter his or her own
shape as though wearing a hat of disguise; this
requires that the sword be kept on the person,
though it needn’t actually be held (it can be in its
scabbard), Furthermore, the bearer is protected as
though by a ring of mind shiclding, although in
this case Elguillar must be firmly grasped in the
hand. Finally, whenever this weapon touches (or
strikes in combat) a creature in other than its nat-
ural form, Elguillar returns the larget to its true
shape. There is no saving throw against this
effect. Thus a gold dragon, a shape-changed wiz-
ard, a vampire, a polymorphed griffon, or a
doppleganger might all be induced to assume

their normal appearances al a touch.
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Elven
XP Value: 400 GF Value: 2,000
The Elves of Alfheim
This blade 15 made from enchanted cakwood
treated with the sap of a Tree of Life. It is as light
as a short sword but as long as a normal sword (or
a broad sword) and harder and sharper than steel.
The damage done by this weapon is 1d6+1 and
it counts as a magic weapon, though not as a
weapon with pluses. Thus, it can affect lycan-
thropes, gargoyles, and spectres or any other
monster that can be affected only by magic weap-
ons, hut it does not affect monsters that must be
struck with a +1 weapon or better.

Elven 11

GP Value: 2,000
Dracon Quest Game
This magical blade looks like any other sword
until it ig used in combat. Then, the blade gleams
with a magical blue light, and the sword becomes
as light and easy to use as a dagger. Anyone who
uses this sword in combat adds a +1 bonus to
attack and damage rolls. This is a medium weapon
(Size M; Dmg 1d8+1).

XP Value: 400

Emperor’s
XP Value: 19,400 GP Value: 97,900
Lepends & Lore
This samurai sword is a sword of dancing, life
stealing, and sharpness +5, but it becomes a
cursed berserker sword in the hands of anyone
but a member of the Imperial family.

Enchanted Sword of Sylaire
XP Value: 1,200 GP Value: 6,000
Castle Amber

The enchanted sword of Svlaire is a sword +3/+3
v, undead, Its purpose is to slay undead and it
automatically kills any undead it hits on an
unmodified roll of 18 or better. It can also detect
evil and detect invisible and gives the user the
ahility to fTy {as the spell) for up to three turns
three times a day,

Equalizer of Gran March
XP Value: 10,000 GP Value: 50,000
GREVHAWE Adventures
Alzo known as the sword of nenirality, this sil-
ver long sword 15 a tool for the balancing powers
of the universe, lits creator desired that it be used
to equalize (or, more accurately, to terminate)
the extremes of nature, shifting the universe
closer to the true neutral alignment. Only a char-
acter of true neutral alignment can fully use this
sword. In the hands of such a character, the
weapon is treated as a +3 weapon when deter-
mining what can be hit by it, even though its

attack and damage bonuses are only +1. In the
hand of a true neutral character, the sword
receives special combat modifiers according to
the opponent’s alignment:

Attack Damage

Opponent’s Alignment Bonus  Bonus
Lawful neutral, chaotic neutral  +1 +2
Meutral good, neutral evil +2 +4
Lawful good, chaotic good +3 +h
Lawful evil, chaotic evil 3 +h

Each time an opponent of an extreme align-
ment is struck, the creature must make a saving
throw vs. spell or be disintegrated. Against true
neutral opponents the sword receives only the
honuses of a long sword +1.

Everstriking

GP Value: 1,000
Diacon Magazine 91
An eversiriking sword always hits an intended
target unless an impossible blow is attempted,
like striking at a character who is out of range.
This weapon has no attack or damage bonuscs,
but a peculiar thing happens play when such a
sword is used in combat.

If the sword is swung at an opponent and the
die roll indicates a miss, then the wielder of the
sword loses a number of hit points equal to the
difference between the failed attack roll and the
number needed to hit the target—and the sword
does hit, in effect using the wielder's own encrgy
to guide the attack home. This energy drain is felt
as 2 sudden, sharp pain coupled with a feeling of
exhaustion.

If the sword 15 used against a creature that
can only be hit by magical weapons, it drains an
extra set of hit points for every “plus” normally
required to hit such a monster—double the
amount against a creature hit anly by +1 weap-
ons, three times the amount against a creature
hit only by +2 weapons, and so forth. Regard-
less of the number of hit points needed to make
a successhul attack, this sword always does only
normal damage for whatever type of sword it is,
with a damage bonus for Strength added if
applicable.

Any character who uses this sword once in
combat is cursed 1o always draw the sword in any
further combat, and will ignore all other weapons
earried in favor of this one, This curse can only
be removed by a wish or a remove curse spell, and
the sword must be discarded immediately after
that.

XP Value: 800
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Evil Wyrmslayer
XP Value: 1,200 GP Value: 6,000
Powviicoron Newszine 76
This sword +2, +3 vs. evil male dragons, makes
its wiclder immune to the effects of dragons® fear
aura. li confers a +3 bonus to all saving throws
against the breath of evil dragons,

Evithyan’s Blade
XP Value: 2,200 GP Value: 11,000

Dracioxn Magazine 188
Evithvan was a high elf hero of old, no less a
skilled wizard than a warnor. It 15 widely held
that he fashioned this sword himself, nearly 1,000
years ago in ancient Myth Drannor, then used it
to [ight the drow in the Underdark. When his
time came to pass over the sea to Evermeet, he
gave the weapon to his apprentice, Calthalyon. In
turn, the young elf used it to great effect and
eventually handed it to another. This changing of
the guard lasted for several hundred winters, until
one elf metl a premature fate and the blade was
lost.

[t reappeared in Hillsfar 70 years ago in the
possession of a novice thief, who had somehow
stumbled upon the weapon. He was poisoned in
less than a week; although he survived, the sword
was taken and has not been seen in the years
since,

The long sword has a well-balanced stecl blade,
the haft being of mithral and set with a small emer-
ald. The sword is normally of +3 enchantment.
When used against the drow, however, it becomes
5. On a natural 20, the blade drains 2d4 Canstitu-
tion points in addition from a dark elf, unless a sav-
ing throw vs. spell is made. The lost points can be
regained at a rate of | point per day of complete
rest. Any elf who loses all Constitution points to the
blade will die. The drow are aware of this and fear
the weapon accordingly: they must make a morale
check whenever they are confronted by Evithyan 5
Riade

Excalibur
XP Value: 8,000 GP Value: 50,000
Dermies & Diesicnps Cyclopedia
King Arthur wiclds the sword Excalibur, a +5
lawful good swerd of sharpness, whose scabbard
prevents him from being cut by any attack.
Thrusting and slaghing attacks against Arthur do
half damage (from the force of the blow), and
bludpeoning antacks do full damage.

Excalibur I1
XP Value: 20,000 GP Value: 200,000
Mew Item
Also known in Old French as Excalibor, and
oceasionally as Calibar, this is the legendary

Sword in the Stone that was given to the Lady of
the Lake upon the death of Arthur, King of all the
Britons. In the unlikely event that this unique arti-
fact is ever found in a campaign, it is a +10 (to
attack and damage), lawful good weapon. A holy
avenger, Excalibur has all the other holy avenger
abilities. It telepathically bonds with a lawlal
good paladin (and only a paladin) of at least 7th
level—Excalibur and the character becoming a
single being during combat. 1t will not permit any
ather character, even of lawful good alignment, to
pick it up—the hilt slips out of the hand as if it
were greased. [f a character of evil alignment so
much as touches the scabbard, he or she must
save vs. paralyzation, or be frozen to the spot for
2d10 rounds. (A second touch by the same char-
acter results in death, no saving throw allowed.)
Upon the death of its paladin, a geas is placed on
the paladin’s companions (or, if the warrior died
alone, its next nonevil discoverer—if not a pal-
adin} to return the sword to the Lady of the Lake.
In this case it will permirt itself to be carried, and
even 1o be used in the defense of its return, by any
lawful good character (but functions as a holy
avenger +5), If the party does not have another
lawful good character, one will have Lo be found.
In that case, until such a person is found, Excal-
ibeer will permit itself to be carried, if necessary
even wielded as a broad sward +3, by any char-
acter of good alignment.
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Exealibur I11

XP Value: 8,000 GP Value: 80,000
Legends & Lore

Given to Arthur by the Lady in the Lake in return
for a favor to be named later, Excalibur is the
magical sword that gave Arthur the power to unite
the kingdoms of Britain, Its origins are as misty
25 the location of Avalon, but it is clear that the
weapon was forged by some supernatural being
in order to assist worthy kings in defending
Britain. Excalibur is a sword of sharpness +35 that
can only be wielded by a lawiul good warrior of
I8 Strength or greater. If stolen, taken by treach-
ery, or lilted in an evil cause, Excalibur will
break upon contact with another weapon. It can
only be mended by returning all of the pieces to
the Lady of the Lake, and she will only mend it
for a worthy king, such as Arthur,

As valuable as Excalibur itsclf is the sword’s
seabbard, which prevents blood from flowing from
its wearer's wounds. Anyone wearing the scabbard
suffers damage only from bludgeoning, magic, fire,
and other forms of noncutting attacks. The scab-
bard functions only for a lawful good wearer,

Farrinae
XP Value: 3,000 GP Value: 15,000
PowvHeDroN Newszine 76

This is a special dragon slayer, Farrinae is an
intelligent (Int 15, Ego 10) female sword, chaotic
good by alignment. She is able to communicate
verhally in Common, Dwarf and (he languages of
all good dragons. Created to slay evil dragons,
she is +/ vs, all opponenis, but +3 vs. evil
dragons, Farrinae does double damage to green
and blue dragons, can detect all dragons ina 150-
foot radius, bestows a +2 honus to her wielder’s
saving throw ve. dragon breath, and gives her
wiclder a +4 Charisma bonus with respect to
dragonkind.

Fate’s Promise

XP Value: 4,000 G Value: 20,000

1992 Fantasy Collector Card 134
Shalandain recovered this highly magical and Intel-
ligent sword from the wreckage of a neogi mindspi-
der. The sword, named Fare 5 Promive, grants a
magic resistance of 50% in a 5-fool radius, dispels
magic in a 5-foot radius, and grants a bonus of 10
additional points of damage upon chaatic evil
opponents. In addition, Fare & Promise can cast
strength onee a day and heal twice a day:

Fiendbane
XP Value: 4,000 GP Value: 20,000
Drracon Magazine 21
Legend speaks of a greal, multicolored blade
whose origin has been forgotten, but which was

wiclded by the great paladin Nord in his single-
handed destruction of the Citadel of Conjurers. It
15 written that he overthrew succubi and glabrezu
“beyond number” with his sword Fiendbane, and
caused the summoned [end-lord N'dulu to flee
from this planc. Fiendhane earned its name in
this battle, but its whereabouts now are not
known. Nord disappeared shortly after the fall of
the citadel, and “not a stone of his keep remained
when the sun rose that morning” {or so wrote the
sages).

With Fiendbane in hand, a warrior is rendered
immune 1o all enchantment and charm spells cast
by fiends, and gains a +3 honus on saving throws
vs. other magical attacks by fiends (tanar'ri,
baatezu, and yugoloths), The user becomes
unusually alert, and can only be surprised on a
1d12 chance.

Fiendbane glows with a cold, blue light (equal
to a light spell in effect) when brought within 60
feet of one of the listed fiends above, and emits
no light at any other time. It can cause a_fiends
arulet to shatter at a touch (amulet must save vs,
disintegration). The weapon is a sword with a +3
attack and damage bonus normally, rising to +5
when used against fiendkind, Only good-aligned
fighters may use this weapon; it falls immediately
from the grasp of anyone clse who tries to seize
it. Maturally, this sword has earned the utter
hatred of all fiends and can be identified at a
glance by any of them. Anyone using this sword
gains the instant and permanent wrath of all
fiends who see him or her, and they will commu-
nicate the sword’s location and ownership to all
their fellows.

Final Word
XP Valoe: 10,000 GP Value: 50,000
Unearthed Arcana
Final Word swords are very rare items—only nine
of these blades are known to exist. Each is pat-
terned after the legendary broad sword Fragarach
(which means “final word" in the tongue of the
ancient Oeridians). Each of these weapons is
thought to have a differing alignment, but in all
other respects each is alike. If a creature of an
alignment different from that of the sword
attempts to wield it in battle, the weapon has no
bonuses. In the hands of a ereature of like align-
ment, the sword becomes a blade +3 that always
strikes last in any round, but which will strike
unerringly and do damage to any apponent that
struck at the wielder earlier in the same round,
regardless of whether the opponent successfully
hit the wielder, up to the wielder's available num-
ber of attacks per round, (OF course, since the
weapon is a blade +3, opponents immune to

weapons of less than +4 value cannot be harmed. )
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Each of these swords has a gem of 10,000 gp
value set in its pommel, and each gem is different
in type from all the others. Each sword also bears
a name; the nine appellations are Answerer,
Backtalker, Cancluder, Lastquip, Rebutter,
Replier, Retorter, Scather, and Squelcher.

Finder
XP Value: 2,000 GP Value: 10,000
Gateway vo Ravens Buure™, The Living City

Finder 15 the sword used by a Sth-level paladin, a
human male named Tordon Surcblade, who cur-
rently serves as Lord Chancellor for the City of
Ravens Bluff. The blade is a long sword +3 with
an Intelligence of 12, and Ego of 4, a lawful good
alignment. It is semi-empathic. 1t can detect
secret doors within a 5-foot radius.

Fionnghuala’s
XP Value: 2,700 GP Value: 13,500
Monster Mythology
Fionnghuala'’s avatar wiclds a long sword +4 that
can heal her once a day.

Fist of Odin
XP Value: 900 GP Value: 4,500
Dracon Mageine 99
A giant slayer, this sword is +1 against all crea-
tures, +3 against giants,

Flamberge
XP Value: 3,600 G Value: 18,000
Dunceoss & Dieacons Master Set
Flamberge, or Floberge (meaning *flame cutter™)
was the sword of Charlemagne. [n game terms, it
is the equivalent of a Jame fongue +3.

Flame Blade

XP Value: 2,000 GP Value: 9,000
PoLyiEnron Newszine 47
This sword +1 has a black hilt and a ruby blade
that glow with an inner light akin 1o faerie fire. In
battle, the glow calls up fames that do an addi-
tional 1d6 points of damage (1d8 to cold-using or
cold-dwelling creatures). The sword also acts as a
ring af warmth,

Flame of the North
XP Value: 1,000 GP Value: 5,000
The Ruins of Undermountain
If any being of an alignment other than chaotic
good touches the sword, it seems 1o spit blue fire
and the being takes 3d4 points of electrical dam-
age. After its initial contact damage, the sword
docs no more harm o nonchaotic good beings,
but in their hands it is -3 on all attack and dam-
age rolls,
Flame of the Noreh 15 a steel two-handed sword

+2, with an additional +2 apainst all creatures of
chaotic evil alipnment. It blade is treated to be
everbright; it cannot rust, tarmish, or be stained or
harmed by acid, blood, flames, or other sub-
stances.

Whenever any spell 15 cast on someone holding
the drawn blade, there is a 10% chance that the
spell is reflected back on its source. This effect
can happen regardless of the will of the sword
wielder. All electrical artacks and magic missiles
cast at the sword-wielder are absorbed harmlessly
by the sword, and used to recharge its powers,

In the hands of a chaotic good being, the sword
blazes constantly with blue-white flames while
drawn, The flames give light cqual to a faerie fire,
but the wielder does not incur the standard com-
bat disadvantages of that spell. The flames cannot
be quelled except by breaking the blade. They are
illusory, and cannot heat or ignite anything,

Whenever the flame is drawn by a chaotic
good being, and any chaotic evil creature comes
within 20 feet of the sword, the sword-wielder
hears an inner voice, endlessly chanting, “Strike!
Strike! Strike!” This effect ocours regardless of
any magical defenses that cloak or confuse the
reading of true alignment; the sword infallibly
detcets the presence of chaotic evil beings within
its range. The sword has no intelligence, cgo, or
coercive powers beyond its verbal imploring.

5560

B

1368




Sword, Fochane

Flame Tongue
X Value: Y00 GP Value: 4,500
Dunceos Master Guide

This is a sword +1, +2 vs. regencrating creatures,
+ 3 vs. cold-using, flammable, or avian creatures,
4 vy, undead, I sheds light when its possessor
speaks 2 command word or phrase. When acti-
vated, Flame Tongue s fire illuminates the arca as
hrightly as a torch. The flame from this sword
easily ignites oil, burns webs, or sets fire to
paper, parchment, and dry wood. Cold-using
creatures are those whose attack mode involves
cold (ice toads, white dragons, winter waolves,
yeli, and the like).

Flames on Command

XP Value: 1,200 GP Value: 6,000
DimcEons & Dracows Expert Rules Set
This sword blazes with flames when commanded
by its user. It remains flaming until commanded
to go out. While flaming, it gives a bonus of +2
on altack rolls against trolls, pegasi, hippogriffs,
and rocs; a +3 bonus against treants and undead
monsters. Damage from this sword is treated as
fire damage (for example, trolls cannot regener-
ate damage inflicted by it). It will cast light and
burn as if a torch (when used against a weh, for
example)

Flaming
XP Value: 1,200 GP Value: 6,000
Steading of the Hill Giant Chief
Having a chaotic alignment of either good or ncu-
tral, an Intelligence of 10, and an Ego of 12, this
sword detects gems, including kind and number;
communicates by empathy.

Flaming 11
XP Value: 1,000 GP Value: 5,000
Steading of the Hill Giant Chief
This sword is neutral in alignment with either a
good or lawful bent, and Intellipence and Ego of
&, it also has the powers of a_flame rongue sword.

Floating Blade of Shin Lu
XP Value: 5.000 GP Value: 40,000
Kara-Tur
The famous fToating blade of Shin Lu is one of a
matched pair of swords, forged on the day of the
two half-brothers” (Shin Lu and Shin Ginsen)
birth. The second sword is known as the shim-
mering blade of Shin Ginsen. The weapon isa
sword +3 in the butterfly-tipped Shou style, and
has the lfollowing powers: vorpal Mlade, luck
blade, casts iflision and charm 3 lUmes each day.
However, in the presence of the matching blade,
the sword becomes a mere magical blade (with
only its honuses to attack and damage), unable to

tap into ils greater powers, The blade is currently
on display in the Capital of Shou Lung. The foat-
ing blade s alignment is lawful-good.

Flying Scimitar of Tusmit
XP Value: 8,000 GP Valoe: 40,000
GREVHAWK Adventures

Forged in preparation for a possible war against
Ekbir, this enchanted weapon is used only by the
Pasha'’s most trusted war-ministers, When used in
combat it gains +3 on attack and damage. It can
also be thrown (minimum range: 10 feet, maxi-
mum: 30 feet). When thrown, the scimitar spins
like a razor-edged propeller and strikes as a
sword af sharpness. [t returns to the thrower’s
hand the next round. Anyone else who attemnpts to
calch the flying sword must make a saving throw
vs. death magic or lose the member, There is no
effect on the weapon's flight.

Foebhane
XP Value: 7,000 GP Value: 35,000
The Buins of Myth Drannor

This is the legendary blade borne by Filar, Cap-
tain of Myth Drannor. It lies somewhere in the
rubble of Myth Drannor’s streets, and is active (it
animates and attacks, when touched). One of six
blades crafted by the Archmage Demron, this
blade is sometimes known as Demron & bane,
because a thief used it to kill him,

Foebane is a one-handed basrard sword +4. In
addition to its base damage of 1d8+4 (1d1244 vs.
L-size or larger creatures), it “burns” the life or
unlife energy of cerlain targets so as to deal an
additional 1d8 points of damage 1o all undead crea-
tures, all beings not native to the Prime Material
Plane, and all creamres of evil alignment. It glows
with a flickering blue flame whenever drawn; the
light is bright enough to be used to read.

Foebane s +4 bonus applies not only to its
damage and attack rolls, but also to any saving
throws made by anyone holding it drawn, It
reflects back magic cast at it or at ils wielder—
each round, roll 1d8. If hostile magical item dis-
charges or spell effects are of a level lower than
the roll, they are reflected back 100% at the
source, If higher, they have normal effects. If of
the same number, both sword-wielder and source
are affected, for half damage or results (if the
nature of the spell makes this impossible, a “wild
magic” effect oceurs instead).

Foebane and any creatures touching it {up to a
maximum of eight) are affected as if by a feather
fall spell, and when grasped and ordered, the
blade can jump itself and up to three heings
touching it, twice a day.

Once a day, Foebane can “drink™ life force,

when grasped and ordered. After this power 15
547

/

1369

pS

I'—“




- Swaord, Foelinder (‘

activated, the next successful attack made by the
blade does double normal damage—and these
doubled hit points are gained by the blade-
wiglder as healing hit points. The blade-wielder
can't gain exira hit points in this way, and the
blade can't creale zombies, or drain more hit
points than a target has (if 0 is reached, the target
dies, and is not made undead),

Foebane can be commanded to guard when-
ever its owner is touching it. If the owner ceases
to touch it after the order is given, the blade
remains vigilant—and if the next entity to physi-
cally touch the blade i not the owner, the blade
emits a very loud singing sound as it animates
and attacks that entity, levitating about at MV Fl
24 (A), THACO 6. Consider the blade to have 77
hit points when it is striking by itself, The blade
attacks the entity until it does 20 points of dam-
age, the entity dies, or its owner reclaims it. This
power was typically used to guard against the
theft of the blade from a sleeping owner,

Lastly, the blade was intended for use by war-
riors, IF wiclded by a fighter, paladin, or ranger,
all strikes are at 1 point higher than normal level;
if wielded by any ather class of character, they
sirike at —1 point,

Foefinder
XP Value: 500 GIP Value: 2 500
Dracon Magazine 99

This sward +1 has the ability to detect evil con-

stantly.
Forseti’s
XP Value: 10,000 GP Value: 70,000
Legends & Lore

When the avatar swings his sword at a being who
has spoken a lic within the last seven days, it
never misses. Otherwise, the weapon functions as
a sword of sharpness +3,

Forester’s Friend
See Dyverwaen, above,

Fragarach
Sce The Answerer, ahove,

Frey's
XP Value: 3,000 GP Value: 15,000
Guods, Demigods, & Heroes
This sword slays fire gianls as Heimdall & sword
slays frost giants. Against other giants, it merely
adds +5 to damage. It has no bonus on artack rolls.

Frey’s I1
XP Value: 1,000 GP Value: 5,000
Legends & Lore
Any being struck by the avatar’s sword must save
va. spell or lose all desire to fight,

Frey’s Two-Handed
XP Value: 3,000 GP Value: 15,000
Dermes & Demicons Cyclopedia
Frey s two-handed sword +4 does 2d10 points of
damage each strike on all ereatures but giants: it
does 10d10 points to fire giants, and 5410 o all
other giants.

Frey’s Two-Handed 11
XI* Value: 3,000 GP Value: 15,000
Dpacos Magazine 110

Frey possesses an ice-blue two-handed sward +4
that strikes for 2d 10 points of damage (with
bonuses for Strength and the magical plus of the
weapon added). The sword causes 6d10 points of
damage (plus bonuses) against any true giant
{giantkin excluded). Against any fire giant other
than Surtur himself, any successful blow with the
weapon (only if it is being used by Frey) kills out-
right; there is no saving throw. Those not of neu-
tral good alignment are unable to grasp the sword,
even if their characters’ alignments are temporar-
ily altered through the use of magic.

Freya’s Frost Brand
XP Value: 2,000 GP Value: 10,000
Diacon Magazine 110
Though she prefers (o use magic and her special
abilities, Freva uses a frost brand +3 in battle if
necessary. The sward charms all mortals within
20 feet (saving throw at -3 applicable if handled
by a martal). Those of chaotic good alignment are
the anly ones who can even touch this sword.

of Friendship
XP Value: 2,000 GP Value: 15,000

Tales of the Lance
During the Dwarfgate Wars, Caramon proposed a
contest ta bring the two quarreling factions of hill
dwarves and plainsmen together. Caramon raised
a tall wooden post in a sea of mud, placing the
Axe of Brotherhood and the Sword of Friendship
at the top. Whoever climbed the post could claim
these as prizes. There was a catch, of course. Not
only was the post greased, but Caramon had the
contest rigged =0 that the dwarves and men had 1o
work together to reach the prizes. The Sword of
Friendship has a +3 bonus on attack and damage
ralls,

Frost Brand
XP Value: 900 P Value: 4,500
Dumigeon Master Guide
This 15 a sword +3 frost brand, +6 vs. fire-
using/dwelling creatures. This sword always pro-
vides a +3 bonus. The +6 bonus takes effect
against creatures that use fire or live in fiery

environments, The weapon does not shed any
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light, except when the air temperature is below
M DG) F. It does give special benefits against fire,
for its wielder is protected as if wearing a ring of
fire resistance. The frosi brand sword also has a
50% chance of cxtinguishing any fire into which
its blade 1s thrust. This power extends to a 10-foom
radius—including a wall of fire but excluding
firehall, meteor swarm, or flame strikes.

Galanti
XP Value: 400 GP Value: 2,000
Adventurez in BLACKkMOOR
Marcovie, the Duke of Borno, carries a sword +/
named Galanti, but the weapon lacks special

OWETS.

Gemsword
XP Value: 4,000 GP Value: 20,000
Lost Ships
These very rare, ancient swords were devised by
the earlicst spacefaring elves. Over the ages, the
sceret of making and repairing them has been
lost. Only the Arcane and certain archmages
know how 1o recharge them.

Gemswords are +4 weapons of electric-blue
metal {a very fine sort of steel). Slim and bejew-
elled, with omately twisted and curled hilts, they
are beautiful to behold, prized by all spacefarers.
Gemswords constantly gather light energy from
nearby sources, and, once a day (a 144-turn
perind of time), can be commanded to make a
power strikes. A power strike requires an attack
roll. Upon hitting, it deals 1 hull point of damage
to a ship, or 3d4 points of damage to an individ-
wal, (If the attack roll fails, the blade flashes with
light, loosing its stored energy harmlessly.) A
being struck by the sword must roll a save vs.
breath weapon or be confused (as the dth-level
wizard spell) for 12 rounds,

Each such sword has several show gems (gem-
stanes that are only decorative, although they
may be very valuable), but it may also have one,
two, or three power stones. These blue-green
gems are able to hold magical energy within
them. ldentifiable by their cut, they can hold the
following spells:

Cabochon: Regencrare when grasped and
ordered, as the Tth-level priest spell, but affecting
only one creature touching the blade (up to 7
charges).

Crown cut: Lightning bolt from the tip of the
blade, as the 3rd-level wizard spell, with a range
of 222 feet and dealing 7d6 points of damage (up
io 3 charges);

Square cut: Teleport without error when
grasped and ordered, affecting the sword wielder
and up to two other beings of medium size or
less, or one large size being plus the wiclder, and

who must also touch the blade. The teleportation
15 to another known location within a sphere, but
not from one sphere to another (up to four
charges).

Each charge equals one spell, called forth by
mental command of the wielder, who is always
aware of what the sword can do, at least in rough
physical terms, and how many charges 1t has
(magical ability is not required to use the sword's
gem propertics).

Recharging gemswords is known to invalve the
casting of the spells they hold, but the process
{and associated spells) remain secret, Characters
will have to research this their own. The DM may
also wish to devise other gem cut/spell combina-
tions.

Genie Slayer

XP Value: 900 G Value: 4,500
Diacon Magazine 179
This sword +2 acts as a +4 weapon when used
against any genie. Further, it inflicts double dam-
age (doubling any damage bonus as well) when
used against one of the following genie types
(roll 1d4):

Roll Genie
1 [jinmi
2 Dao
3 Efreeti
4 Manid

The sword inflicts double damage against the
commaon and noble versions of the particular
genies, Other types of genies (including jann,
gen, and tasked genies) are only attacked with a
-+ bonus to attack and damage rolls,

Genies' Bane
XFP Value: 600 GI* Value: 3,000
Dmacos Magazine 179
These swords grant a +1 combat bonus to anack
and damage rolls, It also grants a + 2 against any
genielike creatures, including gen, common
genies, tasked genies, noble genies, and jann.,

Genies® Bane 11
XP Value GI* Valne
Dao: 700 3,500
Dyinn: 700 3,500
Efreet: T 3,500
Marid: 700 3,500

Dracon Magazne 179
These weapons grant a +2 bonus in combat, but
provide an additional +1 to attack and damage
rolls against one specific genie type (dao, mand,
efreet, or djinn). They may affect both common

and noble versions of these types, but they affect
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all other genies, even other genies of the same
elemental type, with the weapon's standard attack
and damage bonus.

Genieblight
XP Value: 600 GFP Value: 3,000
Land of Fate
These swards may be of any type. They grant a
+1 combat bonus to attack and damage rolls, and
grant a +2 against any of the geniekind, including
common genies, tasked genies, noble genies,
jann, and even gens.

Geniescourge
XP Value: 800 GF Value: 4,000
Land of Fate
These weapons grant a +2 bonus in eombat, but
provide a +3 to attack and damage rolls against
specific geniekind (dao, marid, efreeti or djinni),
They may affect both common and noble ver-
sions, but affect all other genies, and even other
genies of the same elemental type, as simply +2.

Giant Slayer
XP Value: 900 GP Value: 4,500
DimGEoN MasTer Guide
This provides a +3 bonus vs. any giant, giant kin,
ettin, ogre mage, or titan. Against any of the true
giants (hill, stone, frost, fire, cloud, storm) the
sword causes double damage (2d12+3).

In Kara-Tur: This sword affects all new giants
introduced in this set and in the AL-Qapim®
MonsTROUS CoMPERDIUM® Appendix, gaining an
additional +2 attack bonus against them.

of Giant Slaying
XP Value: 900 GP Value: 4,500
Steading of the Hill Giant Chief
This neutral good sword 15 unique, with Intelli-
gence of 14 and an Ego of 8. The swaord speaks
Hill, Stone, and Frost Giant in addition to Com-
maon. It detects enemies, but the sword has no other
powers, It has a +2 damage bonus, +4 vs, giants,

of the Giants
XP Value: 10,000 GP Value: 50,000
Legends & Lore

When Heowulf followed Grendels mother into
her watery lair, he found his own sword would
not injure her. Fortunately, the glowing sword of
the giants happened to be hanging on the wall
where he could seize it. This sword accomplished
what his own could not, and he slew the fierce
ogress. It 15 not known what later became of the
sword. The sword of the gianis 15 a vorpal sword
+5 that glows with a constant golden light. In
addition, it acts as a ring of free action and allows
its possessor to breathe water.

Githyanki Silver
XP Value GP Value
Knight: 2,000 10,000
Leader: 12,000 60,000

Outer Planes MO Appendix
Githyanki knights of 7th level and above always
carry a silver sword—a two-handed sword +3
that, if used astrally, has a 3% chance per hit of
cutting an opponent’s silver cord, but mind barred
individuals are immune,

A supreme leader of a lair will carry a special
silver sword +35, with all the abilities of a vorpal
weapon that also affects mind barred individuals,

Githyanki never willingly allow a silver sword
to fall into the hands of a nongithyanki. If a spe-
cial silver sword should fall into someone's
hands, very powerful raiding parties will be
formed to recover the sward. Failure to recover
ong of these highly prized weapons surely means
instant death to all the githyanki involved at the
hands of their merciless lich-gueen.

Glorius
XP Value: 5,000 G Value: 25,000
Dumceass & Dracons Master Set

Grlorius, the sword used by the hero Oliver, broke
nine swords made by the famed smiths Ansias,
Galas, and Munifican. It is a sword of sharpness
+4. Every time the user strikes an opponent,
rolling exactly what is needed to strike, the user's
weapon must roll a saving throw vs, crushing
blow or be snapped. (Magical weapons gain a
saving throw bonus equal to their magical
enchantment. )

Goblinvolent
GP Value: 2,000
The Knight of Mewts
The bonuses of this magical sword apply to both
attack and damage rolls. The sword causes 1d8+1
points of damage to all targets, except for gob-
lins, in which case damage is 1d8+2 points,

of the Golden Gulf
XP Value: 300 GP Value: 1,500

XPFP Value: 400

Land of Fate
This magical cutlass is a favorite weapon of cor-
sairs and other sea travelers. In addition to pro-
viding a combat bonus, the sword allows the
wielder to survive underwater as if under the
effects of a warer breathing spell as long as the
cutlass is in hand.

Golembane
XP Value: 400 GP Value: 2,000
Mordenkainen’s Fantastic Adventure
Against a golem, this weapon gains a +3 attack

bonus and inflicts 3d10 points of damage per
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strike, plus any other bonuses applicable. It is
olherwise a normal long sword +1.

Gram
XP Value: 1,500 GP Value: 7,000
Durceors & Dracors Master Set
Gram (German for grief) was another famous
sword of Siegfried. This weapon is the equivalent
to a sword of nine lives stealing +3.

Grankhul’s
XP Value: 2,000 GF Value: 10,000
Monster Mythology
Grankhul's avatar wields a long sword +3 that
strikes its victim dumb for 1d4+2 rounds unless a
saving throw vs. spell is made.

Graz'zt’s

XP Value: 3,500 GP Value: 17,500
Manster Manual 11
tiraz'zt normally employs a huge, wavy-bladed
sword (equal to a bastard sword) that drips acid
on command, The acid inflicts an additional
1d4+4 points of damage. Those who own nonliv-
ing materials must make a saving throw vs. acid
il Graz'zt strikes with a natural 20 on his attack
roll.

Greenswathe
XP Value: 4,000 GP Value: 20,000
Howl From the Morth
Greenswathe is a strange-looking weapon, arcane
and almost alien. It appears to be made of gold,
but it 15 as hard as adamantite. Peculiar
arabesques and signs are ctehed into the blade
and decorate the handle. It has a single emerald
set into the pommel.

Greenswathe s a neutrally aligned weapon
designed for a druid. In the hands of anyone else.
itis simply a seimitar +1. In the hands of a druid,
it is @ +3 weapon that alse confers bonuses of -1
io the character’s AC and +1 to all saving throws.
A druid who possesses Greenswathe is allowed to
cast one additional spell per day in each level he
is capable of casting, with the proviso that the
extra spell comes from the plant or animal sphere.

Greenswathe has no special purpase, but it
does have a special attack form usable once a
day—the armor-piercing strike. On command,
Greenswathe simply sweeps in an are through
armor as if it did not exist. A target is treated as
having no armor, though any magical bonuses are
still counted. For example, striking at a target in
plate mail +3 that would normally have an AC of
0, Greenswathe attacks as if striking at a target
with AC 7 (AC 10, -3 for the magical bonus). In
addition, if the strike is successful, Greenswarthe
mflicts 1d3 times the usual damage—belween

4-11 and 12-33 points of damage to a small or
human size target.

A drud picking up Greenswathe instantly has
the feeling that this weapon has further latent
powers that are currently unknown.

Gregory’s Holy Avenger
XP Value: 4,000 GP Value: 20,000
1993 Collector Card 357

The holy avenger long sword +5 in Gregory's
possession is known as Thrivaenstel, which
means Truth's Right Arm in an ancient tongue. As
with all holy avengers, in a paladin’s hands Thri-
vaenstel penerates 50% magic resistance in a 3-
toot radius, dispels magic within the same radius
at a level equal to the paladin’s, and allows the
paladin to inflict 10 extra points of damage per
successful strike against chaotic evil opponents.
In any other person’s hands, Thrivaenstel merely
functions as a long sword +2.

Grinthane
XP Value: 3,600 GP Valoe: 18,000
PoLYHEDRON Newszine 76
This is a sword +5 defender, with a finely carved
jade pommel, The elvish runes along the blade
say, Go for the Green Heart, hinting at its special
purpose lo slay green dragons. In the hands of an
elf, the blade 13 5 on attack rolls and confers a
+5 honus to Armor Class. It grants its wiclder a
+5 saving throw bonus against green dragon
breath. Its other abilities are: detect green dragons
in a 1-mile radius, detect precious metals in a
120-foot radius and detect gems in a 120-foot
radius. [t speaks EIf, Common, and Green
ofl.

In the hands of all other creatures, it funclions
as a normal sword. Grinthane enjoys verbally
abusing its victims, especially if those victims are
green dragons. Immediately on sighting a green
dragon, the sword begins velling insults in Green
Dragon.

Guardian Blade
XP Yalue: 1,600 GP Value: 5,000
The Assassin's Knot

The chief function of a guardian Made 1s to he
with a sleeping character and warn of approach-
ing danger. It can detect enemies like a wand of
enemy detection within a 20-foot sphere. Upon
detecting an enemy, the guardian flashes a single
burst of light, telepathically alerts its owner, and
goes out. This power can be used once a day, and
operates continuously for a period of up to six
hours. It may be used while the character is
awake and moving, but once used, it cannot func-
tion again for 24 hours.
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Hachiman’s
XP Value: 10,000 G Value: 50,000
Legends & Lore
Hachiman’s avatar wields a sword of sharpness
t3.

Hades's
GP Value: 25,000
Lepgends & Lore
Opponents of Hades's avatar must save vs. death
magic or die when they are struck by his sword.

XP Value: 5,000

Harmonizer
XP Value: 3,000 GP Value: 15,000
Howl From the North
Harmenizer is a sword especially made for
thieves, Across its shiny surface arc etched
images of a wizard performing a ritual over five
swords can be clearly seen. The wizard is wearing
a white robe, and behind the wizard, a swirling
mass of wind and earth coils eerily.

In the hands of a thief, the sword is a neutrally
aligned defender two-handed sword +5, but in
any other hands, the sword is merely a fweo-
handed sword +1. 1ts size and composition make
the weapon look heavy and bulky, but it weighs
the same as a standard dagger, making it a perfect
weapon for weaker thief characters.

When this sword is first retrieved, it scans the
immaediate area, determining who is a foe and
who is a friend of the thief who possesses the
weapon. Once this has been determined, the
sword waits until the friends are alone. At this
moment, Harmonizer brings into being exact
replicas of the characters. The newly arrived
clones begin fighting the characters with the pre-
cision and skill of the characters. They also pos-
sess identical weapons and magical items,
Harmanizer does this in order to determine the
worth of its new wielder.

When battling anather thief, a thief PC realizes
one more bad side effect of the sword. It gives the
PC the same thieving and fighting abilities as the
opponent in order to even the battle, 1f the oppos-
ing thief is lesser in level, Harmonizer increases
the opposing thief's ability to mateh that of the
PC. If the thief puts the sword down Lo battle at
an advantage, the tactic works, but the thiel and
his companions must again fight their duplicales
when the thief picks up the sword again,

Harpo's Orcslayer
XTI Value: 900 GP Value: 4,500
1992 Fantagy Collector Card 77
This magical blade belongs to Harpo Bogglinn,
He loves this sword, the chief weapon in his
unceasing war against ores. When within 50 feel
of an orc or orog, the sword hegins to quiver,

almost as if in eager anticipation of slaying one of
the creatures. Against orckind in battle, the blade
confers a +4 combat honus, and any successful
hits cause double damage to orcs and orogs.
Harpo uses the weapon to kill the 1,001 ores nec-
essary to return home and reconcile with his
father. Against all others, Qreslayer functions as
a magical sword +2.

Hawkshlade
XP Value: 8,000 P Value: 40,000
1992 Fantusy Collector Card 23

This sentient weapon, wielded by Audrianna
Adayr, is a flaming long sword of dancing +4. 1t
can ignite on command, the flames causing an
additional 1d6 points of damage to cold-based or
undead creatures. In addition, it will perform
exactly as a sword of dancing, going from a +1
weapon Lo a +4 weapon over four rounds, and
attacking on its own every other four round
period. Hawksblade can also detect evil in a 10-
foot radius, cast cure light wounds three times a
day, and cast eure eritical wounds once a day.

Heart of Stone
XP Value: 5,000 GP Value: 25,000
Diacon Magizine 182
Also known as Corgon 5 Breath, this short sword
has an intricate silver blade with runes that spell
Heart on one face and Stone on the other, Boath
the scabbard and the rather spartan pommel are
made of black adamantite.

This is a swaord +3, though it cannot damage
ereatures from the Elemental Plane of Earth.
Such elementals do not normally harm the bearer,
however, unless provoked, On a natural 20, the
target must save vs. petrification or be turned to
stone: the hearer saves vs. petrification at +1. The
wielder may cast the following spells once a day:
meld into stone (double weight capacily), pass-
wall, and stone refl. In addition, any of these
spells may be cast once each a week: contact
other plane (Elemental Plane of Earth only),
stone to flesh, and stoneskin. All spells are cast at
the 12th level.

Heartseeker
XP Value: 4,400 GP Value: 22,000
DracoN Magazine 99
Heartseeker is a sword of dancing.

Heimdall’s

GP Value: 15,000
Legendz & Lore
Heimdall’s avatar carries a vorpal sword +3/+3
vs, frost gianis,

XP Value: 3,000
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Hel’s
GP Value: 10,000
Lepends & Lore
Any being hit by the avatar’s sword must save vs,
death magic or contract a disease that causes 5
points of damage each round until cured,

Ho Masubi’s
XP Value: 4,000 GP Value: 20,000
Legends & Lore
The avatar’s sword 1s made of {ire and does 10
extra points of fire damage when it hits (but gets
no Strength bonus), Struck target’s armor must
save vs. magical fire or be destroyed.

Hofud

XP Value: 2,000

XP Value: 10,000 GF Value: 50,000
Grods, Demigods, & Heroes

This sword combines two abilitics when wielded

by the avatar of the bright god Heimdall,

+ It slays frost giants with but a single hit,

s [t has vorpal blade ability with the absence of

the antimagic circle.

Holy
XP Value: 5,000 GP Value: 25,000
Greyhawk
As a holy sword +35, this weapon will display its
true worth only in the hands of a paladin, Wielded
by a paladin, it negates all spells (including
wands and staves) in a radius of 10 feet, thus
making the paladin virually magic-proof.

Holy Avenger
XP Value: 4,(H0 G Value: 20,000
DumGros MasTeR Guide

In the hands of any character other than a paladin,
this holy sword will perform only as a sward +2,
In the hands of a paladin, however, it creates a
magic resistance of 50% in a 5-foot radius, dis-
pels magie in a 5-foot radius at the level of magic
use equal to the experience level of the paladin,
and inflicts + 10 points of honus damage upon
chaotic evil opponents.

Holy Revenger
XP Value: 3,500 GP Value: 15,000
IMaciing Magazine 14
This sword was made for a halfling assassin who
dispuised himself as a paladin for so long, he
came to believe it. The blade alternates hetween
being a holy avenger and a dagger af venom. In
cither guise, it causes 1dd+1 points of damage.
As a haly avenger, it does +5 damage in the
hands of a paladin, has all the other holy avenger
abilities, and can deteet invisible objects, casta
protection from evil once a day, detect traps, and
summaon a ki-rin for one turn once every two

weeks. Against an assassin, it does extra dam-
age—the assassin’s level = 2 points of damage.

When this weapon is a dagger of venom, it
poisons any victim on a natural roll of 20, Even if
the saving throw vs. poison (at a —1 penalty) is
successful, the vietim is in such pain that all sub-
sequent artacks are made at a —4 penalty for the
next full arn. A paladin’s normal saving throw
bonus becomes a -4 penalty against the venom of
this weapon. The venom never needs to be
renewed. The blade can detect good, cast profec-
tion from good once a day, and summon a dao or
efreet for one turn every two weeks, The user of
the hlade must concentrate upon controlling the
summaoned monster, lest it turn upon him or her.

The nature of the blade varies in an unpre-
dictable fashion, but it never spends more than
three weeks in one forn. It has an Intelligence of
17 and an Ego of 19, It attempts to slay all who
are nol assassins or paladins,

of Honor
XP Value: 1,200 GP Valoe: 12,000
War Captain's Companion

This is an extremely rare short sword awarded
only to the bravest of commanders in the Wa navy
and army. It grants the bearer a +4 to all saves
against mind-altering and mind-conrolling spells
and influences both magical and natural. For
example, the bearer gains the bonus to saves with
respect to the confusion attack of an umber hulk,
the mind altering effects of alcohol, the effects of
a hypnosis spell, and so on, It does not affect
psionic attacks, though it is itself immune to
psionic effects. The wakizashi of honor has a
12,000 gp value on the open market. In Wa, the
sale of these weapons is illegal, and punishable
by death. All swords of honor have names.

Hornblade
XP Value 1,000 GP Value: 5,000
Dumcitios MasTer Guide

This 15 a magical weapon with a sicklelike
blade resembling some sort of amimal horn.
Heornblades range in size from that of a knife to
somewhat less than the length of a short sword.
Even a close inspection is 90% unlikely to
reveal it as anything other than a piece of horn,
1o 14 feet in length, set in some sort of han-
dle or grip. If magic is detecied, a hornblade
radiates faintly of enchantment magic. How-
ever, if the proper pressure is applied in the cor-
rect spot, a curved blade of great strength and
sharpness springs out,

The small versions (knife and dagger size) are
usually enchanted to +1 or +2, and the largest
version (scimitar size) commonly has a bonus of

+2 or +3. Smaller hornblades can be thrown, and
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the honus applies to both attack and damage rolls.

Any character class permitted to use sickle
weapons can use a hornflade. The possessor can
use it with proficiency, providing he or she has
proficiency with the appropriately sized weapon
(knife, dagger, or scimitar).

of Horus
XP Value: 18,600 GP Value: 93,000
Legends & Lo
Horus's avatar wields a sword of Horus in com-
bat. This magical weapon acts as a sword +35,
holy avenger, but also has the special abilities of
a fuck blade, defender, and vorpal sword.

Iee Claw
XP Value: 2,600 GP Value: 13,000
Dracox Magazine 158

This sword was forged by the dwarves of Citadel
Adbar centuries ago to stem the onslaught of
dragons in the Ice Mountains. Their high king
maintained the weapon in his personal armory
and bestowed it on a select group of champions
for specific quests; it had no exclusive wielder
and was only seldom used. Dwarven tradition
holds that fee Claw has slain at least one dragon
and three fiends during its colorful history, as
well as many lesser foes,

One hero failed in his appointed task and lost
fee Claw to treachery; he shaved his beard in
shame, then left in exile to recover the blade. He
died without success 116 winters ago.

The sword remained lost for the better part of
four decades before it eventually found its way
into the hands of one Captain Farzahd of an
obscure mereenary company. When he later tried
to force himself on an elf maiden named
Lilshanya, she slew him with sorcery and took the
sword for herself. She is still an active adventurer
and travels across the Realms with the weapon.

fee Claw is a unigue short sword with a pol-
ished off-white blade that is cool to the touch.
The pommel 15 silver, twined with black adaman-
tite thread and set with a large diamond {(worth
5,000 gp). It is of lawful neutral alignment (Intel-
ligence 17, Ego 20), communicates by speech (in
Commaon or Dwarf) or telepathy, and can read
mundane and magical writing when touched to
the script.

This sword acts as a frost brard +3 with a spe-
cial purpose to defeat dragons of any alignment.
The wiclder gains a +2 to all saving throws and
takes =1 point per die of damage sustained in
combat against dragons (to a minimum of 1 point
per dig). fee Claw s bearer is also immune to the
aura af fear surrounding some dragons.

Ilbratha, Mistress of Battle
XP Value: 1,500 GP Value: 7,500
Dracon Magazine 74

flbratha 15 a bronze sword with a row of six
matched bloodstones set into the fuller of the
blade along one side only. Each bloodstone is
worth 70 gold pieces; as an undamaged set of
stones, they might bring 500 to 600 gp if sold
shrewdly. ffbraika does not glow and bears no
inscriptions. It is +1 on atlack and damage rolls,
and, when grasped by a fighter of any alignment,
its powers are communicated telepathically to the
holder. This is a feature of its magical manufac-
turg—it is not sentient.

Ilbratha gains its name from its powers, which
are very useful in combat. When held (bare flesh
on the handgrip) and mentally ordered, [fbratha
can jump (as the spell; one leap only) with its
bearer three times a day, blink itself and its bearer
once a day, and create a mirror image of itself and
its bearer once a day. It also rings like struck
chimes or tubular bells when it touches magic;
this includes spell effects from devices and physi-
cal contact with enchanted items, but not physical
effects (such as a stinking clowd or gust of wind)
caused by spell casting. This power is a warning
only, and is in not a protection against magic.

flbratha was created by unknown hands at the
behest of Azoun I, long-dead king of Cormyr. He
bore it once into battle, at Ithmong in his war
with Tethyr, and then lost it in a storm that
wrecked his ship on the rocks of The Neck. The
sword was found by the fishers of Teziir and sold
to a rich merchant, Sevan of Amnwater. He took
it west on a caravan along the Trader's Road and
the river Chionthar to Scomubel, where he sold it
to Phelas Urm, a merchant of Thentia. Phelas
brought it overland through Cormyr, where it was
recognized in Arabel. Agents of King Azoun [
attempled o recover it, and slew Phelas, but in
the confusion the blade was either lost or stolen
by one of the agents.

All trace of it was lost until, 200 winters later,
the sage Thallastam of Procampur was offered
the blade for 1,500 gold pieces by a peddler from
a nearby town who seemed ignorant of its true
nature, Thallastam brought the blade w Elminster
in Shadowdale, the only loremaster with an inter-
sl in swords whom he trusted.

Elminster identified the blade from the writ-
ings of Azoun | (the old king’s great-grandson
had just come to the throne), and Thallastam bore
it back toward Procampur by way of Tilver's Gap
and Essembra. But he was never seen again, and
did not reach Procampur. His ruined diary, staff,
and a skeleton were found some years later when
the Pool of Yeven in Battledale was dragged, but

the sword was never found. Elminster helieves it
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is in the hands of bripands, or perhaps mercenar-
128, who have not drawn the blade since, at least
not in battle near the Dales.

IIneval’s Broad Sword
XP Value: 2,200 GP Value: 11,000
Monster Mythology
His dreadful broad sword +3 causes bleeding
wounds (lose 1d4 points per round until a cure seri-
ous wounds or a higher-level healing spell is cast),

Ilyana
XP Value: 3,500 GP Value: 17,500
Dark of the Moon
Gregor is a barrel-chested man with powerful
limbs and an arrogant, commanding manner. He
has a thick beard and a heavy brow, and his eyes
burn like coals when he is angry. Gregor is a
shape-changing werewolf, or loup du noir, and is
lord of the domain of Vorostokov, As a human,
Gregor wields a bastard sword +3 named lyana
ireaver) two-handed. ffyvana has the power to heal
its wielder once a day.

Indra’s Flaming
XP Value: 8,000 GP Value: 40,000
Lepends & Lore
Indra’s avatar carries a flaming sword +3 that is can
be used 1o ignite objects just as Flame Tongue can.

of Insanity

GP Value: 3,500
Dracon Magazine 91
These swords function as +1 weapons, they are
never Intelligent. On any modified attack roll of
20 or better, the sword generates an energy field
around the blade that causes any nonpsionic crea-
ture struck to suffer an effect similar to that
caused by a psionic blast attack, producing tem-
porary confusion or insanily. Nonpsionic beings
struck are affected as recorded in The Complete
Esionics Handbook, the being’s combined Wis-
dom and Intelligence scores determining the
weapon s effects. Note that insane beings, those
with more than 6 Hit Dice, and those who are
immune to psionic attacks cannot be affected.

If a psionic character is struck with this sword
and a score of 20 or greater is achieved on the
attack roll, the being sullers a psionic blast attack
of 100 PSPs. The sword cannot be psionically
altacked in return.

XP Value: 700

of Intercession
XFP Value: 1,000 GP Value: 5,000
Dpacon Magazine 91
This magical weapon is a holy (or unholy) sword
that always has an alignment and a patron deity. A
character of any different alignment may wield a

sword af fntercession, but it functions then as a
normal, nonmagical weapon, A character of the
same alignment as the sword may wield itasa +2
weapon, A character who worships the sword’s
patron deity may wield it as a sword +4, and in
addition gains a 5% magic resistance and a +2
bonus on all saving throws so long as the sword 15
held or carried. Such a character 15 also able to
commune with his or her deity once a week, ask-
ing ane yes or no question at that time. The sword
does not work for those who have only converted
to their new alignment or religion within the last
year.

Ironfang
XP Value: 6,000 GP Value: 30,000
Children of the Night

Jacqueline’s favored weapon is fronfang, her vor-
pal sword. fronfang was fashioned ages past from
meteoric iron by the drow of Arak, from whom
she stole it long ago. She is able to use this
weapon even when wearing the head of a wizard
or other character class which might normally be
unable to employ such a sword. This weapon
functions in all ways as deseribed in the DMG.
Jacqueline has made it a practice to “harvest”
new heads only with this hlade.

Jaysen’s Magebane
XP Value: 500 GF Value: 2,500
1992 Famtasy Collector Card 79

Juvsen v Magebane 15 a magical long sword that
provides a +1 bonus in combat, and (despite its
name} a +2 bonus vs. all users of magic. How-
ever, the sword also acts as a magical lighming
rod, and all area-of-effect spells that encompass
Jaysen concentrate on him. Saving throws suec-
cessfully made by all other individuals reduce the
damage o one quarter, while lailure resulls in
hall damage. Jaysen must successlully save o
take full damage—a failed save means Jaysen
suffered +150% damage.

Joyeuse
XP Value: 1,200 GP Value: 6,000
Dumcpons & Dracons Master Sel
Joveuse (French for joyous) is the great sword
that Charlemagne wielded, It took the smith Gal-
las three years to forge this powerful weapon. It is
a bastard sword +4 with the ability to cast a per-
manent version of curse (the reverse of hless).
When an oppanent is struck by this sword, a sue-
cessful saving throw vs. spell {at —4) must be
made or the victim suffers a permanent -1 to all
attack rolls and saving throws. To remove a single
-1 penalty, the wielder must be subjected to a
remove curse spell. A remove curse 18 required

for cach —1 curse inflicted by this sword.
5625
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- Fword, Justicer -

Justicer
XP Value: 500 GP Value: 4,000
Adventures in Blackmoor
Owned by the baron of Bramwald, Bram Tagus,
Justicer is a sword +2 with no extraordinary
powers.

Kabal

GP Value: 25,000
Fate of lstus
Cymbelline’s long sword is highly magical, a
flame rongue +3 whose light is blinding white.
The sword’s name, Kabal, i a word from an
archaic (and mostly forgotten) dialect of the Bak-
lunish tongue. The word means fate, but with a
special twist: when someone “meets his or her
fate” in a contest of arms, that is kabal, Kabal is a
umgue weapon, ereated by Fate herself—sentient,
strictly neutral in alignment, with an Inelligence
of 200 and an Ego of 30.

The sword has the following powers: read lan-
guages, read magic, know alignment (once a
day), energy drain (three times a day), derecr
magic (once a turn), detect invisibility (once a
turn), charm person (three times a day), telepathy
{once per lurn), suggestion (twice a day), and
slow (twice a day with a -3 penalty 1o saving
throws). All these powers are similar to spells of
the same mame, and operate at the 18th level.

Kabal has a special purpose—to aid Istus in
her test of the character classes. The weapon
communicates telepathically. It will let no one but
its current owner touch the sword. 1f a wizard
casls defect magic on the weapon, the caster
receives a flecting impression of frightening
power; then the connection is broken. If anyone
elzse touches the hilt of the sword while its current
owner is alive, the weapon delivers 3d12 points of
electrical damage.

Kaldair Swiftfoot’s
XP Value: 5,000 GP Value: 25,000

Monster Mythology
Kaldair carries a dancing short sword that para-
lyzes even creatures normally immune to para-
lyzation (a normal save at -4 negates).

Kali's
XP Value: 10,000 G Value: 50,000
Legends & Lore
Anyone hit by Kali s sword must also save vs.
death magic or be killed.

Karali's Silver
XP Value: 3,000 GP Value: 15,000
1992 Fantasy Collector Card 242
Karali’s magical short sword is a typical magical
wegpon +3 in most respects. However, when it is

XP Value: 5,000

wielded under the light of a gibbous or larger size
moen, it drains 1 energy level from any victim it
successfully hits. Each time that the sword drains
an energy level, Karali’s life force i= also altered
slightly, taking him ever closer to the final, true
form of a darkling.

of Kas
XP Value: 13,000 GP Value: 65,000
Eldritch Wizardry
Another item connected with the legend of the
lich Vecna 15 the sword of Kas, his onetime body-
guard. This sword is said to have a thin, gray
hlade of some metallic substance. [ts powers are
only dimly hinted at by legend, but Kas was said
to be the mightiest swordsman of his age.

The sword has +3 bonus, +5 vs. undead and
fiends, and an Intelligence of 18 and Ego of 18. It
is an evil weapon, and if possible, it will control
any fighter who picks it up and turn him evil.
Additionally, it has the following abilities/penal-
tes:

+  Water breathing

+  LUser may become ethereal twice a day.

«  Cause serious wound of double effect twice a
day.

= As long as the user carries the artifact, the
character acts as a magic drainer. No magic
directed at the user has any effect, and the user
can use no magic. Any magic that touches any
part of the user's body permanently loses ils
magical ability.

«  LUser may restore one lost level (as a resrora-
rion spell) once per week (perhaps one drained
from a nearby friendly PC).

of Kas Il
XP Value: — GP Value: —
Baook of Artifacts
While this sword has a 6-foot blade and a 2-foot
hilt, it can be easily wielded in both hands by any
warrior, The blade is rippled, with a vein of gold
running down the center. The hilt is wrapped in
red leather flecked with gold. The narrow quil-
lons are of unicorn horn and capped with small,
black pearls; the basket surrounding the hilt is
formed in the image of a leering, bearded face.

The history of Kas the Bloody Handed is irrev-
ocably linked to Lord Vecna, for his sword was
created by Vecna's own skills, Kas was Vecna's
lieutenant, warlord, and assassin, and the sword
was his symbal of authority,

The sword is as evil as its maker, and it whis-
pered dreams of treachery to Kas until finally,
blade in hand, he confronted his dread master.
The battle between the two of them was titanic,
and both are said to have died in the end. All that

remained behind were the sword of Kar and the
512
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. Sword, Kura, The Darkness

hand and eve of Fecna.

Although the sword is thoroughly evil, PCs
may be allowed to use it, but only for a short
period of time. Any appearance of the sword of
Kas should be matched by the introduction of the
hand and eve of Vecna as well, since the sword
exisls to destroy Vecna. Use of the artifact should
be built around that story.

The sword may be discovered by the adventur-
ers as a prelude to a campaign involving the hand
and eye, as the owner of the sword becomes
obsessed with finding Vecna's artifacts, This
leads the party into the DM’s planned adventure
for the hand and eye.

The sword iz also the bane of the Cult of
Veena, since the death of Vecna’s followers indi-
rectly fulfills the sword's goals. Thus, the sword
could lead the characters into a conflict with the
cult of Vecna (which in turn leads to the hand and
eye).

The sword of Kas is intelligent (Int 19, Ego 20)
and communicates telepathically, revealing only
two random powers when first touched,

Constant Powers: The sword acts as a
defender +6 (double damage to planar beings),
grants foresight, and defiles holy water within 30
feet.

Invoked Powers: Upon command, the sword
can shield (3/day) or bestow fire giant Strength
(+4 to hit, +10 damage, | turn duration, 3/day).

Random Powers: The sword grants three abil-
itics from Table 1-14: Immunity and two abili-
ties from Table 1-15: Major Powers.

Curses: First, the sword inflicts 2d20 damage
the first time it's touched. Second, all powers fail
when it's brought within 60 feet of Vecna or his
artifacts—a fact of which the sword is not aware,
Third, the wiclder risks artifact domination; the
sword’s goal is to destroy Vecna and his artifacts.
Finally, it must be quenched in blood onee a day
and tries to force its owner to do so. If successful,
the character is compelled to kill (even another
member of the party),

Suggested Means of Destruction:

+ The death of Vecna, now a demigod.

* The sword i1s hammered into a plowshare with
the cudgel of St. Curhbert,

*  Allmemory of Kas must be wiped from Oerth.

Kirren's Frostbrand
XP Value: 2,000 GP Value: 10,000
1992 Fantasy Collector Card 244
Kirren found this magical sword wedged in the
skeleton of a red dragon. It provides a +6 bonus
to attack rolls against fire-using or dwelling crea-
tures while providing protection to the wielder as
a ring of fire resistance. The blade does not glow
unless the temperature is below 0(DG) F. Any-

time the blade is thrust into a fire source, there is
a 50% chance of extinguishing it. Kirren's hlade
can also cast ice storm as an 8th-level wizard
once a week. When used against all other crea-
tures, frostbrand is a +3 magical weapon,

Kullervo's
XP Value: 7,000 GP Value: 35,000
Gods, Demigods, & Heroes
Kullervo 5 sword provides a +3 on attacks and
when it strikes it slays any fighter (save vs. spell
applicable). The sword communicates with
Kullervo by talking.

Kura, The Darkness

XP Value: 5,000 GF Value: 35,000
PoLyHEDRON Newszine 82

This unigue onyx shard can be worn around the
neck on a chain or at the belt as a netsuke, It is
smooth and curves slightly, looking almost like a
miniature katana. If none of the shard’ special
powers are being used, the onyx radiates an aura
of abjuration magic. The magic detected is the
spell that locks Kura, an intelligent being from
the Negative Material Plane, into the stone. Kura
was tricked into the stone centuries ago by a
ninja/wu jen. Kura has two goals—to free itself
and to assist anyone who makes use of the power
of darkness.

Kura has an affinity with ninja and will badger
any wearer into becoming a ninja. The stone will

not willingly serve nonrogues. Kura is by nature
5638
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Sword, Kusumogi no Tsurug -

temperamental and devious, Over the centuries
that Kura has spent trapped in the shard {most of
the time serving minja) the creature has developed
a strong distrust of humans.

Kura is chaotic neutral and is treated as a weapon
with an Intelligence of 14, an Ego of 10, and a per-
sonality of 24, Kura speaks to its wielder by telepa-
thy and has the following abilities, functioning as if
cast by an Sth-level wu jen and usable once a day:
detect invisibility, darkness 15 radius, and Ty, In
addition, it can generate a Made of Negative Plane
energy in the shape of any medium or small melee
weapon. The blade is pitch black, effectively invis-
ihle in the dark, and has a +3 bonus to attack and
damage rolls on all targets except undead. When
used against undead, the item suffers a -1 penalty
on antack and damage rolls,

Kusunogi no Tsurugi
(Grass Quelling)

GP Value: 2,500
Dracon Magazine 40
Roll randomly for alignment. No Intelligence or
Ego, and with an ordinary bonus, this is the best
quality katana for a samurai. When the sword is
drawn, it automatically casts a continual lighe and
all normal fires within a 10-foot radius go out.
Magical fires are treated as though a dispel magic
spell were cast by a 12th-level wizard. When the
sword 1s drawn, the user is immune to all forms
of flame damage. In addition, the sword does
double damage to all vegetation or plant creatures
and allows the user ro cut through thick brush and
tall grass with great ease or chop down trees as if
it were a lumber axe, However, the sword was
created from a dragon. No one (including the car-
rier) within a 50-foot radius of the sword can do
any damage to dragons, and the sword itself never
does damage to dragons.

XP Value: 500

Lafarallinn’s
GP Value: 34,000
lome of Magic
Lafarallinn’s avatar wields a long sword +3 with
the property of wounding.

XP Value: 6,800

Lancelin’s
XP Value: 700 GP Value: 3,500
The Shady Dragon Inn
Lancelin Openhand wiclds a broad sword +1/+3
vi. enchanted ereatures.

Laprov
XP Value: 15,000 GP Value: 75,000
The Land Beyond the Magic Mirror
This short sword is a vorpal blade. It has an Intel-
ligenee and an Ego of 14, [is abilities are defec!
magic, detect invisible obfect, and locate object.

It speaks eight languages, it is lawful neutral in
alignment, and it desires to return to its master, T.
Decous, as soon as possible. This sword was
taken by a roe, held by a jub-jub bird for a time,
and then stolen by a bandersnatch. If it can gain
control of its current owner, 1t will do so, then
begin shouting “Snickersnack! Snickersnack! I'll
cut your heads off if vou don’t take me hack!™ If
the party attempts to retain this weapon, the DM
must remember that it will never, under any cir-
cumstances, be a willing servant. It will always
seck to destroy those who wield it until such time
a5 it is brought back to its rightful owner, (Have it
shoul in situations and reveal the presence of the
party, attempt mutiny or try o control the charac-
ter holding it, and mislead the party about its
powers whenever possible.)

Lassiviren’s
XP Value: 1,600 GP Value: 8 (K0
The Rogues” Gallery

Lassiviren s sword functions as a sword +2.
However, every time it hits it drains 2 energy
levels from the opponent. The victim is allowed
a saving throw vs. spell, and if the save is suc-
cessful, the sword attempis to draw 2 energy lev-
els fram its user. If the wielder successfully
saves, no energy levels are lost and the sword
does its normal damage.

Lawful
See Woodhold, below.

Lemmikainen’s
XP Value: 8,000 GP Value: 40,000
Gods, Demigods, & Heroes
This is a sword +5 with both sharpness and flam-
ing abilities combined.

Life Saver

XP Value: 5,000 GIP Value: 25,000
PoLyHEDRmON Newszine 76
A neutral good sword +2, a life saver blade con-
tinuously detects evil and undead within a 30-
foot radius. When the weapon is drawn, it grants
its wielder immunity to all energy-draining
attacks. Onee a week, the sword can emil a sun-
buirsi,

Life Stealing
XP Value: 5,000 GP Value: 25,000
Dumoeos MasTer Guide
This +2 weapon will eliminate 1 level of expen-
ence {or Hit Die) and accompanying abilities
when it strikes any opponent on a natural roll of
20, This function is the same as the level-draining
ability of certain undead creatures. The sword
wielder can gain as many hit points as an uppu;
Sl
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Sword, Mamluk Sword of Obedience
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nent lases to this function of the weapon, up to
the maximum number of hit points the character
is allowed (only a character who has suffered loss
of hit points can benefit from the function).

In Ravenlofi: The swordsman must make a
powers check each time this weapon steals a life.

Life Taker
XP Value: 1,600 GP Value: 5 000
Diaacoy Magazime 99
Life Taker is a nine-lives stealer.

of Light
XP Value: 200 GP Value: 4,000
Rary the Traitor
This unique magical item is currently in posses-
sion of the rogue dervish, Tolan Kai. It functions
as a scimitar +4 but also can emit blinding light
{three times a day, anyone within 20 feet must
successfully save vs. spell or be blinded for 2d4
rounds), and crre serfous wounds (once a day).

Lightning Blade
XP Value: 2,000 GI* Value: 10,000
PoLyHEDROM Mewszine 82

Only three of these swords are known to exist,
Each is crafted of shining platinum inlaid with
golden lightning bolts running down the sides.
Ten rounds after the blade has been drawn, or
upon the speaking of a command word, the sword
glows blue and can discharge a 7-die lightming
bolr once a round for up to the next seven rounds.
When not aglow, the sword gives a +4 bonus on
attack and damage rolls, and a +5 bonus when
used against water-breathing creatures. On the
round during which the sword begins to glow, the
wielder suffers 2d6 points of electrical damage.
The wielder suffers 2d6 points of damage each
suhsequent round until a lightning bolt is
released. Once the blade has been drawn, it can-
not be sheathed until a lighming bolt is released.

Locate Object
XP Value: 800 GP Value: 4,000
Dumarons & Diacons Expert Rules Set
Once a day, this sword may be used to locare
object up to 120 feet away in the same manner as
the 2nd-level wizard spell.

of Luck
XP Value: 1,000 GP Value: 5,000
PowyHeERRON Newsane 76
This elven sword is a fuck blade that at one time
held four wishes. Mow the steel is colder and only
a single wish remains. The sword’s pommel is
engraved with a face that emits dull, haunting
moans in battle. All opponents heanng the moans
must save vs, spell or flee in fear for 1d4+1 turns.

Luck Blade
XP Value: 1,000 GP Value: 5,000
DunceoN MasTer Guide
This gives its possessor a +1 bonus ta all saving
throws and has 1d4+1 wishes. The DM should
keep the number of wishes secret.

Lydia’s Broad sword

XP value: 5,000 GP Value: 25,000
The Assassin's Knot
Lydia’s weapon of choice is a broad sword +2
with an Intelligence of 15, an Ego of 5, and an
alignment of lawful neutral. It possesses empathy,
the ability to detect good, and the ability to detect
evil.

of Lyons

XP Value: 800 GF Value: 4,000
Aszault on the Aerie of the Slave Lords

This legendary sword is an invisible sword +1.
While sheathed, its user is invisible (as the spell
invigibility) until he or she attacks. When the
sword is drawn the invisibility ends, but the
sword itsell 15 always invisible,

Madoc’s
XP Value: B GP Value: 4,000
The Shady Dragon Inn
Madoc Gwynn wields a sward +/ with the ability
to locate objects three times a day,

Malign
XP Value: 3,600 GP Value: 13,000
Book of Lairs, 15t Edition

Malign is a defender bastard sword +4 that
causes 2d8+4 points of damage. It speaks Cloud
Dragon, Faerie Dragon, Mist Dragon, Shadow
Dragon, Fomorian Giant, Firbolg, Verbeeg,
Marid, Quickling, and Thri-kreen. It can speak
verbally and telepathically. It detects traps at
double distance and invisible objects al double
distance. It can also charm person. Its purpose
is to slay wizards; its Intelligence 15 17 and its
Egois 28,

Mamluk Sword of Obedience
XP Value: 700 GP Value: 3,500
Deagion Magazine 179
In addition to their magical bonuses, these weap-
ons also have additional powers over humanoid
creatures (including men, clves, dwarves,
gnomes, goblinoid creatures, lycanthropes in
human form, and giants, but not creatures who
are obviously nonhuman, such as lizard men, who
have tails). An individual struck by a magical
mamluk sword must make a saving throw vs.
spell or be charmed, immediately surrendering to
the victor in combat, providing that the individual

/
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Swaord of Mammal Slaying

wielding the sword is of a higher level or has
more Hit Dice than the vietim. The effects of the
spell are the same as those for charm person or
cliarm monster.

of Mammal Slaying
XP Value: 900 GP Value: 4,500
Prince of LANKHMAR™
This sword works as a standard nonmagical
weapon when used against nonmammalian life
forms. Against mammals, however, the sword
gains a +1 bonus. Against mammals of good
alignment, the sword gains an additional +2
bonus to attack and damage rolls,

When the mammals are intelligent enough to
have an alignment, the bonus rises to a +3 if the
creature is of any good alignment, When the
sword 15 around mammals, it vibrales, causing a
slight humming noise. When a good-aligned
mammal is within 60 feet, the sword hums at a
higher pitch, and actually begins pulling out of
the scabbard partially. The sword does not mind
being used by a mammal, as long ag another
mammal is being killed by it. If a week goes by
with no mammal blood on its blade, the sword
will actually incite a berserker rage until the
sword is coated with it.

This slightly intelligent sword does not appear
to be evil when detect evil is cast upon it. The
sword is only antigood and antimammal.

Also, the sword is similar to a sword of sharp-
ness in the fact that it causes the wound to bleed
profusely for 1d4 rounds after that, This exces-
sive bleeding causes an additional point of dam-
age for every round. Therefore, the total amount
of damage this sword does in combat 15
1d8-+3+1d4.

This magical sword is very rare. It is a com-
mon sight among lizardmen, who use the blades
when fighting off the human infestations within
their lands. Against lizardmen, however, the
sword acts like a ewrsed sword —3. This cursed
effect occurs even if a nonmammalian creature is
wielding it.

Mantooth
XP Value: 1,500 P Value: 7,500
Dragons of Triumph

This potent sword looks like an erdinary long
sword +1. 1115 also known by the names Spell-
cleaver, Darkstar, Caramon 5 Sword, and Mage-
fool. Its abilities are primarily directed at
countering magic.

Mantooth gaing a +2 honus on attack and dam-
age rolls against wizards and enchanted crea-
tures. The sword can possibly sever a magical

cast against the wielder. To activate the ability
that causes the spell to rebound against its caster,
the wielder of the sword must roll to hit AC 0,
with no bonuses applied to the roll.

Mantooth 11
XP Value: 2,700 GP Value: 13,500

Tales of the Lance
Silvanesti legends rell of this warrior’s blade that
could shatter enchantments and turn spells—the
true wizard's bane. It is known by many names:
Spelleleaver, Darkstar, Magefool, and Mantooth,
Folktales credit this blade with the undoing of the
sorceress Silvyana 500 years ago and the binding
of the ogre mage Shril. The sword’s origin and
purpose are unknown, as is its current location.
Mantooth last appeared in the treasury of Sil-
vanost,

Mantooth is a long sword +1 (+2 ve, wizards
and magical creatures). It deflects a magical
attack back on the altacker by rolling against AC
0 (without bonuses). The spellcaster may still
save to dodge the attack. Mantooth also may
sever magical barriers. Roll to hit AC 0. Every
point of damage inflicted on the barrier causes a
1% cumulative chance that the barrier will fall,

Maroon

XP Value: 1,400 GP Value: 14,500
Adventures in BLACKMOOR
Maroon is an extremely powerful, lawful good
sword +2/+3 vs. undead and dragons. It has an
Intelligence of 12 and an Ego of 5 and possesses
the powers see invisible, detect evil, and derecr
magic. It can also read magic and has the extraor-
dinary powers of healing, levitation, and telepor-
tation. It speaks Dragon, Dwarf, EIf, Gnome, Ore
and Pixie.

Mayonaka’s Silver Katana
(Tasogare)
XP Value: 1,800 GP Value: 9,000
Children of the Might
Mayonaka wields a keen silver katana that has
been in his family for generations. Oriental runes
run down the side of the blade, naming it Tasog-
are or Twilight in the language of Mayonaka's
homeland. The katana can be used either one- or
two-handed. As a one-handed weapon it does
1d10 poimts of damage against small or medium
size targets and 1d12 against large ones. Asa
two-handed weapon it does 2d6 to both types of
targets. The katana is a medium weapon that
weighs six pounds and has a speed factor of 4.
Tasogare is enchanted, giving it a +3 on all attack
and damage rolls. In addition, once a day it can

barrier—it has a 1% chance per point of damage  be used to cast a darkness /5 radius spell. Any-
inflicted. Finally, it can be used to turn a spell  one holding the sword can see normally in :sl';i
S \
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- Sword, Movanic Deva

area of darkness, which remains centered on the
weapon itself. Mayonaka's Strength bonus of 43
te attack and +7 to damage applies when using

Tasogare.

Melior

XP Value: 2,000 GP value: 10,000
Book of Lairs, 1st Edition
Melior is a lawful good, two-handed sword +3
that causes 1d10+3 points of damage. It speaks
the following dragon tongues; Red, Black, Green,
White, Blue, and Dragon Turtle; it has speech and
telepathy. Melior detects precious metals, gems,
mvisible ohjects and possesses x-ray vision (like
aring of x-ray vision). lts purpose is to slay non-
human monsters. Its Intelligence and Ego are
bath 17,

Meredin’s Luck Blade
XP Value: 1,000 GP Value: 5,000

1992 Fantasy Collector Card 82
This magical sword has so far helped Meredin
out of several very difficult scrapes. The blade
confers a +1 bonus to all of Meredin’s saving
throws, and when all else seems to fail, luck saves
Meredin. For instance, Meredin once found him-
self cornered by some thugs on the docks, and
wished for them to disappear. At that instant, a
large net full of freshly caught fish broke free of
its hoist and fell on top of the thugs, hiding them
from his view.

Mimung
XP Value: 6,800 GP Value: 34,000
Dunctons & Dracons Master Set
Mimung, sword of the hero Wittich, was lent to
Siegfried for a time. It is the equivalent of a
sword of wounding +2.

Mitra’s Sword of Light
XP Value: 10,000 GP Yalue: 50,000
Legends & Lore
Mitra's avatar's sword af light cuts through any
armor as if the wearer’s AC were no better than 5.

Monster Slayer

XP Value: 5,200 GP Value: 26,000
POLYHEDRON Mewszine 76

Monster Slayer is a bastard sword +35 (Int 15,
Ego 14, AL LG). The sword has the following
ahilities, powers, and purpose:
Primary abilities: Detecr magic 10' radius,
detect sloping passages 1V radius, and detect
traps in a 1Y radius,
Special power: Paralyzes victims for 1d4 rounds
(unless they save vs. paralyzation).
Special purpose: To slay nonhuman monsters.
The sword speaks fluent Common,

Moon Blade
XP Value: 2,000 GP Value: 10,000
Dumicieon Magarine 25
This sword is the opposite of a sun blade. Regard-
less of the size of the moon blade, it can be
wielded as if it were a short sword with respect to
encumbrance, speed factor, and so on.

In normal combat, the pale yellow blade of the
weapon is equal to a swerd +/, When used
against a creature of good alignment the bonus is
+2. Against paladins and good-aligned clerics,
the sword scores double damage. All moon blades
are of evil alignment.

Moon blades have a special moonbeam
power. Once a day, upon command, the blade
can be swung vigorously above the head, and it
will shed a soft, pale light similar to moonlight.
The light illuminates a 10-foot radius around
the wielder and spreads outward at the rate of 5
feet per round for 10 rounds. When the swing-
ing stops, the light fades to a dim glow that per-
sists for another turn before disappearing.
Unlike the normal moanbeam spell, the sword's
moenbeam power works equally well in day-
light or darkness. It can light a dark place or
dim the sunshine. When used in daylight, the
light in the area of effect is dimmed to that of
pale moonlight or a dark night. This power is
extremely helpful to creatures unahle to abide
the sun. Those that normally fight with a
penalty in bright sunshine, such as goblins,
orcs, and kobolds, have all such penalties elimi-
nated when fighting in the moonbeam’s area of
effect. (Sec also Sunblade.)

Morglay
XP Value: 1,000 GP Value: 5,000
Dumceons & Dracons Master Set
Morglay, also known as Big Ben, was the sword
of Sir Bevis. It 15 a sword + 1 luck Made.

Movanic Deva
XP Value: 2,000 GP Value: 2,000
Outer Planes MC Appendix

Although they are often seen carrying a variety
of weapons, they most often employ a great
two-handed sword with which they can attack
twice per round. The great enchanted blade is,
in all respects, equal to a sword +1 flame
fongue, It does damage equal to a two-handed
sword (1d10 to 5 or M, 3d6 to L) with each
strike. If a movanic deva forfeits one or both of
its attacks, it can parry one strike per attack for-
feited. The parry is automatically successful
and requires no die roll. The parry can be used
against magical attacks, cven spells that would
normally always hit.
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MNaesowen, Ghost Blade
XP Value: 800 GP Value: 4,000
PolLYHEDRON Newszine 76
Naesowen was forged in the Tower of Ergoth by
the power of Hlack Robe Wizards during the days
when they were hunted, following the Cataclysm,
The wizards summoned and wapped an evil spirit
within the blade to give it strength and additicnal
powers, Naesowen is a lawlul evil sword +4, +2
va. spelfcasters and enchanted beings. At will, it
detects magic and invisibility, detects lies and
casts know alignment, Three times a week, the
sword can cast an antimagic shell. In addition,
when wielded against Wizards of the White
Rabe, it can cause confusion for 2d6 rounds,
The sword speaks Common and Ancient Com-
mon, verbally and telepathically. It can also read
those languages, as well as read magic.

MNagelring
XP Value: 1,500 GP Value: 7,500
DumGEnMs & Dracoxs Master Sel
Nagelring, or nail-ring, was the sword of Dietrich
of Bern, a Germanic hero, It is a sword +5
defender,

Namara Neversleep

XP Value: 2,000 GP Value: 10,000
Dracon Magazine 74
MNamara is a finely forged sword +2 on attack
rolls, +4 on damage rolls. It glows with a pale,
mauve radiance when drawn and spits white
sparks when it strikes other metal. On one side of
the blade is etched in Commeon “Mamara,” and on
the other face “Never Sleep.” The bearer may, at
will, evoke the sword's power to emanate silence
15" radius. Neversleep is as heavy as a normal
weapon, but floats on top of any liquid (fresh
water, brine, oil, wine). The sword has no align-
ment or sentience.

Namara appears in many legends and tall tales,
but the designation the “Neversleep Sword"
appears o be derived only from the inseription on
the blade and does not refer to any specific prop-
erty of the sword. Its origin is unknown; Mamara
appears to have existed for as long as tales have
survived, wielded by such mythic heroes as Eth
and Brensyl the Tall. Even the most critical of
sages (Kumur the Skeptic, First Speaker of Ever-
noster) cannot determine Mamara ¥ probable lime
or place of origin, or find any references in the
tales of a world to a time “before Namara was
forged.”

Within the last 500 years, Namara has heen the
blade of Serrus the Great, founder of Amn, and a
blade borne there by his descendants for three
generations, His fourth direct descendant,
Ereskas, bore Namara north to found the city of

Mirabar. Ereskas died without 1ssue, and Namar
was carefully preserved atop his tomb in the city.
There it remained for 60 winters, until Mirabar
was overrun and plundered in the Goblin Wars,
The goblin chieftain Nethaug seized the sword
and bore it back o a ravine so deep in the moun-
tains that the goblins, who were subsequently
almost cradicated from the North, still hold that
ravine to this day.

The blade remained in goblin hands for almost
200 seasons, until a goblin named Ghaur was
slain by a band of adventurers known as the Com-
pany of the Gryphon. The leader of the band, a
warrior called Flarr, gave the blade to Thulmar
One-Eve of Port Llast in exchange for training
some 80 winters ago.

Thulmar bore the blade until his death in the
Cold Winter, when it passed to the Mistress of
Port Llast, Stormraven the Proud Queen. Storm-
raven, who rode and fought at the head of her
men, jet-black hair flowing wildly about, briefly
made Port Llast great. She is remembered fondly
by old warriors, and will live long in fireside
tales. At length she married a former enemy, Parl-
dulph of Neverwinter, and gave Namara to her
son Rivenhelm.

Rivenhelm became one of the greatest knights
and passed the blade on to Tamper Tencoin, an
adventurer. Tencoin stood over the wounded
knight in battle with the mercenary company of
the Flaming Fist for most of a day in a vain
altempl to save Rivenhelm's life. The tiny band
held on “till mghtfall, when the mercenaries fell
back and drove in their tracking dogs to ravage
the wounded enemy. Rivenhelm handed Namara
to Tencoin in the darkness and said “This is
yours now,” Leaving a trail of blood behind him,
Rivenhelm crawled forward to choke the life out
of one dog and died under the jaws of half a
dozen more.

Tencoin lost the blade when he was poizoned
in the Whistling Wizard Inn four winters ago. The
poison made him mad for days, and when he
returned 1o his senses, Namara was gone. Elmin-
ster, who saw the blade when Tencoin visited
Shadowdale some years before this event,
believes it was stolen by local thieves and will
soon turn up again. And when it does, Tamper
Tencoin will come looking for it

Neekar
XP Value: 1,000 GP Value: 5,000
DraGox Magazine 188
Also known as the Sword of Tongues or the
Warerdhavian Diplomet, this unique blade first
appeared centuries ago in the treasury of a noble
house of Waterdeep. It was lost in a duel to a nival

family, who in turn sold it a generation later when
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the family briefly fell from fortune. Both houses
would doubtless pay a handsome sum for its
recovery,

Neekar is a steel broad sword with a plain sil-
ver pommel and an ivory scabbard. It sheds no
light and has no combat bonuses. If detect magic
is cast on il, it radiates an aura of divination, It is
of lawfully neutral alignment (Intelligence 16,
Ego 10), communicates by speech, and can read
nonmagical writing,

Neekars primary ability is its power to speak
in any language native to the Prime Malerial
Plane, a function derived from the complicated
use of a tongwes spell in its ereation. This is even
applicable to archaic or regional dialects. By the
same Loken, it lets its wielder read any text writ-
ten in those languages merely by touching the
blade to the work (the sword reads whatever is
exposed to the blade's “sight™). No mouth or eyes
appear on the weapon; its sensory abilities are
purely magical in nature, so il can sce in cvery
direction from its blade, and hear all that's said
within a 60-foot radius. [t cannot use telepathy,
even with its wiclder.

The weapon was meant to be an inconspicuous
aide in politics and 1s a shrewd negotiator, It has a
history of participation in delicate treaties that it
15 quite proud of, and the sword is often willing 1o
parley on behalf of its wielder over even trivial
matters.,

Nepanth
XP Value: 700 GP Value: 3,500
The Duchy of Ten
Kay Degern owns a sward +2 with the power to

charm person. He calls this sword Nepanth.
pei P

of Night
XP Value: T00 GP Value: 3,500
Dracon Magazine 91
Though some magical swords shed light, a sword
af night, also known as a hlack sword, sheds dark-
ness. The swords wielder determines the radius
of the sphere of darkness given off by the sword;
it can be from 5 feet to 25 feet, in 5-foot incre-
ments. Within this radius, no creature but the
sword s wielder is able to see and they suffer a —4
penalty on their attack rolls, as well as losing any
Armor Class bonuses for Dexterity. Infravision is
similarly useless within this radius. The sword’s
user sees normally and can use the sword as a +1
weapon on attack and damage rolls.

This sword can also cause fear in all creatures
within the darkness who fail a saving throw vs.
spell (with Wisdom bonuses applicable). This fear
power is generated at the wielders unspoken com-
mand, and may be produced up to three times a
day. Creatures affected by fear move away from

the darkness at full speed for 1d6+1 rounds. A
light spell cast at the sword negates all of its pow-
ers {except for its +1 combat bonus) for one round
per level of the caster, if the sword fails to save vs,
lightning (as hard metal). A continual light spell
negates the darkness power for twice as long, and
the save against it is made at a -3 penalty.

Nightwatcher
XP Value: 2,400 G Value: 12,000
Dracom Magazine 188

This unique blade first appeared on the Sword
Coast nearly 200 years ago in the possession of a
grizzled old adventurer who claimed to have
found it in an ancient ruin deep within the Great
Desert, Anauroch. The old man gave it as a wed-
ding present to his eldest daughter’s fiance, and
sinee then it has passed from father to son for
four more generations until a distant grandson
uscd 1t to pay off his gambling debrs.

Mighrwarcher changed hands with bewildering
trequency over the next 50 or 60 winters, show-
ing up all across the Realms. It was finally pur-
chased by an eccentric adventurer who met
disaster in a battle with trolls 30 years ago. It has
not been seen sinee,

Nightwatcher is a long sword with a very
sharp, black-adamantite blade with a silver pom-
mel, worked in ivory and set with a large, black
pearl {worth 500 gp). It is a +3 weapon that radi-

ates no light.
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The sword's bearer can see at night under an
open sky as well as if it were daylight. All magical
darkness within 30 feet of the blade is dispersed,
though darkness of natural origin is unaffected,
except as noted above, When planted firmly into
the ground, Nightwatcher hums loudly if anyone
with intent to harm its wiclder approaches within
60 feet, This functions even if the thugs are con-
cealed or invisible, though Astral and Ethereal ¢rea-
lures cannot be sensed by the sword.

Nightwind
XP Value: 400 GP Value: 2,000
The Shady Dragon Inn
Warduke, an evil warrior, named his sword +/
Nighrwind since it is the first magical item he has
ever found. The sword has no special powers, but
was used in an atlempt to overthrow Kelek, a
kindly wizard-lcader of a small territory, War-
duke also uses a nightmare as a mount.

Nine Lives Stealer
XP Value: 1,600 GP Value: 8,000
Dunceos Master Guide
This always performs as a +2 weapon, but it also
has the power to draw the life force from an
opponent. It can do this nine times before the
ability is lost. A natural 20 must be scored on the
wielder’s attack roll for the sword to function.
The victim is entitled to a saving throw vs. spell.
If it succeeds, the sword does not function, no
charge is used, and normal damage is determined.
In Ravenloft: Each time this sword steals a
life, a Ravenlofi powers cheek is required.

Nine Steps Draining

XP Value: 1,600 GP Value: 8,000

GREYHAWK
This weapon appears to be a typical +2 sword, but
it also drains energy in progressive steps from |
to 9 on any hit of 20, Thus, on the first 20 scored
it will drain one level, the next, it drains two, and
s0 on until on the ninth 20 1t drains nine levels,
After that it reverts to a normal 42 sword and can
never be made anything else,

Nomog-Geaya’s Broad Sword
XP Value: 7,200 GP Value: 36,000
Muonster Mythology
The avatar’s broad sword +3 has the property of
waounding.

Oberon'’s
XP Value: 2,000 GP Value: 10,000
Monster Mythology
This avatar’s long sword +3 casts light or contin-
wal light as Oberon wills and once a day can pro-
ject a sunray,

of Odin

GP Value: 17,500
Legends & Lore
During a banquet one day, a mysterious stranger
(Odin in disguise) brought this gleaming sword to
the Volsung's hall and plunged it into a living
tree, saying that whoever could remove it could
have it. Only the hero Sigmund could pull it free.
He later used it to avenge a terrible wrong done to
his family, then passed it on to his son, Sigurd,
Sigurd made good use of the weapon, using it to
slay the dragon Fafnir and rescue the valkyrie
Brynhild from her imprisonment in a ring of fire,
Unfortunately, the sword seems to have been lost
after Sigurd’s death.

The sward of Odin is a dragon slayer, forged
by the dwarfs of Asgard for the purpose of slay-
ing red dragons. While the sword is normally a
+3 weapon, against these terrible heasts it
becomes a +5 weapon and does triple damage.
The sward af Odin also shields its bearer against
fire damage, whether normal or magical. It can
only be wielded by one of lawful good alignment.

Odin's

XP Value: 3,500

XP Value: 3,500 GP Value: 17,500
Demes & DEMIGODS

Sigurd wields Odin s sword, a dragon slayer

+d/+5 vs. red dragons. In addition to its normal

magical bonus, it does triple damage to red

dragons and renders him immune to all magical

and mundane fire damage.

of Olynthos
XP Value: 4,000 G Value: 20,000
The Milenian Scepter

Emperor Olynthos was renowned for his skill in
combat and athletics and his willingness to do
anything to win. The sword is yet another exam-
ple of his hunger for victory. It was enchanted by
the wizards of the Academy of the Arcane, and
presented to Emperor Olynthos many circles
(years) ago. It remains with Emperor Olynthos in
his sleep in a crypt beneath the Acropolis, where
Olynthos stands as Eternal Guardian of the
Milenian Scepter.

The sword af Olyathos is a short sword with a
well-honed, iron blade. The handle is also made
of iron, wrapped with leather, and fashioned in
the shape of an eapgle’s claw clutching a large
ruby (worth 7,500 gp). Written along the blade in
Milenian script are runes that translate to: “We
call upon Palartarkan that this blade might bring
health and victory to our courageous Emperor
Olynthos!™ Palartarkan is the Immortal patron
within the Milenian Empire. By speaking aloud
the Immortal's name, it is possible to invoke the

sword's healing power,
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The sword has a weapon modifier of +4 on
attack and damage rolls. Once a day, it may be
commanded to heal the wielder by the same
amount of damage it inflicts on the next strike.
For example, if the wielder strikes an opponent
for 10} points of damage (including all modifiers
for Strength and the sword’s 44 weapon modi-
fier), the wielder recovers 10 lost hit points. The
user cannot gain more hit points than his or her
normal maximum. The hit points are not perma-
nently lost by the victim, who may heal normally.

Owen’s

XP Value: 1,200 GP Value: 6,000
The Shady Dragon Inn
Owen the Powerful wields a special broad sword
+1 that flames upon command. When com-
manded to flame a target, the sword unleashes a
fireball of the size dictated by the user (up to 6
dice). The sword has 12 dice of ffreballs at its dis-
posal cach day, and the user has the ability to
specify the size of this fiery blast (from 1 to &
dice),

Paramel

XP Value: 2,000 GP Value: 10,000
The Egg of the Phocnix

Paramel is a sword of neutral good alignment
{usable by any good charaeter). It speaks when
held but does not reveal anything about itself
until a single individual is selected to be iis per-
manent owner. This fong sword +3 has an Intelli-
gence score of 14, Ego of 9, and a Total
Personality Strength (ToPS) of 23, It speaks
Common, Lammasu, and Salamander. It can
detect magic in a 10-foot radius when com-
manded and can cast felekinesis (as 1l cast by a
10th-level wizard) once a day.

Please note that ToPS = Int+Charisma+Level;
compare iotals for determining control. However,
Paramel usnally goes along with the party's
wishes—it is neutral good. Remember that swords
have Intelligence but no Wisdom, no spirit, and
rarely possess a soul. If traded between party mem-
bers after an “owner” 1s selected, Parame! becomes
sullen and refuses to cooperate for | week.

Partisan
XP Value: 3,500 GP Value: 17,500
Book of Lairs, 15t Edition

Partisan is a neutral scimirar +35 that causes
1d&+5 points of damage. It speaks the following
tongues: EIf, Dwarf, Orc, Goblin, Halfling, Ogre,
Kobold, Hill and Storm Giant. [t has speech and
lelepathy, defects shifting rooms, sloping pas-
sages, and magie, and has relekinesis. lts purpose
is to cause paralysis. It has an Intelligence of 17
and an Ego of 19.

Peacemaker
XP Value: 800 GP Value: 4,000
Adventures in BLackMooR
Peacemaker 15 simply a sword +2 owned by Pesh-
wan Ma Shepro, Baron of Dragonia.

Peregrine’s
XP Value: 900 GP Value: 4,500
The Shady Dragon Inn
Peregrine the Hawk wields a sword +2 with the
ability to charm person twice a day as though
cast by an Sth-level priest.

Phantom
GP Value: 2 000
Children of the MNight
Diesmond’s rapier, Phanrom, gains a +1 bonus on
all attack and damage rolls, inflicting a total of
1d6+2 points of damage to Small or Human size
foes, and 1d8+2 points to larger ones.

XP Value: 400

Philippan
XFP Value: 600 G Value: 3,000
Dumceons & Dracons Master Set
Philippan was the sword of Mark Antony, a mem-
ber of the Second Triumvirate of Rome (43 BC),
This is a sword +1/+2 vs. pueblic officials.

Piercer
XP Value: 7,000 GI* Value: 35,000
DiraGoN Magazine 99
Fiercer is a sword of sharpness.

Plak’s
XP Value: 900 GP Value: 4,500
Might's Dark Terror
Plak, the goblin king of the Yellow-Fang Clan,
carrics a sword +2 with the ability to cast cure
light wounds once per day. The command word

“gilmar” is engraved on the blade,

of the Planes
XP Value: 1,200 GP Value: 6,000
Dumcigon Mastin Guide

This magical weapon has a bonus of +1 on the
Prime Material Plane, but on any Inner Plane
that bonus increases to +2. (The +2 bonus also
applies on the Prime Material Plane when the
weapon is used against opponents from the
Inner Planes.) Similarly, when used on an Outer
Plane or against creatures from the Quter
Planes, the sword becomes a +3 weapon.
Finally, il operates as a +4 weapon on the Astral
and Ethereal Planes or when used against oppo-
nents from those planes.

In Ravenloft: Ravenloft i1s essentially part of
the Ethereal Plane; therefore, this sword has a +4

bonus in the demiplane.
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Poisonsword
XP Value: 1,200 GP Value: 6,000
Maordenkainen’s Fantastic Adventure

This 5%-foot-long sword is wrought from crystal-
encased iron. A greenish, viscous fluid cozes
from its surface. This substance is poison. When
the user scores a hil, its victim takes 2d12 points
of immediate damage and must make a saving
throw vs. poison or die.

Porpherio’s
XP Value: 900 GP Value: 4,500
Beyond the Crystal Cave
This long sword +2 can detect magic in a 10-foot
radius. It has an Intelligence of 12 and an Ego of
3

Purta Blue’s

GP Value: 10,000
The Duchy of Ten
A lawful good sword +/, this blade has an Intel-
ligence of 9, an Ego of 4, and the powers detect
invisibility, detect evil, and lind traps.

X Value: 2,000

of Quickness

XP Value: 1,600 G Value: 8 000
Dmeceon MasTer Guide
This is a special Alade +2 that enables the wielder
ta strike first in every combat round. If the
wielder encounters someone with a similar
weapon (such as a scimitar of speed), both strike
simultancously.

of Rage
See Stonefisr, below.

Ratri’s
XP Value: 1,000 GP Value: 5,000
Legends & Lore
Any being struck by Rairi s sword must save vs.
paralyzation or be permanently blinded.

Red Death

XP Value: 3 (00 GP Value: 15,000
POLYHEDRON Newszine 65
Red Dearth is a bastard sword +4, with an Imelli-
gence of 17, Ego 22, and a lawful good align-
ment, Its abilities {(once a day) are telepathy, read
languages, detect magic, detect evil, strength, and
heal. Red Death can speak Common and EIf. The
sword has a special purpose to defeart evil priests,
and its special purpose power is disinfegrare three
times a day. Red Dearh 5 current whereabouts are
a mystery.

Red Robin
XP Value: 800 GP Value: 4,000
Adventures in BLaCKMOOR
Red Robin, owned by Bascom Ungulian, Baron
of Glendower, is a sword +2 with no special ben-
efits or powers.

Red Sabre
XP Value: 1,000 GP Value: 5,000
Legends & Lore
This sabre +3 casts an antimagic shell that does
not limit the user’s own spell abilities.

Redeemer
XP Value: 500 GP Value: 4,000
Diragons of Faith
Redeemer is actually Wirmshane, the lesser mate
1o Wyrmsiaver, sword of Kith Kanan. It is nor-
mally a sword +2, but it inflicts double damage to
dragons and draconians and triples damage 1o
black and sea dragons. This sword cannot become
stuck when a Baaz draconian dies. The DM
should quietly record the extra damage against
the ahove monsters.

Redeemer can also locate objecr three times a
day. If the user desires to find something he
knows well and if it is in range, the DM should
steer him in the right direction. (See Wermsbane
Il for more details).

Rel Astran Sword of Enmity

XP Value: 750 GP Value: 3,750
GREYHAWK Adventures
This long sword was enchanted for a paladin
from the City of Rel Astra. The weapon has a
normal bonus of +1 attack and damage in com-
bat. However, it also raises the wielder's attack
and damage rolls by an additional +2 when
used against racially hated opponents. Exam-
ples of those gaining the bonus include: pal-
adins against chaotic evil creatures, rangers
against giant-class creatures, barbarians against
wizards, elves against driders and drow elves,
and so on,

Ren’s Sword of Dancing
XP Value: 4,400 GP Value: 22,000
1992 Fantagy Collector Card 22
This is a neutral weapon +2 hoth on attack and
damage rolls on all rounds. It forces the wielder
to make it dance on any second round of com-
bat—the sword fights by itself for four rounds
and then refeports back to the hand of the
wielder for two more rounds. The wiclder can
verbally command the sword to switch adver-
saries at any time. The sword has an Intelligence
of 16, an Ego of 8, and can read maps and lan-

guages of a nonmagical nature. It can also detect
570

7 1388 N

S L S ST




Swonl, Scales of Justice -~

secret doors, detect evil and good, and relepor
up to 600 pounds once a day.

Reptilian Legionnaire
XP Value: 1,400 GP Value: 7,000
DameEon MasTer Guide
This sword gives an additional +3 bonus against
such creatures as dinosaurs, dragons, hydras,
lizards, snakes, wyverns, and lizard men.

Retaliator
XP Value: 6,000 G P Value: 30,000
Legends & Laore
Manannan macLir's avatar wields a sword called
Retaliator that automatically slays his worst ene-
mies, the fire giants, when he strikes (no saving
throw). He can also call upon up to 100 HD worth
of undersea creatures to fight with him. The crea-
tures must be able to get o the scene of the battle
under their own power, but once there, they fol-
low his commands to the letter,

Retaliator I1
XP Value: 4,000 GP Value: 40,000
Dragon Maguzine 179
Normally a +1 weapon, The Retaliator is +5 vs.
any creature that has struck the wiclder in physi-
cal combat within the last hour.

Rutterkin Flatchet
XP Value: 800 GP Value: 4,000
Outer Planes MC Appendix
The least tanar'ri, rutterking, use a saw-toothed
flatchet (broad-headed sword that is +1 damage
ve, unarmored opponents). The weapon weighs
three pounds, is Size L, has a speed factor of 4,
and causes 2d4/1d6 points damage.

of the Sands
XP Value: 3,500 GP Value: 17,000
PoLynepeox Mewszing S0

When first gazing upon this weapon, most assume
it is just an ornamental blade because the entire
weapon, including the hilt and quillons, is made
of glass. However, the glass has been magically
enhanced to make it as strong and durable as any
steel sword. The hilt magically adjusts to the
wiclder's hand to provide a secure grip.

This +1 (or rarely +2) weapon can be used by
anyone proficient with scimitar. If the wielder has
the nonweapon proficiency of display weapon
prowess, then during a successful display (profi-
clency check) a curtain of whirling sand 10 by 10
by 3 feet can be made to appear up to 20 feet in
front of the blade. The curtain operates in all
ways as a dust curtain spell (from the Arabian
Adventures rulebook) except that it lasts for 1d4
Tounds,

Once a day the scimitar can cast the hissing
sands spell, as a 10th-level wizard. The sand
movement is controlled by pointing the tip of the
weapon in the desired direction. 1n addition,
when the weapon is held, the wiglder can at will
pass without a visible frace across the desert like
a fraceless travel spell.

Finally, the wielder is protected from the blind-
ing effects of sand. This includes sand blown by
the gentle breeze to grains whirling about in
sandstorms,

Although the identity of the individual whe
first developed this enchantment to create a scim-
itar of the sands has been lost, a few sand mages
in Zakhara have discovered that the use of the
sand sword spell followed by other, seeret incan-
tations will turn steel scimitars into glass. Fur-
ther, one or more glassteel spells are cast upon
the finished weapon, as are enchant an irem and
permanency spells,

Sauvagine
XP Value: 900 GP Value: 4,500
DunGEoNS & Dacons Master Sci
Sauvagine was another of Ogier’s swords, alsa
made by Munifican. This weapon is a sword +/
Mame rangue,

Savitri’s
XP Value: 4,100 GP Value: 27,500
Legends & Lore
Any armor touched by Savitri ¥ fire sword must

save vs. magical fire, or it fulls off,

Scale Cleaver

XP Value: 600 GP Value: 3,000
PoLvHEDRON Mewszine 76

This weapon appears to be a skillfully crafied
long sword with intertwining symbols in the lan-
guage of the rare race of marsh-dwelling elves in
the jungles of Chult. Those able to decipher the
symbols can tell that the blade was crafted to aid
the elves in their long struggle against the lizard
men. Against beings with a natural, scaly cover-
ing, such as lizards, snakes, dragons, fish, and so
on, the weapon is a sword +5. In addition, it
grants its wielder a magical bonus against foes
clad in armor made of natural scales. Against all
other opponents, the sword is +1.

Scales of Justice
XP Value: 2,200 GP Value: 11,000
Hall of Heroes
Tardeth is unusually possessive of his sword,
which he calls the Scales of Justice. This intelli-
gent blade, a long sword +3 (neutral good, INT
15, Ego 8, detect traps, Magic; heals once/day.

speaks Commaon), belonged 1o Alain, and wit-
5712
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nessed his death. The man and sword understand
each other well. Once, long ago, Tardeth became
mentally unstable as a result of difficulty in deal-
ing with guilt over his brother’s death. Fortu-
nately, “Scales” recognized what was happening,
and took control of its possessor, [t prevented a
major tragedy. Since then, Tardeth has come to
rely on Scales as a sort of sccurity blanket should
such an event again ocecur.

Scalebane
GP Value: 4,500
Dragos Magazine 99
Scalebane 15 a sword +1, +4 vs. repriles.

Schakha
XP Value: 3,000 GP Value: 15,000
The Temple of Elemental Evil

This scimitar +1 has an alignment of lawful neu-
tral and an Intelligence of 14, It speaks Azer,
Common, Dwarf and the language common to
giants. [t can detect gems within a 5-foot radius,
detect secret doors within 5 feet, and detect traps
in a 10-foot radius.

XP Value: 900

Scimitar of Speed

XP Value GP Value
+1: 500 2,500
+2: 600 3,000
+3: 700 3,500
+4: B0 4,000
+5: 900 4,500

DuniceEos MasTer Guide

This is a magical weapon, usually of +2 bonus,
that automatically grants its wielder the first
attack in a round, even though some magical
effeet might have otherwise slowed the user’s
speed and reaction time. It also allows more
than one strike in some rounds, increasing the
wielder’s figure for attacks per melee round by
one place, so that if one attack 15 normal, the
improved figure is three attacks every two
rounds, and if three/two is normal, then the
improvement is to two attacks per round. This
increase in attacks is cumulative with any other
bonus attacks (such as those provided by a
hasee spell).

The order of attacks in the round is determined
normally after the wielder of the seimitar af
speed has made the first artack to begin activity
in the round. It is possible, for instance, that a
wielder entitled to three attacks in the round will
attack once before any other action takes place,
and then (because of poor initiative rolls or other
factors) take the remaining two altacks at the very
end of the round.

There is a chance (25%) that the weapon will
have a bonus of something other than +2; if this

oceurs, roll percentile dice and refer to the fol-
lowing table to determine the appropriate bonus:

Roll Type

01=25 +1

25-50 +2

51-75 +3

T6-90 +4

91-00 +5

Scorbane
XP Value: 2,200 GP Value: 10,000

Blade of Vengeance

Scorbane 18 a sword +2/+4 vs. dragons, triple

damage vs. red dragons. It has an Intelligence of

11, an Ego of 11, and a total Personality of 23. It

has a neutral good alignment,

Seorbane s blade is inscribed with an enameled
red dragon and the hilt is in the form of a dragon’s
head. At Scorbane 5 pommel, a magical green
gem is clenched in the dragon’s teeth. This gem
has the property of being able to cure light
wounds (as the spell) on the sword's owner only,
three times a day. In addition, Scorbane has the
follcmrmg powers:

Detect magic: 20-foot range, 3 times a day.

+ Find traps: 10-foot range, 3 times a day.

* Find secret doors: 10-foot range, 3 times a
day.

*  Read magic: as the |st-level wizard spell, at
will.

» Immunity: To the charm spells of red
dragons. This power is passed onto the hearer
of the sword.

+ Languages: Common, Dragon, EIf
Scorbane is proud of its abilities and expects

respect even from its owner. It will always seek to

kill chaotic evil and lawful evil dragons, subdu-
ing only if forced.

If Scorbane is found without a scabbard, it will
insist that one be found or made for it as soon as
possible. It always craves the finest gems for the
adornment of its scabbard and demands that other
magical swords, already owned, be discarded.

If its demands are denied, Scorbane sulks and
is surly in its attitudes. Given the opportunity,
Scarbane will point out to others how niggardly
its owner is, treating it as though it were nothing
more than a normal sword.

However, if Scorbane is well treated, and the
owner gives in to its demands and flatters its
ego, its vanity will be appeased and it becomes
a willing tool, eager to aid its owner in any way
possible,
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\ Sword, Eh'arien, Sun Blade

Scourge of Regenerators
XP Value: 900 GP Value: 4,500
Duncson MasTer Guide
This sword gives an additional +2 bonus to its
wielder even when the regenerating creature does
s0 because of a magical device—such as a ring of
regeneration.

Serpent Slicer
XP Value: 900 GP Value: 4,500
PoLyHEDRON Newszine 76

Serpent slicers are made of a dull, gray metal and
have a caduceus engraved near the hilt. They have
steel hilt guards with rubies embedded in them.
The serviceable hilts are of plain leather that
appears to be well used. These swords are always
found in a sheath of dragon hide—the sword
prefers to be sheathed in dragon flesh.

Serpent slicers are swords +1, +3 vs. dragons.
The pomme] glows in the presence of any dragon.
The sword bestows upon its wielder the ability to
speak with any dragon.

Sess’innek’s
XP Value GP Value
Long Sword: 1,000 5,000
Two-Handed Sword: 3,000 15,000

Monster Mythology
The avatar usually employs four long swords +2
with a two-handed sword +4 that can plane shift
{sword-wielder only) once a month and dispel
magic in a 30-foot radius to a range of 120 feet 3
times a day.

Seventh Blade
XP Value: 7,000 G Value: 35,000
PoryHeRRON Mewszine 76

In the hands of a woman with a Charisma of at
least 13, this fine blade operates as a long sword
+1 flame rongue. The sword can, at will, detect
evil, detect magic, and detect invisible with a 30-
foot radius. Its extraordinary powers, which can be
used twice a day, are X-ray vision and ESP, The
scabbard functions as a rod of victory. Neither the
sword nor the scabhard can function for males or
for women who have a Charisma of less than 13.

Shadowsword

GP Value: 4,500
Imaciing Magazine 12
This sword is made from the finest steel, infused
with night hag's blood to darken the metal to a
deep, almost black, ebony. Once the blade has
been forged, it is treated during construction as a
+4 weapon. The wizard casts enchant an item,
monster summaning IV to call a shadow, geas,
and palymorph object, uming them into a hand-
grip for the sword. This is then joined to the blade

XP Value; 900

with a mending spell.

Know alignment is placed on the sword by a
limited wish and shocking grasp is added o the
mix. The wizard then casts fmvisibility and bathes
the sword in a mixture of skulk spittle and blink
dog blood. Finally, the wizard binds all the
dweomers together with a permanency spell.

The resulling weapon varies its attack effec-
tiveness according to the lighting conditions. In
bright sunlight, the shadowsword is treated as a
normal sword; in overcast conditions, it acts as a
swaord +1; in torchlight, it is +2; in darkness, +3.
Once a day, the sword confers inmvisibiliny upon its
user until he or she attacks.

The shadowsword is always of chaotie evil
alignment, as must be the wizard whoe constructs
it, the weaponsmith who forges it, and the person
who wiclds it.

Shalandain’s Holy Avenger

XF Value: 4,000 GP Value: 20,000
1992 Fantasy Collector Card 134
Shalandain recovered this highly magical and
intelligent sword from the wreckage of a neogi
mindspider. The sword, named Fate 5 Promise,
grants a magic resistance of 50% in a 5-foot
radius, dispels magic in a 5-foot radius, and
granis a bonus of 10 additional points of damage
upon chaotic evil opponents. In addition, Fare s
Promise can cast strength once a day and heal
twice a day.

of Shame

GP Value; 2,500
Secrets of the Lamp
This seimitar +1 magically impugns the honor of
the opponent, upon command. The effect is the
same as a faunt spell, an opponent with an Intelli-
gence of 2 or more will rush to physically attack the
wielder, ignoring his or her own spells and ranged
attacks. The opponent is allowed a saving throw vs.
spell, which may have a bonus up to +4 if the oppo-
nent serves a particularly charismatic leader.

Sh'arien, Sun Blade
XP Value: 3,000 GP Value: 15,000

1992 Fantasy Collector Card 20
Sh'arien is an intelligent bastard sword of chaotic
good alignment wielded by Ael Ra'kolth. When
wielded by someone who is proficient with either
the short sword or the bastard sword, Sh'arien
feels like a short sword (speed factor and encum-
brance), yet causes damage as a bastard sword.
The sun Made functions as a weapon +2, but
against creatures of the Negative Matenial Plane,
it is +4. Once a day, Sh'arien can create a sunray,
a 60-foot globe of sunlight, potent against undead,
which Sh’arien rabidly despises.

XP Value: 500
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Sword of Sharpness
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of Sharpness
XP Value: 7,000 GP Value: 35,000
DunGEoN MasTer Guide

This weapon is treated as +3 or better for pur-
poses of who or what can be hit by it, even though
it gets only a +1 bonus to attack and damage
rolls. Its power is great, however, for on a very
high attack roll, it will sever an extremity—arm,
leg, tail, tentacle, whatever (but not head }—deter-
mined by random dice roll, considering only the
sword’s bonus of +1:

Modificd Score
Opponent is to Sever
Mormal/Armored 19=-21
Larger than human size 20-21
Solid metal or stone 21

A sword of sharpress will respond to its
wielder's desire with respect to the light it
sheds—none, a 5-foot circle of dim illumination,
a 15-foot light, or a 30-foot radius glow equal 1o a
light spell.

Shazzellim
XP Value: 1,000 GP Value: 5,500
Dpacon Mogazine 74

Shazzellim is a scimitar of rather poor quality
steel but with a keen edge, It has a crosspiece of
iron that curves into a sel of rearing serpents. Iis
grip 1s of leather, dyed red, but this may now
have heen replaced. Shazzellim 18 neutral evil,
has an Intelligence of 16 and an Ego of 14, and
communicates by speech (Common, Thieves’
Cant, and Orc), It is +1 on attack rolls, can
detect magic in a 10-foot radius if the bearer
wills it while wielding the sword unsheathed,
and, in like manner, can locafe object in a 30-
foot radius. [t can also detect secret doors in a
10-foot radiug at the bearer’s will, and read any
nonmagical language or map. It can heal its
bearer once a day, at the bearer’s will, and has a
special purpose—to slay bards. Any bard struck
by Shazzellim is disintegrated unless the victim
makes a successful save vs. spell.

Shazzellim was created by (or at least created
under the orders and with the assistance of) Lau-
zoril of the Red Wizards of Thay, in order to
destroy his primary enemies the Harpers. Lirle is
known of the Harpers; they consist of bards and a
few rangers, their device is a silver moon and a
silver harp, they operate in the northern regions
on both sides of the Great Desert, and they are a
secret organization, rather than a band, tribe, or
race of people. OF the bards of great power, only
Mintiper is thought not to be a member, and of
the high-level rangers, only Thulraven and
Estulphore are believed to be independent of the
Harpers.

It is not clear if the Harpers are anything more
than a private club or fellowship at present,
although in the past they have acted in concert 1o
keep kingdoms in the northern lands and in the
Dalelands reduced in power, and on at least two
occasions have forcibly prevented the expansion
of farms and settlements into the elven woods,
The cause of Lauzoril’s enmity toward the
Harpers is unknown,

Elminster saw Shazzellim when Ahlzul, a cap-
tain of the armies of Thay, brought it to Archen-
dale to slay the ranger Dove. Mistakenly, Ahlzul
attacked the wrong woman, a knight named
Jasilmer, and was himself slain. Ahlzul’s men
recovered Shazzellim and their captain’s body, but
were later killed by men of Archendale overa
code-of-conduct dispute.,

Shazzellim disappeared from view briefly, was
later identificd by the sage Helavaster of Hillsfar
when it was brought to that eity by the caravan
master Lhemako Tarsakh, and subsequently
passed into the hands of Lhemako’s superior,
Meer. The scimitar does not appear to have been
passed on to Meer’s superiors in Zhentil Keep
{unless one of the lords of that city is hiding it
from his fellows for some reason), and it may
have been stolen, hidden, or passed to another by
Meer before his disappearance. The blade's pre-
sent whercabouts are unknown.
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Sword, Shichi’s Katana
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Shichi’s Katana
XP Value: 9,000 GF Value: 45,000
Mew liem

Shichi No Ken, born of noble blood, stands in the
shadow of those who lived before her. Greatness
she can never hope to duplicate augurs a hife of
frustration and futility. Shichi No Ken realizes
she will never have her own individuality: people
who know her will always identify her by the
accomplishments of her family—not her own, It
has been a long, hard battle, but she thinks she
has conguered this anxiely—only time will tell.

Rich, powerful, and aspiring for even more
honor for the family, Shichi No Ken's parents
wanted her to be groomed and polished, made into
the perfect lady. Hoping Emperor Po’s favorite
nephew would become the next Emperor with the
passing of the elder, Shichi was introduced to the
nephew, The couple fell in love and bonded ina
palace ritual seven months and seven days after his
parenis publicly announced the betrothal.

Onee espoused, she and Hai Chi moved into a
large villa in the center of a small village owned by
Shichi Mo Ken's parents, The two were given the
honor of receiving 30% of the taxes from the town
as their personal income; all the while, the prop-
erty remained in the ownership of her parents.

After being married for two years, she begat a
child, Hai Chi. To his dismay, the midwife told
him the {irstborn child was a daughter, not a son
w carry his hirth right. Blaming Shichi for this
abhorrent event, he beat the mother and murdered
the child,

T this day the town people who witnessed the
lamentable event say they saw nothing, but
rumors and tales of the meident traveled guickly
through the land until they reached the ears of
Shichi No Ken's father. A few days later, he res-
cued the young mother who was stll clutching
her child—her long-dead child.

He took Shichi to the Seven Roses Monastery in
Pe Mok, a city by the coast, where the inguisitive
eves and loathsome spies of her husband’s family
could not find her. There, the monks healed her,
cared for her, helped her recover from the tragic
death of her child, and they taught her strength. It s
unusual for a woman to be allowed in a monastery,
but where pender fails, money succeeds.

She began as a pupil of the Master of the East
Wind, Under his patient tutelage, she learned,
hoping one day to enact her dreams of revenge on
her husband. Until Shichi No Ken learned to van-
guish her anger, however, she was unable to
master the mental disciplines she needed. After
years of methodieal control, she learned the men-
tal disciplines.

Hai Chi's spies found Shichi after almost 10
years of searching. Hai Chi and 30 liegemen

invaded the Seven Roses Monastery, intent on
killing Shichi and the monks who helped her, The
young monks fell easy prey to the talents of Hai
Chi’s apostles, but the masters quickly eliminated
the murderous foree. The monks never laid hands
upon Hai Chi; they left this honor for their com-
panion, Shichi No Ken.

In a fury of repressed feelings and horror,
Shichi almast succumbed to the terror in her
heart when she saw her hushand facing her with
the fury of a thousand deaths in his eyes. After
several strikes from his vicious hands, she rose to
her own defense. Using all the skills taught by the
Master of the East Wind, she defeated and killed
her hushand.

The Emperor’s soldiers came soon thereafier to
investigate the scene. In the proper manner, the
soldiers first asked permission from the Grand
Master of Flowers to enter. He, of course, allowed
them to enter, but the delay allowed the other ini-
tiates to gather Shichi's belongings and create an
escape for her.

The soldiers, however, were nol there (o arrest
her. The news of Hal Chi's deeds reached the cars
of his father and uncle {Emperor Pa), and they
had decided to put an end to Hai Chi's tyranny
using any means necessary. Since she performed
the deed for them, they were saved the disgrace
of public execution. Emperor Po and Hai Chi's
father both owed Shichi No Ken a debt of grati-
tude. Hai Chi's surviving apostles, however, stll
search for her; it is belicved that more than 20 of
them are stll alive,

Shichi Mo Ken was allowed to return to the
monastery, but she refused to stay. Instead, she
asked permission to become a “walking initiate.”
The Grand Master of Flowers approved. As she left,
the Grand Master of Flowers gave Shichi a daikyu
and a katana, which he had magically enchanted.

As a monk of the Brotherhood of the Seven
Roses, she must uphold peace and tranquility
above everything else: these are the greatest laws.
Maivety is considered a weakness, and she must
not allow herself 1o become too removed from the
world; to defeat her epemies, she must under-
stand them.

Paladin by profession, way of life, and attitude,
she does not consider herself a paladin, nor does
anyone call her Paladin. To call her that would be
incarrect. She is treated as a paladin by her deity,
Amaterasu, however, and is given the benefits and
penalties of that life. Her weapon of choice is the
katana, but she enjoys using martial arts in both
combat and mental discipline, as well as her daikyu.
She does not wear armor of any kind since this
detracts from her ability o protect herself properhy.

Shichi ¥ katana 15 a kafana +3 with the ability

to detect evil. It can cast banishment by touch
&7
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Sword, Shimmering Blade of Shin Ginsen
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once a week, remove curse three times a day, and
cast cure serions wounds once a day on anyone
other than the owner. In addition, her katana has
all the functions of a paladin's holy sword, which
projects a circle of power 30 feet in diameter
when the sword is unsheathed and held. The
power dispels hostile magic of a level up to the
paladin’s experience level.

Shichi No Ken, 6th-level Paladin: Str 18/96;
Dex 17, Con 18; Int 15; Wis 18; Cha 1 7; AC 7;
THACO 15; hp 72; Alignment: LG; Languages:
Wa, Shou Lung, Common; Weapon Proficien-
cies: katana, daikyu; Martial Arts: choke hold,
eagle claw, flying kick, missile deflection, iron-
skin, weapon catch; Nonweapon Proficiencies:
calligraphy, etiquette, horsemanship, music,
painting, poetry.

Shimmering Blade of Shin Ginsen
XP Value: 17,000 G Value: 51,000
Kara-Tur
The infamous Shimmering Blade of Shin Ginsen
is one of a pair of matched swords, forged on the
day of the two half-brothers’ (Shin Lu and Shin
Ginsen) birth. The other sword is known as the
Floating Blade of Skhin Lu. The weapon is a sword
+3 in the butterfly-tipped Shou style, and has the
following powers: vorpal blade, luck blade, illu-
sion, and charm 3 times a day. However, in the
presence of the matching blade, the sword
becomes a mere magical blade (with only the
bonuses to attack and damage in force), unable to
tap into its greater powers. The blades are cur-
rently on display in the Capitel of T'u Lung. The

shimmering blade 5 alignment is lawful evil.

Shina-Tsu-Hiko’s
XP Value: 5,000 GP Value: 25,000
Legends & Lore
Shina-Tsu-Hiko's avatar's sword slices through

any armor as though the wearer’s AC was never
better than 5.

Shock Blade
XP Value: 1,200 GP Value: 6,000
Daacon Magazine |83
There are perhaps a score or more of these magi-
cal weapons throughout the Realms. While of
many different sizes, the swords are often identi-
fied by the large opals fitted to their hilts.

A shock blade inflicts a bonus of 2 points of
electrical damage (over and above its normal
bonus) on every strike; metallic armaor and
shiclds (even if magical) are discounted for attack
roll purposes, as the tiny arc of energy can hit its
target even though the sword itself may have
missed. In addition, the wielder is protected as if

by a ring of shock resistance (+3 on saving
throws vs. electricity, -2 per die of damage).
Finally, the bearer may call lighming rwice daily
if a storm is in the area.

Shu’s
XP Value: 4,000 GP Value: 20,000
Legends & Lore
In combat, Shu's avatar employs a gleaming short
sword +5. Anyone struck by this weapon must
save vs. breath weapon or be caught up in a great
wind and carried from the battle. Such persons
suffer 3d20 points of damage and are moved one

mile away for each point inflicted.

Sif's
XP Value: 3,000 GP Value: 15,000
Legends & Lore
Her sword +3 renders her invalnerable to spells

from the illusion/phantasm school.

Silencer of Bodash
XP Value: — GP Value: —
Book of Artifacts

The Silencer of Bodash is a mighty two-handed
broad sword almost 7 feet in length. Its blade is
long and straight and made from an unidentifiable
alloy of red metal harder than enchanted steel. The
blade is diamond-shaped in cross-section and is
unusually wide—nearly 7 inches at the hilt. The
only decoration appears on the crossguard—a red,
glowing rune of ancient design whose meaning is
now lost. The hilt 1s made of black, watered steel
and wrapped with braxat hide. The pommel is
crafted in the shape of a serpent’s skull.

The sword appears to be too large and unwieldy
for any warrior short of a half-giant’s stature, but
it is amazingly light and well-balanced. The mas-
sive blade is far lighter than a steel edge of the
same size. This sword is usually only found on
Athas,

In the ancient wars that ravaged Athas, the city
of Bodash was a great neutral power. Its armies
and magicians jealously guarded the lands of the
city-state while the rulers refused all offers of
alliance with the warring defilers and preservers.
Eventually, the great defiler warlords decided to
eliminate Bodash, and a great host gathered to
destroy the city.

The leader of this host was a human defiler, a
warlord named Irikos, “the Left Hand of Rajaat”
It was Irikos’s ancient duty to destroyv the race of
orcs, and when the last orc was no more, he
turned to the conquest of all who did not stand
with Rajaat’s captains.

Irikos possessed a powerful weapon called The
Silencer. Using this weapon, he and his host sys-
tematically destroved the armies of Bodash and
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sacked the city. Still, the last and most powerful
sorcerers of Bodash managed to cast a mighty
spell of destruction against the defiler warlord,
which blasted Inkos to ashes even as his hordes
threw down Bodash with fire and sword. Only
The Silencer survived.

About three Kings' Ages ago, a wandering
adventurer named Rimmon discovered the
ancient weapon in the heart of Bodash's ruins.
With it, she led a band of heartless raiders and
rose bo greal power, However, Rimmon dared too
much. In her arrogance, she gathered a horde to
attack Balic, but only succeeded in angering
Andropinis himself. The sorcerer-king and his
soldiers slaughtered Rimmon's desert rabble,
although it is recorded that the bandit-queen slew
o hundred half-giants with The Sifencer before
she was killed herself. The sword was reportedly
carricd away by one of Rimmon’s lieutenants, a
wily elf who eseaped to the wilderness.

Owver the years, The Silencer has appeared in
the hands of a succession of slave tribes, raiders,
and savages. Twelve years ago, it was rccovered
by a patrol of Tyrian soldiers from the lair of a
fierce bandit and brought back 1o Kalak's armory.
But with Kalak's death, the sword disappeared
again. It is thought that one of Kalak's templars
took the blade and Med into the desert.

The Silencer is a powerful and evil weapon that
deludes its owner with dreams of glorious con-
quest and righteous destruction. In fact, its

extremely impressive array of offensive powers
lends a fair amount of credence to these urgings,
and there are few more powerlul weapons to be
found anywhere on Athas. However, The Silencer
is a “double-edged sword.”

In dealing with The Silencer, the old adage of
“He who lives by the sword, dies by the sword,” is
remarkably accurate, 1f a PC gets his or her hands
on the sword, allow the character to become
intoxicated with new-found power. With a weapon
of this great might, a character could unite the
raiders of the desert, tame the thri-kreen of the
Hinterlands, or master the giants of the Silt Sea.
In time, the character could rattle the golden
thrones of the sorcerer-kings themselves!

Yet one day it will come to an end.

Like all the petty warlords and bandit-kings
who have previously owned The Silencer, the
characier eventually linds that he or she is con-
fronting an enemy beyond even the power of The
Silencer. The character’s empire will then col-
lapse around his or her ears before the might of
an angry sorcerer-king—aor the Dragon itself,

Another campaign use for the sword lies in its
potential as a weapon for good. A great quest in
search of @ weapon potent enough to assassinate a
sorcerer-king might be built around the legendary
blade. Tracing the weapon's bloody trail across
the Tahlelands and bringing it to bear against a
villain could make a fine adventure.

Several of the sorcerer-kings in the Tyr region
lnow of this weapon and remember it from Inkos’
duys. They recognize the potent threat it poses and
act 1o take it for themselves or destroy it altogether.
The PC who holds the weapon is inviting the wrath
of the sorcerer-kings themselves!

Constant Powers: The Silercer of Bodash isa
twa-handed sword +35 that swings like a long
sword. The blade is incredibly sharp—it ignores
any nonmetal armor and passes through it with-
oul resistance, (Targets wearing nonmetal armor
are efTectively AC 10, but may count magical
adjustments and Dexterity bonuses.) Tree trunks
and stone walls can be hacked through at a rate of
10 feet per round. The sword also provides a +2
Armaor Class bonus to its owner.

Invoked Powers: By swinging the weapon in
great, horizontal sweeps, the wielder can effec-
tively attack all creatures in a 10-foot circle, The
swordsman suffers a -4 attack penalty when
assailing multiple targets this way, unless the
enemy is very tightly packed (a shield-wall or
pike formation). If the wielder uses the blade in
such a reckless fashion, he or she must also make
attack rolls against any allics within the 10-fool
radius of the sword.

Three times a day, the sword can release a mam-

moth blast of pure force at any target up ta 20 I"ee;
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away. This has the effect of a 40-fool-square earih-
gueake spell. Gates are sundered, walls collapse,
small buildings are destroyed, and trees uprooted.
When aimed at living creatures, a normal attack
roll must be made (as if firing a missile weapon,
and without the sword’s magical bonus). Any crea-
ture hit suffers 5d10 poims of damage,

Three times a day, the sword can project a
Tower of Iron Will psionic power for up 1o one
turn,

Random Powers: The sword possesses three
abilities from Table 1-11: Enchantment/Charm,
and one ability from Table 1-23: Protection,

Curse: The sword thrives on bloodlust, Every
week, the character must save vs. death magic or
permanently lose | point of Wisdom.,

The sword also inflicts artifact possession,
seeking 1o drive its owner to deeds of glory, con-
quest, and violence. The owner may attempt to
seize command of any group, of any size (the
bigger, the better), and lead those forces against
any foe. Worse still, the possessed character
develops a fanatical hatred of those who would
defy or imprison Rajaat,

Sugpested Means of Destruction:

«  Melt The Sifencer in the Dragon’s breath.

«  Break it on an anvil of meteoric iron.

+ Dissolve it in the foam of the sea (suitable
only on Athas).

Singing
XP Value: 1,600 GP Value: 10,000
The Magister

It is rumored that these relatively recent additions
to the armories of the world were created for use by
the Harpers. Certainly the primary atinbute of the
sword has (o be created with some connivance of
ong or more bards. With their usual taciturnity, the
Harpers are not taking any credit for them, and no
hard has actually been seen using one—though this
may be more a factor of a dislike of competition
than holding the sword in disfavor as a sword.

This is a silver bastard sword that sings con-
stantly, and loudly, while drawn. It 15 43, but this
may be temporarily negated by magical silence.
While the song 15 heard, the bearer of the sword is
infused with a sense of confidence and excite-
ment, and never checks morale. The song confers
upon the bearer immunity to charm, command,
confusion, fear, friends, repulsion, scare, and
suggestion, Emotion casl on the bearer only
evokes a rage result (focussed on the spellcaster).
The sword’s song can still shrickers and negate
the song effect of harpies, but a bard can easily
negale its powers by singing a counterharmony.
The sword's song can entrance intelligent crea-
tures of up 1o 2 Hit Dice (not including undead or
creatures from other planes), If such creatures fail

to save vs. spell, they are subject 10 a suggestion
from the sword's bearer. Anyone capable of using
a sword can use these swords, though it is
rumored that some have been created with sen-
tience and alignment, usually good.

Siva’s Scimitar

XP Value: 6,000 GP Valoe: 30,000
Legends & Lore
Anything hit by the avatar’s scimitar must save
vs. disintegration (items) or death magic (beings).
Failure means the item or being has been disinte-
grated and cannot be reconstructed (raised or
reincarnated).

of Skewering
XP Value: 3,000 GP Valoe: 15,000

The Rogues Gallery
This sword is lightweight and appears to be some-
what flimsy, but it is a powerful magic weapon,
Although it has no bonuses to attack or damage and
only does damage equal to a short sword, it can
negate the bonuses given W magical armor. There-
fore plate mail +4 would be treated as if it were
Armor Class 3 when determining whether this
weapon would score a hit. It does not negate magi-
cal bonuses for attacks by other weapons on that
opponent, nor does it permanently cancel any
bonuses. The sword may also strike any monster
not normally hit by nonmagic weapons.

Slayer
G Value: 200,000
Legends & lore
Slayer kills anything its blade touches (no saving
throw allowed). If used to kill for food, the meat
cannot be eaten—it has no nutritional value and
is unpalatable.

XP Value: 40,000

Snakebane
XP Value: 1,000 GP Yalue: 5,000
Dracox Magazine 99
Snakebane is a sword +1, +4 vs. repriles.

Snoop
XP Value: 2,000 GP Value: 10,000
The Temple of Elemental Evil
This lorg sword +1 has an alignment of NG and
an Intelligence of 13. It can communicate through
empathy and can detect invisible and detect
magic, cach to a 10-foot range.

Snow on the Mountain
XP Value: 1,500 GP Value: 7,500
The Duchy of Ten
Sher Yakub owns a silver neutral-good sword +1
named Srow on the Mountain. This weapon has

an Intelligence of 8 and an Ego of § and has the
5740
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powers detect invisibility, Mving, and healing. All
pewers can be used once a day.

Soulblade
XP Value: 3,000 GP Value: 15,000
The Astromundi Cluster

Soulblades are dreadful weapons, more feared
than any other handheld weapon in the Astro-
mundi Cluster. Carved from shadowstone, soul-
Blades are similar in size to short swords, though
each individual blade has a unigue design and
decorative pommel, Soulblades are +2 magical
weapons and cause 1d6+2/1dB+2 points of dam-
age, whether the blade resembles a short sword or
a small khopesh.

Created by special sunmagic riuals, these blades
always flicker with cold white flames. The {lames
cause no additional damage to sun mages, but they
will cause a loss of 1d4 hit points to those who are
not sun mages. The flames can also destroy cloth or
nonmetallic armor with a successful strike; they
will engulf leather or padded armor (and any nor-
mal clothing, ropes, and the like) and consume it
within one round (magical clathing or armor gains
a saving throw against this effect.),

If exposed to sunlight, a sonlblade begins to
glow, its flames slowly turning red and brighten-
ing to the intensity of a light spell. After three
rounds in direct sunlight, the wielder may fire a
30-foot-long beam of fiery energy that causes
1d10 points of magical fire damage. The wizard
must roll a melee attack as normal, but receives a
+2 magical bonus to this roll. No natural or magi-
cal resistances to fire provide any defense against
this attack. Afier this energy discharge, the sword
returns to its normal, dark color with white
flames. Soulblades can only release this stored
energy five times a day; after the fifth use it can-
not absorb any energy for 24 hours.

of Souls

XP Value: 2000 GP Value: 10,000
Halls of the High King

The favored weapon of the evil Iyachtu Xvim,
this infamous sword is a giant seimitar +3 that
drains two life energy levels whenever it strikes a
living opponent (no saving throw). The truth of
ils origins is lost in conflicting legends; it is
known to be much heavier than most humans can
comfortably use in battle {weighing about 30
pounds) and is of lawful evil alignment. Crea-
tures of other alignments who touch the scimitar
feel a sickening, wrenching pain (=1 on attack
rolls and Dexterity ability score while in contact
with the weapon). Further, they suffer a loss of
|d4 points per contact (or per round of continu-
ous contact) if they are of any evil alignment, or a
loss of 1d12 hp if they are not,

Soulseeker
XP Value: 1,500 GP Value: 7,500
Dracios Magazine 180

From the voleanoes of the Great Sand Sea come
large amounts of lava, some of which has large
chunks of absidian in it. The desert nomads have
learned the art of flint napping and have used
obsidian tips on their spears for centurics. Highly
skilled artisans are able to make large blades for
daggers—Soulseeker 15 such a blade.

A war fought deep in the Underdark’s caverns
resulted in the destruction of many of the evil
creatures involved. The remains of some of the
vilest fiends were melted into a magical lava
flow, farming an especially large hunk of obsid-
ian. One of the great blade makers used this piece
of obsidian to make Soulseeker. The name iz
derived from the fact that the fiend’s flesh in the
blade is constantly seeking a soul for itself. This
blade has killed many times and still seeks more
souls.

The blade traveled from the Great Sand Sea to
the trading cities. A blade collector in Waterdeep
sent for the dagger, but Soulseeker never reached
its destination because it was stolen from the
trading caravan. The last known rumor is that the
blade is in the hands of Waterdeep's black market,
perhaps having made its way to the city of Skull-
port.

Soulseeker has a 30-inch, glassy black obsid-

1an blade that is approximately 4 inches wide a1
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the guard. The blade was made using flint nap-
ping and has a slow taper, reaching down to the
point. The handle is fossilized ivory, the guard is
gold with inlaid onyx runes, and the butt cap is
also of gold and onyx. The blade travels in a silk-
lined case made of ebony, with golden hinges and
a cover that is a thin sheet of translucent obsidian.

Soulseeker i1s +2 on attack rolls and +35 on
damage rolls. It can sou! steal on a failed saving
throw vs. death magic, detect evil/goad in a 60-
foot radius, derect invisible abjects in a 10-foot
radius, and derect magic in a 30-foot radius, It has
an Intelligence of 17, an Ego of 11, and i1s align-
ment is chaotic evil. Soulseeker 1s able to com-
municale in Common,

This blade has one of the sharpest edges known,
Obsidian edges are prized by nomadic healers for
use in surgical procedures. The strongest power of
Soulsecker lies in the stealing of souls. Anyone
wha is hit by the blade with a natural 20 must save
vs. death magic or lose his or her soul to the blade,
dying at once, If the victim dies from a hit by the
blade, the character’s soul is automatically taken
into the blade, and resurrection becomes impossi-
ble. Only a wish spell will bring back a soul and
permit resurrection. Those of alignments other
than thar of the blade suffer 1d6 points of damage
every round they touch any part of this weapon,
unless they are victims and suffer damage as
detailed otherwise.

Soulseeker makes no pretense of its true goals,
but it is remarkably seductive to any chaotic-evil
being that grasps its hilt. It always tries to control
its owner, urging the user to slay victims ar every
possible turn, seeking all souls possible, though it
will encourage stealth and duplicity 1o keep the
killing spree going as long as il can. Soulsecker
especially seeks victims of high level or high
social standing, gladly stealing the soul of a great
wizard, mayor, priest, or general,

Soulsecker saves against attacks as rock +2 and
can be destroyed in any number of ways, Two
good-aligned churches, one assassins’ guild, and
four adventuring parties are currently seeking
this weapon to destroy it—or to use il

Special
XFP Value: Vanable GI* Value: Variable
Dracos Magazine 99
The Magical Sword Tables in the DM are more
than adequate for most purposes. There are, how-
ever, two problems with the magical sword cre-
ation system. First, no experience point or gold
piece value is given for primary abilitics, extraor-
dinary abilities, purpose swords, or languages.
Certainly, a sword with any of these characteris-
tics 15 worth more than an identical sword without
them—but how much more? Secondly, the list of

extraordinary abilities for swords is relatively

short and this could create a situation where

members of an advenluring parly possess very
similar weaponry in a long-term campaign.

Primary abilities are as they appear in the
DM, because they are all powers of detection,
and the existing ahilities cover all necessities.
What is new here is the addition of gold piece and
experience point values of swords possessing
these abilities.

The extraordinary abilities, on the other hand
have been greatly expanded without perverting
the original intent of the table. All spell powers
granted by extraordinary abilities function at Sth
level, and each is accompanied by additions to
experience point and gold piece value. In the
original DMG, it appears that sword abilities have
levels of use as low as Oth, in some cases. This
was increased to 8th level across the board, as
some swords in the DMG tables could heal or
telepori. Thus, levitation, fireball, strengith, and
magic miszife are at the Bth level of ability when
cast from a sword. It 1s suggested that all extraor-
dinary powers be usable only with the knowledge
of a command word or phrase.

The greatest change in this entry is in the area
of purpose swords, The original list of victims for
purpose swords ignored subclasses or (perhaps)
assumed their inclusion with the major classes.
The original list also lumped all monsters together
in the same category. A new table divides mon-
sters by type or major grouping. Several purpose
abilities, as well as experience point and gold
piece values for those purposes, were added 1o
the tables,

Creating a table for languages spoken by a
sword would be a monumental task. This is espe-
cially true since many monster descriptions in the
MomsTrOUS ManuaL books and the MoNsTROUS
CompPENDIUM indexes do not say whether or not
monsters have a spoken language. Therefore, lan-
guages may be assigned for magic swords in sev-
eral ways, using any or all of the suggestions
below,

1. A language may be assigned to every creature
of at least low Intelligence. Most semi-intelli-
gent creatures have a primitive spoken lan-
guage of a few dozen words,

2. Creatures such as fiends and extraplanar crea-
tures have a common tongue capable of
expressing most ordinary concepls. Ciher
creatures possessing common tongues might
include elementals, daemons, dragons, mod-
romg, and so forth.

3. Sword languages can be assigned as the DM
sees fit, or may be rolled on the encounter
tables for the lands where the campaign is tak-

ing place. This takes into account factors such
5143

P

\

1398



n Sword Special

4% where the sword was made, where it was
intended to be used, and the relative frequency
of various creatures in the campaign.

The encounter tables from the MonsTROUS
ComprENDIUM appendices are the most up-lo-date
vet published, and are admirably suited for use in
generating languages for swords. A wizard
enchanting a sword for use in the tropics would
not bother enchanting the sword to speak the
white dragon's tongue. Similarly, in the desert, a
sword that spoke the language of unicoms would
have no great value,

The personality of a sword should be consid-
ered. To begin with, cach sword, whether intelli-
gent or not, should have a name, preferably
engraved on the blade or hilt. All Intelligent
swords should have a definite personality. A
random table for sword personality cannot be
created, because personality depends, for the
maost part, on alignment, abilities, Intelligence,
Ego. special abilities, and purpose, il any. The
language spoken would have an effect upon a
sword's personality; thus, a Pixie-speaking
sword should be different from a sword that
speaks Manticore. Magical swords have to be
played by the DM just as any nonplayer charac-
ter would be played.

The benefit of a sword name should not be over-
looked. Compare Excalibur, Anduril, and Storm-
bringer o “my gem detection sword +3 that
speaks Ore.” Names should relate to sword powers,
origins, or the original owners if possible, and they
may or may not give clues to their abilities. Each
DMs imagination must do the work. Under Sword
and Dagger are many examples of weapon names
that should your creativity flowing.

The following are expanded and revised tables
for the random generation of magical swords.
They denve from the DM, st Edition Tables.

Table 1. Sword Intelligence and Capabilities

Roll Int  Abilities Communications

01-75 None WNone None

T6-83 12 | Primary  Semiempathy

8489 13 2 Primary  Empathy’

90-94 14 2 Primary  Speech?

9597 15 3 Primary Speech’

98-09 16 3 Primary  Speech’

w17 3 Primary  Speech, telepathy

plus 1 extraordinary
power®

The owner receives 2 signal (a throb or a tingle) and
fieels urges when the ability functions.

The sword zpeaks its owner'’s language plus | or more
ather lanpuapges—indicated on Tahle 6.

"The sword can also read languages and maps of any non-
magical sorf,

“The sword can read magical writings as well as other
languages,

*The sword can use ‘either communication mode at will,
with language vsed like any speaking sword,

Table 2. Sword Alignment

Roll  Alignment Roll  Alignment
01-05 Chaotic good ~ 31-55  Lawful good
06—15 Chaotic neutral 5660 Lawful neutral
16-20 Chaotic evil 61-80 WNeutral
21-25 Neutral evil 81-00 Meutral good

26-30 Lawful evil
Table 3. Sword Primary Abilities

XP GP

Rall  Ability Value Value
01-11 Derect elevator/shifting

roams/walls, 107 radius 60 300

12-22 Delect sloping passages,

10" radius a6 300
23-33  Derect evil or good, 10

radius 120 600
344 Derect gems, number and

kind, 20" radius 240 1,200

45-55 Detect precious metals,
kind and amount, 20°

radius 240 1,200
5666 Find traps, 10" radius 240 1,200
67-77 Detect magic, 10" radios 240 1,200
T8-82 Derect secret doors, 5'

radius 120 600
83-87 Derect invisibifity, 10

radius 240 1,200
88-92 Lecate object, 120'

radius 180 900

93-98 Roll twice, ignoring
scores of 93-98
99-00 Rall on Table 4 instead

Mote that the derecr good/evil sword power is
one or the other, according to the alignment of the
sword. (Evil swords defect good and vice versa.)
MNeutral swords detect one or the other (50%
chance).

If the same primary ability is rolled twice, the
radius of the power is doubled.

All abilities function only when the sword is
drawn from its scabbard and held and the posses-
sor is concentrating on the desired result. A sword
cannot fight and detect at the same time,

The experience-point and gold-picce values in
the above table are based on, among other things,
the value of wands with similar powers, and the
swards are much less valuable than the wands
(despite the fact that they have no charges to
exhaust) for several reasons, First, few swords

J
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have the detection radius of the corresponding XP GFP
wand (for example, a wand of magic detection Roll  Ability Value Value
has a 30-foot radius, while the corresponding 42-44 Hold person on contact,
sword has only a 10-fool radius). Sccondly, the 2iday 420 2,100
swords' values derive primarily from the fact that 4547 Hypnotic pattern, 2iday 420 2,100
they are, first and foremost, weapons—most 4850  Create iflusion, 120°
detection abilities are “icing on the cake.” Thirdly, range, 2'day as a wand
a sword 15 not exactly an innocuous detection af ilfusion 480 2,400
device. (Ever try to slip one up your sleeve?) 51-53  [Invisibifity on self, 3/day 360 1,800
Thus, the gp values range from 300 1o a of 1,200, 54-56  Levitare, 3/day, one turm
based on perceived value to fighters and other duration 420 2,100
sword users, 57-59 Lightning boli, 8d6. 1/day,
Extraordinary powers are, by definition, better 120" range /00 3,000
than primary abilitics. The weakest extraordinary  60-62  Magic missife, 4 missiles,
swards are worth as much as 1,500 gp, and some 140" range, 2/day 420 2,100
of the mightiest are worth up to 3,000 gp. They  63-65 Mivmor image, 2/day a6l 1.E00
come in three general types (offensive, defensive, 6668  Paralyzation on contact,
and miscellaneous) and in low, medium, and high 2/day 80 2,400
levels of power. Gold piece values assigned to 6971 Protection from evil/good, 3/day,
each category are as follows: 16 round duration ind 1,800
72-74 Ray of enfeebfement, 2/day,
GP Values 35% Strength loss, 30
Power Low Medium High range 4200 2,100
Defensive 1,500 | B0 2,100 75T Srrengrh on self, 1/day, 8 mrn
(Oifensive 1,500-1,800  2,100-2,400 3,000 duration 420 2,100
Miscellaneous 1,500-1.800 2,100-2,400 2,700 T7-719  Silence on self, 3/day g 1,500
8082 Swggestion, 2/day on one creature
Table 4. Sword Extraordinary Powers only, 5 turn duration 420 2,100
23-85 Telekinesis, 250 b, wi.. 2/day,
Xr GP I round duration 420 2,100
Roll  Ahility Value Value B6-8T Teleparhy, 60° range,
0-03  Add sword’s plus to saving 2day 420 2,100
throws, 1/day, one turn B8R0 Teleportation, 1/day, 600
duration 300 1,500 pound weight maximum,
04-06 Animate dead, 1/day 420 2,100 Initiative modifier of
07-09 Charm person on contact, +2 (o activale 540 2,700
3/day 360 1B00 90-92 Heb, 2iday 360 1,800
10-11 Clairandience, 30' range, 93-94 Xeray vision, 2/day, | turn
3/day, one round duration 360 1,800 duration 20 2,100
1214 Clairvayance, 30 range, 9597 Roll twice, ignoring scores of 95-97
3/day, one round duration 360 1,800 98-99 Character may choose one power
15-17 Color spray, 2/day 360 1,800 from this table
1820 Commeand, 3day o0 1,500 00 Character may choose one power and
21-22  Cure light wounds on sell; roll for a Special Purpose
3day 00 1,500
23-24 Determine direction and Note that all spell effects, including those con-
depth, 2iday 300 1,500 cerning magic resistance, saving throws, and so
25-27 Dispel magic, 2/day 4800 2,400 forth, apply as if the spell were cast at Sth-level.
2830 ESP, 30" range, 3day. 1f the same power is rolled twice, the number
ong round duration 480 2,400 of uses of that power per day is doubled.
31-33 Fireball, 8d6, 1/day, Powers function when the sword is drawn and
180" range 600 3,000 held and the possessor concentrates upon the
34-36  Fly, 120'fround, desired effect. Most powers require that the user
| hour/day 480 2,400 concentrate for at least a full round.
37-39 Guze reflection, 3/day 3600 1,800
40-41 Heal self, 1/day 600 3,000
T4
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Table 5: Special Purpose Swords—Purpose

XPF GP

Roll  Purpose Value Value
01-04 Defeat opposite alignment 200 1,000
05-07 Defeat law 200 1,000
08-10 Defeatl chaos 200 1,000
11-13 Defeat neutrality 200 1,000
l4-16 Defeat good 200 1,000
17-19 Defeat evil 200 1,000
20-23 Slay priests 225 1,135
24 Slay druids 225 1,125
25-28 Slay fighters 225 1,125
29 Slay paladins 225 1,125
30-31 Slay rangers 225 1,125
32-34 Slay wizards 225 1,125
35  Slay specialist wizards' 225 1,125
36-39 Slay thieves 225 1,125
4041 Slay assassins 225 1,125
42 Slay monks 225 1,125
43 Slay bards 225 1,125
4446 Slay avians 200 1,000
47  Slay baatezu 250 1,250
48-50 Slay tanar'n 200 1,000
51-54 Slay demihumans 250 1,250
55-58 Slay dragons 250 1,250
59-62 Slay extraplanar creatures 250 1,250
63-65 Slay faerie creatures’ 250 1,250
6669 Slay giants 225 1,125
T0-72  Slay humanoids 200 1,000
73-75 Slay insects 200 1,000
76-79 Slay magic-using creatures 225 1,125
80-82 Slay mammals 200 1,000
83-85 Slay plant life 200 1,000
86-88 Slay poison-using creatures 225 1,125
89-91 Slay psionic creatures 250 1,250
92-94  Slay reptiles 200 1,000
9597 Slay tanar'ri 225 1,125
9800 Destroy undead 250 1,250

'"The particular specialist wizard can be deter-
mined by rolling 1d8 on Table 5A1

*Faeric creatures are: hrownies, centaurs, dryads,
pcgasi, pixies, satyrs, sprites, sylphs, unicorns,
and the like (perhaps including elves, gnomes,
and halflings).

The purpose of a neutral sword of “defeat
opposite alignment” is to ruin or slay creatures of
the extreme alignments (LG, LE, CG, CE).

With regard to the character classes mentioned
in the above table, note that “fighter” does not
include ranger or paladin, “wizard"” does not
include specialist wizards, and so on,

A purpose must suit the type and alignment of
the sword in question. Good-aligned swords only
use purpose abilities on evil creatures, though
neutral and ¢vil swords are not so restricted.
Thus, a good sword that was created to slay giants

would not use its purpose ability to slay storm
giants, for example.

When a creature is struck by the sword, the
sword will use its purpose ability if the creature is
one the sword was meant to slay or destroy. The
victim gets a save vs, spell. The power operates
only in pursuit of the special purpose, and a char-
acter who fails to attack a creature the sword was
created to slay, or who fails to kill the creature
with the sword, will have at best a strained rela-
tionship with the sword—the weapon may, in
fact, refuse to use any of its powers for the master
until the affront is settled.

Tahle 5A: Specialist wizards

Rell  Specialist Wizard
1 Abjurer
2 Conjurer
3 Diviner
4 Enchanter
5 Nlusionist
6 Invoker
7 Necromancer
8 Transmuter
Table 5B: Special Purpose Swords—Powers
XP GP
Roll  Power Value Value
01-08  Cause blindness for 2d6
rounds 100 500
09-15 Confusion for 2d6 rounds 100 500
16-25 Death 200 1,000
26-35 Disintegration 2000 1,000
3642 Cause fear for 1d4
rounds 108 500
4349 Feeblemind for 1d4
rounds 150 750
5056 [fnsanity for 1d4 rounds 100 500
57-66 Maze 100 500
67-75 FParahzation for 1d4
rounds 150 750
T6-85 Petrification’ 150 750
86-93 Plane shiff 150 750
9400 Puested 150 750

Any sword determined to have a special pur-
pose is allowed one roll on Table 5A followed by
one roll on Table 5B. However, a sword's power is
always appropriate to its purpose—a sword that
destroys undead would not have fear as a purpose
power. In a case where purpose and power con-
flict, simply reroll on Table 5B until a noncontra-
dictory set of characteristics is obtained.

"The plane shifting power throws the vietim to a

random plane of existence,

The petrification power does not cause the sword

to become entrapped in the body of the victim; this
5743
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effect may be undone by a stone fo flesh spell. Any
vty caused will be catatonia, suicidal mania, or
insamity involving constant hallucinations.

Table 6. Number of Languages

Number of Xp GP

Roll Languages Value Value
01-40 1 30 250
41-70 2 100 500
T1-85 3 150 750
B6-05 4 200 1, (M
96-99 5 250 1,250
oy & 300 1,500

'O u ol of 00, the mimimum number of longuages avail-
able 1o the sword 15 6, The GP and XP values reflect this
mimmum. When rolling twice on the table above, add the
XP and GP values if the total is greater than 6.

‘or the total of two additional rolls (ignoring furthes
recults of (1), whichever is greater

Languages should reflect the type of sword and
its abilities.

Table 7: Swerd Ego

Attribute of sword

Each “plus™ of sword'
Each primary ability’

Each extraordinary power”
Special purpose

Each language spoken’
Telepathic ability

Reading languages ability
Reading magic ahility

‘A gward +1 has 1 Ego point, but if it has another
(higher) plus, the highest is also counted. In addi-
tion, swords which have no extra pluses but have
extra powers add double their “plus™ rating for
Ego.

‘If the ability iz doubled, double the Ego points.
'Round up.

Egn points

Bl o= b T LA RS B e

A swaord with a neutral alignment can be used
by any character whose alignment in any part cor-
responds with the nonneutral alignment of the
sword. However, a neutral good sword (lor
instance ) would dislike the lawlulness of a lawlul
good charaeter’s actions just as much as a lawful
good sword would dislike a neutral good charac-
ter's lack of orderliness, The same would be true
for a lawful neutral sword and a lawful evil char-
acter, and &0 on.

Spectral
X" Value: 1,500 GF Value: 15,000
POLYHEDRON Mewszine 2

The speciral sword 15 a lightweight, well-bal-
anced weapon. Its hilt is encrusted with jewels
and has a skull on the pommel. The blade is non-
corporeal and transparent in lighted surround-
ings. However, in the dark the blade has a bluish
cast and smoke appears to dance along its edge. A
spectral sword can be used by any character,
regardless of a characters weapon proficiency.
The wielder suffers no proficiency penalties.
However, the sword can only be used against
undead; all other creatures are unaffected by the
noncorporeal blade, Undead struck by the sword
suffer 1d10 points of damage. In addition, if the
weapon is in the hand of its owner, it gives that
character a +4 saving throw bonus vs. undead
special attacks that have saving throws,

Spellbinder
XP Value: 1,000 GP Value: 10,000
Dracox Mapgazine 180
A warrior named Algor and a nameless, evil wiz-
ard decided to end their feud of many years with
a duel. Algor, realizing his magical inferiority,
had a special sword crafted that would absorb
spells cast by an opponent. On the day of the
duel, Algor presumed he was now superior, bul
hie should not have trusted an evil wizard to fight

fairly. At a decisive moment in their battle, the
5745
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wizard was joined hy two of his evil cohorts.
Simultaneously, all three blasted Algor with
spells, Algor was annihilated, and his possessions
were thrown across space and time, Several years
and many miles away, a farmer found Algor's
sword in his field, and traded the blade for ami-
mals and equipment. The sword has changed
hands many times since. Spellhinder was once
reported to have been offered as payment for a
glass of ale in a tavern. Most of its owners never
realized Speilbinder s full potential. Spellbinder
was once known as dlgor § Weakress after its his-
tory was made public by a wizard-sage.

The extremely sharp, layered-steel blade 13
about 3% feet long; overall, this well-balanced
Weapon measures just over 44 feet. The blade has
a single blood groove and two bilateral notches
near Lhe base. The handle is of deeply fluted
dragon bone with a gold ring at each end of the
flutes. The guard is curved toward the point and
ends in two claws, each grasping a crystalline
sphere. The face of the guard has two large trian-
gular sapphires with their points together. The
pommel is conical. If found, the crystal globes
will probably already be shattered or ahsent,

Spellbinder 15 +2 on attack rolls and +3 on
damage. It absorbs (as a rod of absarption) up 1o
12 levels of wizard or priest spells (12 1st-level
spells, six 2nd-level spells, and so on) and deiects
magic in a 30-foot radius. It has an Intelligence of
12, an Ego of 11, and a neutral alignment. It can
communicate by empeathy.

This sword can be wielded by members of any
alignment. It must be held by the grip to absorb
incoming spells; no part of the hand can touch the
blade or guard. The crystal spheres absorb the
spells, each sphere absorbing six levels, If the
wielder attempts to absorb more than this amount
in a single round without discharging some of the
spell energy, the spheres shatter and the sword no
longer absorbs any spell levels until the erystals
are replaced (they can be had at glassware shops
for roughly 50 gp each, but enchanting each of
the spheres with the proper spells is quite a bit
maore expensive, requiring a wizard of at least the
16th level).

Spellbinder is a bit of a snob and wants an
owner that it cannot casily control. In the past,
Spellbinder has constantly kept on the mave from
owner (o owner, forcing its user to trade it away if
he did not measure up to the sword’s standards. Tt
is currently seeking an owner who understands
the schools of magic, preferably a fighter-wizard,
The weapon wants to be polished often and kept
in a nice, gem-encrusted scabbard.

The evil wizard who engineered Algor's death
has since become a lich. As a side interest, the
lich has begun to look into rumors of a sword

matching the one Algor used against it years ago,
and it would like to obtain this weapon simply to
add to its trophy collection.

Spellblade
XP Value GP Value
1,000+ 100/Tevel 6,000+2,000/1evel
The Runs of Undermountain

These slim-bladed swords were once plentiful in
the Realms. Recently, someone has rediscovered
the secrets of making them again; new hlades have
begun to appear in the Dragonreach area, probably
from a source in Sembia. A spellbfade is a +2 mag-
ical weapon. A single wizard spell is cast as part of
its making, and after that, the sword is inumune to
and paramount over that particular spell. Anyone
carrying a speliblade who is attacked by the partic-
ular spell that the blade is linked to 15 utterly pro-
tected against all of that spell’s effects, This
immunity applies even if the spell is magic missile
or another ‘unerring” spell, or one that a weapon
would normally be of no use against.

The blade-bearer can reflect an offensive spell
hack upon its caster, choose to negate its local
effects entirely (allowing a fireball to flow
directly around the wielder with no effect), or
direct it at a target of choice. This decizion must
be made the round the spell is cast, or the spell i
negated. There is no known limit to the negation
ability of a spellblade against its specific spell.
This power does not prevent normal use of the
weapon in the same round.

As an item, the spellblade 15 usable by all
classes; as a weapon, it is usable only by those
allewed to wicld swords. To pain the protection of
the speliblade, 1t must be drawn from its scabbard
with some part of its hilt or blade resting on the
bearer’s flesh (a warrior’s hand or strapped 1o the
leg of a wizard). Spellblades guard against spe-
cific spells and identical magical effects, such as
the fireball spell and the fireball emitted by a
wand of fireballs. They do not guard against
merely similar effects; for example, a_fireball-
specific spellblade would not guard against nor-
mal fires, a wall of fire, a metear swarm, a
flaming sphere, or a delayed blast fireball,

Maost speflblades are crafted to protect against
offensive spells such as fireballs, lightning bolts,
magic missiles, or charm person spells; a rare few
are made for specific purposcs, and can breach
prismatic spheres or walls of force.

Spiritburner
XP Value: 1,200 GP Value: 6,000
Islands of Terror
Spirithurner is a sword owned by Diamabel, a
chaotic evil fighter of 12th level. The sword isa

fame tongue +3.
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XP Value: 2,000 GP Value: 10,000
Hewl From the North

Stalker iz an emigmatic and powerful weapon that
reveals iis full powers only in the hands of a
ranger. To anyone else, it is merely a long sword
t1. 1t has a slender, long blue steel blade, but its
hilt, pommel, and quillons are made of a stark
black metal that is as hard as adamantite, If
Stalker is stared at for any length of time, it
seems 1o have wisps of shadowstuff moving
silently across its surface, although this is just
illusory . ., or is it?

Stalker is a +3 neutral good weapon when used
by a ranger. The ranger gains a +1 bonus 1o Wis-
dom and Intelligence while in pessession of this
blade. The ranger also gains a +20 bonus o all
hide in shadows and move silently attempts, and a
+4 bonus on tracking skills.

Stalker bequeaths an affinity with dogs and
wolves on its owners for an unknown reason. The
ranger has a Charisma of 18 when dealing with
dogs and wolves (not including worgs, tyrgs, win-
ter wolves, or other canine monsters, such as hell
hounds). While holding Stalker, the ranger can
speak with animals (dogs and wolves only) three
times a day.

The spells that can be used once a day each by
Stalker s wiclder are invisibility, invisibility to
animals, and invisibility to undead, In the process
of becoming invisible, Stalker 5 wielder seems o

become shadowy and semitranslucent before he
fades from sight.

Stalker does have a special purpose, but the
sword seems to have never told anyone or had a
chance to reveal this to its previous owners, nor
the nature of its special purpose power, Stalker is
an intelligent sword with Intelligence of 14 and
an Ego of 115 it communicates by empathy.

Starfall
XP Value: 1,900 GP Value: 9,500
PoLyHEDRON Newszine 76

Starfall is an exquisite sword that was forged from
the heart of a meteorite by an ancient elf weapon-
smith who had more than two centuries of experi-
ence in his trade. The blade is long and slender,
with remarkable balance and an exceptionally
keen edge. This gives Starfall a +3 bonus to sirike
opponents in leather, padded or hide armor and a
+2 honus against opponents in metal armors, lts
deadly edge delivers an additional 3 points of dam-
age per strike. The unusual metal in the blade
reacts violently when it comes in contact with the
blood of a dragon, causing an additional 3d4
points of damage when used against dragonkind.
The strange and alien metal never dulls or corrodes
and receives a +5 bonus on saving throws. [t is
immune to attacks from rust monsters,

Stonefist

AP Value: 1,000 GP Value: 5,000
GREYHAWK Adventures
Also known as the Sword of Rage, this two-
handed sword was enchanted during the reign of
Viek Col Viekzed. No one is sure if Viek wielded
it himself, though the warriors of the Hold of
Stonefist stubbornly (and violently) maintain
that. No one doubts that the weapon contains the
strength and ferocity upon which Viek built his
domain.

Aside from its normal +2 bonus to attack and
damage rolls, the sword allows the wielder to vol-
untarily enter a state of mindless rage. While
enraged, the character gains an additional +1
attack, +3 damage, and an additional +2 hit
points per level. (Note: The bonus hit points are
lost to damage belore the character’s own hit
poinls, as a potion of heroism_) However, the
character also loses any Dexterity bonuses to his
or her Armor Class and cannot control the rage
uniil a save vs. spell is successful (one attempt
per round).

Stormbringer
XP Value: 8,000 GP Yalue: 40,000
CGiods, Demigods, & Heroes
Chaotic in nature, this sword has an Intelli-
gence of 12 and an Ego of 12, is +5 when strik-
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Sword, Sun Blade -

ing, is a dancing sword, and drains cnergy lev-
els. On a roll of 11-20 it will drain all the
energy levels from any being if it hits, with a
roll of 7-10 allowing it to drain one-half of the
energy levels. The energy levels gained from
the batile are transferred to the user as Strength
of 18/00. It also adds hit points by automati
cally rolling the proper die for the creature
struck, If a wizard is hit, roll 1d4 and multiply
the result by wizard's levels. The same is done
for all other classes and creatures, The sword
becomes sated after draining off 300 energy
levels, in which case, after 10 melee rounds,
the user reverts back to his or her former
Strength and hit points. The sated state lasts for
50 full turns, at the end of which the sword will
take another 300 levels.

Sun Blade

XP Value: 3,000 GP Value: 20,000
Mumeceny MasTer Guide

This sword’s enchantment enables the sun blade
to be wielded as if it were a short sword with
respect 1o encumbrance, weight, speed factor. and
ease of use (the weapon appears to be a bastard
sword, and inflicts bastard sword damage. but the
wiclder feels and reacts as if the weapon were a
short sword). Any individual able to use either a
bastard sword or a short sword with proficiency
is proficient in the use of a sun blade.

In normal combat, the glowing, golden blade

of the weapon is equal to a sword +2. Agains
evil creatures, its bonus is +4. Against creatures
of the Negative Material Plane or those drawing
power from that plane (such as certain undead),
the sword inflicts double damage. Furthermore,
the hlade has a special sunray power. Once a
day, upon command, the blade can be swung
vigorously above the head to shed a bright yel-
low radiance like that of full daylight. The radi-
ance begins shining in a 10-foot radius around
the sword wielder, spreading outward at 5 fect
per round for 10 rounds after that, creating a
globe of light with a 60-foot radius. When the
swinging stops, the radiance fades to a dim
glow that persists for another turn before disap-
pearing entirely. All sunblades are of good
alignment.

Sunsword
XP Value: 3,000 GP Value: 20,000
RAvENLOFT

The sunsword is a magical long sword. Its blade
is a form of crystal glassteel, held by a platinum
hilt and guard. It glows with dim blue light most
of the time. It is a sword +2 against all creatures
except undead. When within 30 feet of any
undead, the blade suddenly glows a brilliant bluc.
The blade is +3 vs, undead (to antack and dam-
age). When used against vampires, the blade
flares and sparks when it strikes, inflicting 10
additional points of damage per sinke.

Ages ago, Strahd employed a powerful magi-
cian to destroy the sword. The first part of the
process required that the hilt and blade be sepa-
rated, then destroyed simultancously. However,
before the hilt and blade could be destroyed, the
magician's assistant stole the blade and attempred
to flee from Barovia. Though his body was later
found in the woods, the blade was never recov-
ered, When it was separated from the hilt, the
blade ook on the appearance of a normal long
sword.

Though the hilt remained in Castle Ravenloft,
the blade has never been found. Strahd has always
lived in fear that the blade may be reunited with
the hilt. Currently, the blade has a normal hile. If
the blade’s owner finds the hilt, it will magically
leap onto the blade, replacing the normal hilt and
becoming the sunsword.,

Surtr’s Flaming
XP Value: 1,000 GP Value: 5,11}
Legends & Lore
Surir’s avatar carnies a Jaming sword +3 that sets
anything it touches ablaze (save vs. magical fire
to negate) for 1d10 damage each round.
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Sward, Syrar's Silver

Surya’s Sword of Light
XP Value: 4,000 GP Value: 20,000
Legends & Lore

Any being within 10 feet of the avatar’s
unsheathed sword of light must save vs. petrifica-
tion or be blinded for 1d10 turns. The sword auto-
matically dispels all illusion and darkness spells
within 20 feet,

Susanoo’s Blue
XP Value: 4,000 GP Value: 20,000
Legends & Lore
Any being struck by Susanoo § blue sword suffers
an additional 2d10 lightning damage (save for
half),

Susk, the Silent
XP Value: 1,600 GP Value: 8,000

Dracon Magazine 74
Susk is a slim sword of fine manufacture and
flawless, oil-slaked steel, It is devoid of adorn-
ment and inscriptions. [t does not glow or reflect
light, 50 it does not appear to be metal from some
far place. Its nickname comes from its magical
silence—the sword never rings, clatters, scrapes,
or emits any sound. A blade struck against it may
ring, but Susk itself remains silent, The silence in
no way affects creatures, spells, objects, or any
arca about the blade,

Susk is +3 on attack rolls, but does normal
damage (1d8/1d12). It has no apparent Intelli-
gence or sentience, and only one other magical
property—it Jevitates involuntarily. That is, it can
never rise, fall, or move in any way by itself, but
always remains stationary when released, even if
in midair. It can be moved while so floating by
being struck with other objects, or by magical
effects (such as relekinesis), but will stop quickly
when such force is removed.

Susk cannot therefore be effectively hurled at
an opponent or tossed away to prevent its cap-
ture—it will stop mere inches from the point of
release and hang in midair. There is no known
limit to this ability and no known way to nullify
it. Any creature may hold and wield Susk without
harm. It confers no magic resistance or spell
immunities upon the bearer,

Susk is a blade mentioned repeatedly in tales
and legends of the north, Its origin is unknown
and curiously, never mentioned in any folklore—
but it seems to have always been around in the
hands of someone or another. Its present where-
sbouts are a mystery; the sage Elminster can
speak of its location with certainty only over a
short span of time beginning some 20 winters
agn, when he recognized it in the hands of
Abadda, a northern prince of the Fallen King-
dom, who was then a proud wanderer and bandit

leader. Abadda was challenged by Distyl of
Mesme at the court of Alustriel, High Lady of Sil-
verymoon, in Elminster's presence. During the
fight that followed, Elminster and at least one
other—the adventurer Urnen of Yartar—recog-
nized the blade for what it was,

Abadda was slain in combat, and Distyl right-
fully took the blade. Shortly thereafier he was
found dead by his campfire on the Trollmoors,
and Urnen was seen in Longsaddle not much
afterward, brandishing a blade that was demon-
strably Susk—to Urnen's cternal dismay—when
he let go of it involuntarily in the middle of a tav-
ern brawl, it hung in midair, beyond his grasp, as
he was dragged to the floor and stabbed to death.

A local bully, Usk Harpell, claimed the blade,
but was found dead in a nearby alley within the
night, the blade gone. It disappeared from view at
that time, but recent reports from Shadowdale
(some six winters back) and Mulmaster (two win-
ters ago) suggest that the strange blade is still
“changing hands the hard way” among the adven-
turers and caravan merchants of the Realms,

Sylabra
XP Value: 2 400 GP Value: 12,000
Hall of Heroes
Sylabra is Merith's favored weapon. It is a silver
long sword +3 of chaotic good alignment, with
Intelligence 14 and Ego 6. It can detect invisible
objects (10-foot-radius), derect magic (10-foot
radius), and glow with a silvery-blue radiance at
the bearer’s will,

Syrar’s Silver
XP Value: 1,000 GP Value: 4,000
The Magisrer

This +1 silver weapon employs a combination of
spells devised by the Archmage Syrar. The magic
allows the blade to breach the barriers between
planes in much the same manner as a cockatrice
and similar animals do, Thus, it can strike targets
on the Astral and Ethereal Planes that are suscep-
tible to magical weapon attacks. But when
wiglded for this purpose (user on the Prime Mate-
rial Plane, target on another plane), it is treated as
a normal weapon attack. The +1 to damage
applies in all cases.

Anyone holding the sword can see into either
the Astral or Ethereal Plane (one at a time) at wall,
viewing a spherical area with a 30-foot radius cen-
tered on the tip of the drawn blade. The user need
not employ the sword offensively in order to be
able to use the viewing power; thus, priests and
wizards can make use of this ability of the sword,
However, viewing can only be maintained for a
number of rounds equal to the holder's Intelli-

genee, plus 1d4 additional rounds, and the viewing
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Swond, Turwgarth, the Blosdbrand

ability only funetions onee a day, regardless of the
length of time each viewing 1 sustained.

Only the sword itself, and never any part of the
wielder, or physical ohjects, or other form of
attack or spell, can reach into the other planes. To
creatures residing on the other planes, the weapon
is clearly visible whenever it is drawn, and its
bearer appears as a shadowy, indistinet figure
whom they may reach through the planes to
attack, but at a -2 penalty.

The viewing ability also works for users on the
Astral and Ethereal Planes with respect to their
ability to see into the Prime Material Plane,

=]

Taragarth, the Bloodbrand
XP Value: 2,200 GP Value: 11,000
Daacon Magazine 74
Taragarth is a sword of steel fire-blackened along
the length of the blade so that only the sharpened
edges gleam. On the base of the blade, just ahead
of the simple crosshar guard, a rune is etched into
the metal. The rune is nonmagical and evidently
the mark of the blade’s maker, but the name of the

maker was lost over time.

Taragarth requires strength and stature to
wield, but while it i= held unsheathed, the bearer
15 protected from fire (effects equal a ring of fire
resistance) and is protected by a feather fall it
descending 10 feet or more precipitously. Tara-
garth strikes normally but does +3 damage. It
does not glow and is not sentient. While gripping
Taragarih (even sheathed), the bearer is protected

.

m

from ESF and detection spells (including &now
alignment). Such spells simply have no effect.
This protection does not affect charm, sleep,
other control-related gpells, or psionic attacks.

Taragarth is believed to have been forged by Elf-
gar of Silverymoon in the ¢arly days of the North
and was given to the champion Aeroth when he led
the armies of the kingdoms of the North against the
trolls of the Evermoors. The might of the wolls was
broken at the Long Battle (nine days® duration)
across the moors, and the bloody Taragarth was
hrandished aloft so often by the valiant Aeroth that
it was dubbed the Bloodbrand,

Much later, when Acroth was gray-hearded,
Rayuth of Silverymoon died, and the throne passed
to his son, Aeroth, grieving for his lord (and none too
fond of the sadistic, proud Tulven, Rayuth’s son),
teok ship west from Waterdeep, sailing [irst o the
Lsle of Toandge-at-the-5un's-Sctting and later to the
Moonshae Isles. There, with hiz wife and six sons,
Agroth founded the City of Vian. His descendans,
the nuclens of a group swelled by other disenchanted
or dispossessed mainlanders, were to become the
feuding merchan houses of the Moonshae Isles. Bun
Acroth’s sword was not seen on his vovage, and most
legemnds hold that he lefl it in Silverymoon, where it
has been lost in some concealed hoard or in one of
the many warrens of caverns beneath the city. A few
sages know that, in truth, Acroth hid the blade ina
ruined well on the isle of Toaridge so that his argu-
mentative sons would not fight over it.

There it lay while ages passed, until an explo-
ration party of illithids found it and carned i w
their underground city on the mamland near what
15 now Beregost. There it was studied for only a
short time before a band of adventurers plun-
dered much of the city and gained it

The names of the band are now lost; one was a
fighter who later took service in the Merchant
Guards of Amn and died battling bandits on the
banks of the Sulduskoon nver. I seems likely that he
bore Taragarth, but no word of it ean be found after
it (presumably) fell into the hands of the bandits,
until a wandering peddier oftered it for sale in a mar-
ket ar Berdusk. It brought 400 pieces of gold from an
adventurer who recognized it, but he mistakenly told
a companion what he thought the sword was, and
was dead by the next morning. So was the compan-
i, murdered in turn by the assassin Turl,

Turl carned the blade north w the city of Scor-
nubel, using it to pay off a debt to his guildmaster
Iritan. Little 1=z known of Intan, who evidently
ruled the guild with an ron hand for more than
200 winters, One spring Turl appeared in Water-
deep, dying of poisoned wounds, and gave the
blade, and more wealth, to the wizard Marune.
Much of Marune’s wealth was lost in subsequent

upheavals, and the Bloodbrand fell into the hands
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of an unknown person in Waterdeep, Where it
traveled afler that is not known, but four winters
ago it was brought to Elminster for examination,
when he was visiting Westgate, by a swarthy,
searred fighting man of Calimshan who gave his
name as Vulph. The present whercabouts of
Vulph and of the blade Tarugarth are unknown.

Tarl Vanovitch’s Sun Blade
XP Value: 3,000 GI* Value: 15,000
1992 Fantasy Collector Card 23

This neutral good weapon is +2 normally and +4
against any evil creatures, but Tarl’s blade does
tnple damage against all undead creatures. Once a
day, this blade can be swung over the head to ereate
a bright light similar to that of the sun in a 60-yard
sphere for 1d10 rounds. This renders it a particu-
larly effective weapon against vampires as well as
ather exclusively nocturnal monsters. Tarl's weapon
has an Intelligence of 12 (10 Ego points) and the
ability to desect invisible objects in a 10" radius.

Tefnut's

GP Value: 30,000
Legends & Lore
In combat, Tefnut’s avatar can command her
sword to transform itself into a stroke of light-
nitg., Anyone hit by this weapon suffers normal
damage and then must save vs. spell or take an
additional 5d20 points of electrical damage.

XP Valune: 6,000

Tideripper
GF Valoe: 10,000

Oherlands
This mighty weapon was wielded by Drudarch
Takalurion and is still used by Speakers of the
Moon to this day. Tideripper is a long sword +4
that is usable only by a good-aligned warrior. The
sword can also perform the following functions
twice per day—derecr evil (60" radius), detect lie,
dispel magic, heal, part water, and strength. In
addition, the sword vibrates with anticipation
when an evil being of 12 or more Hit Dice or lev-
els approaches within 100 yards,

The wielder of Tideripper is unaffected by com-
bat restrictions that apply to water, The wielder
fights as if on dry land. There are some legends that
say that nine such swords were forged, one for cach
day of Solinari’s quarter in High Sanction. If this is
true, there are eight other swords like Tideripper
seattered throughout Krynn,

XP Value: 2,000

Timesweep
GP Value: | 5,000
Top Ballista
Santarian Keltander, the pegataur Mayor of Ser-
raine, owns a sword he calls Timesweep. Santar-
1an is never without Timesweep, his magical

XP Value: 3,000

two-handed sword +4. In addition to its fearful
damage (1d10+7), the sword possesses a trio of
special properties, First, it is fast, Santarian does
not automatically lose initiative with this weapon.
Second, he may sfow an enemy five times a day
(the reverse of a haste spell). Third, he may hasre
himself and up to six allies for three turns once a
day. Timesweep is of elven manufacture and has a
grip of Clan Erendyl design (the current Roval
Clan of Alfheim). Though Santarian does not dis-
cuss it, many guess that his family has owned the
blade for three centuries.

Token
XP Value: 1.000 GP Value: é&,(0H)
Deacion Magazine 54

Until needed, a token sword appears to be a sim-
ple token, When required, it can magically grow
from a miniature blade into a full size steel
weapon, enabling the owner to smuggle a blade
into a forbidden area, The full size sword lasts for
4 turns, then it vanishes, This token is highly
prized by assassins,

Tri-Entity
XP Value: 52,200 GP Value: 261,000
Mew lem

Widely known as a maverick, Jett is one of the
most loathsome individuals any party of adven-
turers coutld ever come across. He never [ights
fairly, always has the upper hand, and generally
uses a squad of permanently invisible humanoids
to help him combat his opponents. Recently, Pris-
mal has come to believe that Jett is actually the
avatar of a devious god of death, though he has
yet to figure out which. One reason Prismal Las
come to this conclusion, is the great weapon of
power that Jett carries with him. (At the very
least, Jett is probably a “holy™ warrior of this
unknown chaotic deity.)

This weapon, known simply as Ti-Entity or
Tuerba, is a greal, unhealthy looking three-hladed
sword. The central blade is the equivalent of a
long sword of sharpness while the two outer
blades are similar in size ta short swordy of
sharpness. When Jett swings and hits, he causes
2d6+1d8 damage, with a +5 bonus lor the
weapon’s enchantment,

The two outer blades can be shot from the hilt,
attacking as arrows of accuracy +4. 1f the arrows
miss their target, the blades fly back to the sword
like a pair of boomerangs and reattach by the end
of the current round.

Across the hilt, the sword has 12 small black
knives (about the size of well-balanced pocket
knives), These knives of venom + 1 can be thrown
by the sword's owner, however they must be

found and reattached in order for the knives o
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maintain their venomous qualities. If they are [ [
not reattached, they act as normal small knives, |
causing 1d2 points of damage (+1 for their
enchantment).

The equivalent of an unholy reaver (with all |
powers), ils primary purpose is the destruction of
law and good. It can detect invisible objects and
creatures, can communicate refepathically with
its user, and has a chaotic evil alignment. It has
an Intelligence of 21 and an Ego of 20. The '
sword, however, has never tried to control Jett,
and it is believed that it cannot, due o Jett's status
with his deity.

When Jett's attack roll 1s a 20, the DM should
roll on the following chart to determine the exact
cffeets of the strike. Being a gift from a chaotic
deity. the sword's critical table has effects that
damage both user and opponent. All resulls are
cumulative where applicable.

Roll Critical Effect

01  Life stealing: Treat as the sword of the
SAmMe namie,

02 Damage the possessor: The blow harms
the wielder instead of the opponent.

03 Confusion: Effect lasts 2d4 rounds, save
for half effect.

4  Double damage to possessor: The sword
transfers double the damage of the strike
fram the opponent Lo the wielder,

05 Disintegrate: The opponent is disinte-
grated unless a saving throw vs. spell is
successful,

06  Deafness: Wielder is struck deaf until a
remove curse or heal is cast. Mo save
applicable.

07 Drain energy levels: 1d2 levels are
drained from the opponent. A save vs.
spell is applicable.

0fF  Teleport: Wielder is releported 1o a ran-
dom (hospitable) location within 1,000
miles of current location,

09  Vorpal attack: Treat as a vorpal sword.

100 ‘Tasha's uncontrollable hideous langhter:
Wielder is struck with 2d4 rounds of the
named spell. Saving throw vs. spell applies.

11  Blindness: Opponent is permanently
blinded. Save vs. spell applies.

12 Drain energy levels: One level is drained
from the wielder. Save vs. spell applies.

13 Teleport: Opponent is teleported 1o a
random (hospitable) location within
1,000 miles of current location.

14  Mute: Both wielder and opponent are
struck dumb for 1d4 days (roll randomly
for each).

15-20 No special effect,

J
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The sword also has the following abilities:

* If the user says its name (usually under the
breath), it will teleport into the user's hand.
Jett usually uses this fealure to gain a surprise
attack.

* The sword has a refillable “dart gun™ in the
hilt. It holds a total of 20 darts. When acti-
valed by a small button, the dart flies from the
back of the hilt. The dart has a range of
25504100 feet.

* The sword can heal 1d100 points of damage
each week (randomly rolled each week). Once
these points are used, the wiclder (and possi-
bly companions) must wait for the next seven-
day period to begin.

* The possessor regenerates missing body parts
and heals all scar tissue. This process takes
one week per point of damage that caused the
affliction.

* If the possessor is struck with a lethal blow,
the sword has a 45% chance to teleport the
wielder away in time (1o a random hospitable
location within 1,000 miles) to save his or her
life. This power can be used once a week,

« Ifthe wiclder is killed in battle, the sword can
resurrect the user, without the usual necessary
resurrection survival roll. This power can be used
four times a year (at any point within that vear).

* If nonevil individuals touch the hilt of the
sword, they suffer 1d4 points of damage
equivalent to the Negative Energy Plane touch
of an undead creature. (The damage can be
temporarily halted with the use of the Nega-
tive Plane protection spell.)

Troll’s Bane
XP Value: 2,600 GP Value: 11,000
PoLyHEDRON Newszing 82
Many years ago, a warrior of Waterdeep was
awarded an enchanted sword for helping stave off
a troll raid. The warrior took leave of the city, and
rumors hinted that he disappeared during a battle
near Myth Drannor. Adventurers have been seek-
ing his sword ever since.

Trell’s Bane is a sword with a hilt wrapped in
dyed-green griffon hide, The pommel is set with a
large emerald, and the blade is engraved with the
words Troll ¥ Bane. The blade is polished to a mir-
ror-like finish and never tarnishes. Normally, the
sword is a magical weapen +1, but when it is
employed against a toll it is +4 on artack and dam-
age rolls, In addition, the blade glows when it is
within 40 yards of a troll, and it emits a smoking
stench when it strikes a troll. Trolls cannot regener-
ate damage caused by the sword. The sword com-
municates felepathically, and it can cast a heal spell
and strength spell once a day on its wielder,

Twinkle
XF Value: 3,600 GP Value: 18,000
MexzoRERRANZAN™ Campaign Set
This scimitar, a defender +3, was given to Drizat
by the famed wizard, Malchor Harpel, The scimi-
tar was forged by the surface elves and glows
with an e¢rie bluish light when enemies are near.

Tyr's Sword of Sharpness
XP Value: 9,000 GP Value: 45,000
Legends & Lore
Tyr's avatar carries a sword of sharpness +3 that
also allows him to see invisible objects and know
alignment,

Undead Slayer
XP Value: 1,200 GP Value: 6,000
PoLyHEDRON Mewszing 76

This is a long sword +2/45 vs, undead and
necromancers. lts special powers include the
ability to bestow upon its wielder a +2 saving
throw bonus vs. undead attacks and necromantic
spells. In addition, once a week, the sword can
summon a valkyrie,

of Underwear Snatching’
XP Value: — GP Value: 2,000
PoLyHEDRON Mewszine 7o

This is a rare and powerful sword of underwear
snatching. If you look closely, it seems the sword
wielder on PoOLYHEDRON Newszine 70 1sn't wear-
ing any. Talk about chain mail teddy stereotypes!
"This item was part of a contest to name the sword fea-
tured in iszue 70 of PoLYHEDRON,

Uranus’s
XP Value: 6,000 GP Value: 20,000
Legends & Lore
Uranus’ avatar wields a sword that cuts through
any nonmagical material as if it were cloth. Thus,
his enemy’s AC 15 never better than 5 (unless due

strietly to Dexterity).

Vainamoinen’s
XP Value: 10,000 GP Value: 50,000
Giods, Dermigods, & Heroes
This sword +3 has a 12 Intelligence and 12 Ego,
speaks, slays monsters, throws a fear spell once
per turn and is a sword of sharpness.

Yainamoinen’s I1
XP Value: 8,000 GP Value: 40,000
Dermies & Desicoos Cyelopedia
Vamamoinen's avatar wields an intelligent sword
af sharpness +3. The sword speaks, and it can
cast a fear spell once a day.

3774
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g Sword, Vampiric Regeneration

Vampiric Regeneration

XP Value: 5,000 GP Value: 25,000
Dracox Maparine 188
Half the damage inflicted hy this sward +2 is
immediately hestowed on the wielder, with all
fractions rounded down. If the target of the blade
is not a living creature (an extraplanar being,
golem, or undead, for example), it functions only
as a normal magical sword, It cannot otherwise
cause regeneration, nor will it restore life, limb,
or organ. The blade cannot increase the wielders
hit points beyond the character’s normal maxi-
mum.

Vanya's Wrath
XP Value: 4,000 GP Value: 20,000
Into the Maclstrom

This is a bastard sword +2, +5 vs. fiends. It is
engraved with runes that say, The Strength of
Fanya Protects the Conguerars. The sword, of
ncutral-good alignment, is intelligent and speaks
Common, all elven tongues, any water elemental
language, and Storm Giant. It reads magic and
can defect invisible, detect creatures with ties to
the Negative Energy Plare or the Demiplane of
Shadow, It teleports back to Vanya if its bearer is
destroved or killed.

Vasgo
XP Value: 1,200 GP Value: 6,000
Adventures in BLACKMOOR
Vasgo is a very special, lawful neutral sword +2
with an Intelligence of 12 and an Ego of 10. Its
powers are find traps, find secret doors, and see
invisibility, 1t can also read magic and is blessed
with the extraordinary power of telekinesis. It
speaks Common, Dragon, Dwarf, EIf, Goblin,
Halfling, Ogre, and Ore. Vasgos jeweled scab-
bard is worth 75 pp. The small emerald mounted
in the huckle of Vasgo's sword belt is worth 1,000

Ep.

Vergadain’s Broad Sword
XP Value: 2,000 GP Value: 15,000
Monzter Mythology
The avatar’s broad sword +4 detects treasure
within 20) feet.

Vhaeraun’s
XP Value: 3,200 GP Value: 16,000
Monster Mythology
The avatar's jet-black long sword +4 13 invisible
in darkness. When holding it, the avatar can cre-
ate a T0-foot range bladebend once every six
rounds; the blade of any one edged weapon cur-
rently held twists about to strike its holder for
maximum damage.

Vorpal
XP Value: 8000 GFP Value: 40,000
GREVIIAWE
The verpal blade differs from a sword of sharp-
ness in several ways:
= Iis attack roll bonus is +2.
= [t needs only 10% over the required score to
hit, or an 18 through 20 to sever, and it always
severs the neck.
= It will perform in the hands of any lawful
fighter, although it requires a paladin in order to
act in its antimagic capacity.

Vorpal 11
XP Value: 10,000 GP Value: 40,000
Dumoron MasTer Guide
Similar but superior to a sword of sharpness, a
verpal sword has a +3 bonus to attack and dam-
age rolls. Check the table below to determine
whether an antack roll is good enough to sever the
head from the neck of an opponent, considering
only the sword’s bonus of +3:

Modified Score
Opponent is to Severe
Mormal/armored 20-23
Larger than human size 21-23
Solid metal or stone 22-23

Note that many creatures have no heads or can
change their form, and therefore cannot suller
decapitation. There are also creatures that have
heads but will not necessarily be killed by decap-
itation {among these are dopplegangers, elemen-
tals, and golems).

Warbringer
XP Value: 3,000 GP Value: 30,000
DraconLance Adventures

This gigantic iwo-handed sword, forged during
the Age of Might, was in the possession of the
half-ogre bandit, Steeltoe. The fine quality and
workmanship of this sword means that it once
must have belonged to a nobleman, possibly a
Knight of Solamnia. Caramon won the sword
when he slew the half-ogre. Caramon brought the
swoord forward into the future with him. It remains
in his family, having been passed on o his eldest
son. The sword has a +3 bonus on attack rolls and
does 1d8+3 points of damage.

Warlord Blade of the
Shield Lands
XP Value: 1,600 GP Value: 8,000
GREYHAWK Adveniures
This magical froad swoerd +2 increases ils pos-
sessor's leadership ability in combal. Thus, a

commander’s Charisma i3 considered to be 18,
5783
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b Sword Woodhold

giving a +2 morale modifier to troops under his
command. The sword also doubles his or her
command radius and gives the commander’s
troaps a +2 discipline modifier.

Weasel
XP Value: 900 GP Value: 4,500
Adventures in BLacksonr

The Shenif of Ranshead, Philo Holbytyn, wields a
lawful neutral short sword +1/+3 vs, undead,
called Weasel This sword has an Intelligence of 9
and an Ego of 5 and has the power to detect evil
and see invisible, Since it is well known from ear-
lier days, when it is drawn, all encmy forces within
100 yards must make a morale check at =1,

Whirlwind Blade
XP Value: 500 GP Value: 2,500

Dracon Magaeine 126
This sword +1 has from 8-16 charges which,
once used, are gone for good. Whenever one
charge is expended, the wielder of the sword may
launch a whirlwind attack in the manner of an
llth-level kensai. All Strength bonuses and the
like possessed by the character still apply. Even a
kensai may use this weapon, provided that it is
not a magical version of his or her weapon of spe-
cialization. A kensai of 11th level or higher, if
able to use this weapon at all, may use the abili-
ties; the kensai may also use his or her own innate
whirlwind attack potential. If the characier
expends a charge while conducting an innate
ghility whirlwind attack; however, no additional
benefit is gained, the charge is wasted,

White
XP value: 1,200 GP Value: 6,000
Adventures in BLackmoos
Bolitho is custodian of the famous White Sword.
This powerful lawful-good sword +2/43 vs. gob-
lins. ores, undead, and dragons has an Intelli-
gence of 12 and an Ego of 12, It was forged at the
command of a previous hishop to be the sword of
champions and “the defense of the Church and
the people™ against evil. It has the powers 1o
detect evil, detect magic, and see invisible, It can
also read magic and has the extraordinary powers
extra damage, telepathy, and healing. It speaks
Gnoll, Gnome, Goblin, Hobgoblin, Kobold,
Ogre, Ore, and Pixie. Unsheathed, the sword
raises the morale of all friendly troops within a
mile of the wiclder by one. Though he cannot use
the weapon himself, Bolitho assigns the sword to
a champion before any military campaign in
which High Church troops are involved. He has
also been known to place it at the disposal of per-
sons carrying oul especially dangerous and diffi-
cult missions on behalf of the High Church. Only

lawful-good characters with an established repu-
tation of honesty and loyalty can be so blessed,

of the Wild Coast

GP Value: 1,000

GREYHAWE Advenmures

This cursed two-handed sword was enchanted by
a bitter wizard to expose the “true inner personal-
ities that all warriors possess.” This weapon
causes its owner to save vs, spell or become neu-
tral evil and a lover of battle. Modifiers to the
saving throw depend on the victim’s class;

XP Value: —

Paladin +6
Ranger +3
Fighter or thief -3

If the saving throw fails, the wielder will
always be looking for a fight and always fighting
to the death. If he or she sees a fight or a drawn
weapon, the urge to enter battle becomes over-
powering. Even the threat of combat causes the
character to make a Wisdom check or immedi-
ately attack. The character can be released only
by a remove curse spell. IT a character dies while
under the curse, the victim's psyche travels to the
Cuter Plane of Acheron, never to return,

Any character can attempt to wield this
weapaon, but one who is not neutral evil does not
receive its +3 magical bonus. Also, a good-
aligned character takes 1d4 points of electrical
damage per use,

Willow Wand*
XP Value: +1,000 GP Value: 45,000
Dracon Magazxine 40
Willow wand swords are rolled as ordinary magi-
cal swords (Intelligence, Ego, bonus, possible
curse, and 50 on) and treated as such with the fol-
lowing exceptions—they float and are immune o
rust monsters and other metal destroyers.

of Wishes

XP Value: 1,800 GP Value: 9,000
Dunceons & Dracons Expert Rules Set
This sword will grant 1d4 wishes once. A wish
can be cast by holding the sword and stating the
wish. Once the sword is used in this manner, one
of the wishes is gone, Wishes are very powerful
magic and the DM should handle them with great
care,

Woodhold
XP Value: 1,200 G Value: 6,000
Adventures in BLACKMOOR
The Lawful Sword, better known as Woodhold, is
a normal sward +2 in the hands of anyone bul an

elf. When borne by an elf, it comes alive, having
L]
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e Sword of Wounding -

an Intelligence of 11 and an Ego of &. It then has
the power to defect evil and read magic and has
the extraordinary powers illusion and flying. In
the proper hands, it speaks Dwarl, Dragon, Gob-
lin, Hobgoblin, Ogre, and Ore. All elves within
100 yards of an ¢lf bearing Woodhold adds 2 to
their morale. The sword’s value to nonelves (by
reason of materials and workmanship alone) is
1.000 gp. To elves, it is priceless

of Wounding

XP Value: 4,400 GF Value: 22,000
Duncigon MasTer Guide
This 15 a sword of only +1 bonus, but any hit
made with it cannot be healed by regeneration. In
subsequent rounds, the wounded opponent loses
1 additional point for each wound inflicted by the
sword

Thus, an opponent hit for 4 points of damage
on the first melee round will automatically lose 1
additional point on the second and each succes-
sive round of combal. Loss of the extra points
stops only when the wounded creature bandages
its wound or after 10 rounds (one turn).

Damage from a sword of wounding can be
healed only by normal means (rest and time),
never by potion, spell, or other magical means
short of a wish, Note that successive wounds will
damage in the same manner as the first.

Wyrmeleaver
XP Value: 12,000 GP Value: 60,000
PoLyHEDRON Newszing 7H
This magical hlade is a vorpal sward +4 with
respect to all dragons. Against any other foes, the
sword is +2, with no special abilities.

Wyrmsbane
XP Value: 1,200 GP Value: 6,000
Dragons of Triumph

Wyrmshane is a two-handed sword +2 for most
normal situations, When used against dragons and
draconians, however, it inflicts double damage.
Against black and sea dragons it inflicts triple
damage. The sword does not become stuck in the
slatue when a Baaz draconian dies and petrifies,

Wyrmsbane can also locate objecis three times
a day. If the user desires to find something that he
or she knows well, and the ohject 15 within 180
feet, the DM should allow the find.

Wyrmsbane 11
GP Value: 4,000
Tales of the Lance
This sword has had many owners and many
names, il 15 also currently known as Redeemer.
To most it is Wyrmshane, sister sword to Kith-
Kanan's Wyrmslayver. It was forged in Silvanesti

XP Value: 800

during the Second Dragon War, but was given o
the kingdom of Thorbardin and from thence ta
Ergoth. The sword’s blade is etched with elvish
script, and its crosspiece bears the likeness of a
faleon's beak.

Wyrmsbane functions as a long sword +2,
When wielded against dragons, draconians, ser-
pents, or lizard kin, it inflicts double damage;
against serpent spawn of the sea and marsh (black
dragons) it causes triple damage. It cannot be
harmed by wyrm breath weapons, nor be trapped
in the stony form of a dead draconian. The sword
can also locate objects if the object is known and
within 180 yards. The sword points in the direc-
tion of the desired object (if the item is not
shielded by lead or gold). This power functions 3
times per day.

R
=
2
)

Wyrmslayer
XP Value: 9,000 GFP Value: 45,000
Tales of the Lance
This mighty blade was the weapon of the ancient
elf hero, Kith-Kanan. It was forged in Silvanesti
during the second Dragon War and remained in
the roval house until Kith-Kanan led his people to
Cualinesti., He is said to have been buried with
the sword.
This weapon looks very much like Wyrmshane
(Redeemer), except that it is a little larger. It nor-
mally funclions as a fwo-handed sword +3, Like

Wyrmsbane, Wyrmslayer is immune to the impris-
5795
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- Sword, Zosh's Xebec of Doom

oning effect of o dying Baaz draconian. The
sword causes double damage against any dragon
ar draconian,

In addition, a character holding Wyrmslayer by
the hilt gains a +3 bonus to all saves against
dragon breath attacks and spells cast by dragons
or draconians, Wyrmslaver does have the discon-
certing tendency to buzz aggressively whenever it
15 brought within 30 feet of a true dragon (not a
draconian). This buzzing sound is loud encugh to
be heard clearly and always awakens a sleeping
dragon,

Wyrmsvenin
XP Value: 1,200 GP Value: 6,000
Drugon Keep
This superbly crafted two-handed sword is an
artifact from the Third Dragon War. It 1= similar
to the legendary sword Wyrmshane and it was
also forged during the Age of Might. Wyrmsvenin
acts as a fwo-handed sword +2 against most crea-
tures. When used against dragons or draconians,
however, it inflicts double damage. Against black
dragons and sea dragons, it inflicts triple damage.

Xiphoid Xebec
XP Value: 8,000 G Value: 40,000
The Book of Marvelous Magic

This item appears and functions as a sword +7 in
all respects. When immersed in water and the
command word spoken, it turns into a three-
masted ship with sails (treat as a small sailing
ship). The vebec remains in ship form for as long
as desired, a second command returns it to sword
form. The xebee can only be damaged by magical
antacks or by physical attacks from creatures of
12 or more Hit Dice. If damaged, however, it
never returms (o sword form,

Yondalla’s
XP Value: 15,000 GP Value: 75,000
Monster Mythology
The avatar's short sword +4 1s a vorpal weapon
that glows silver when it strikes.

Zenchoo Katana
XP Value: 2,000 GP Value: 10,000
Rage of the Rakasta

The zenchoo katana belonged to Hirameki, the
First Daimyo, who long ago united the warring
rakasta clans under one supreme leader. It cannat
be used by anyone who is not of lawful align-
ment. In fact, neutral or chaotic characters will
find that they cannot cven lift this mighty sword,
This special weapon is a katana +3 that also
gives its wielder the ability to cast a clairvoyance
spell three times a day. In order to invoke this
power, a full mrn of meditation is required.

Zinzerena’s
XF Value: 6,000 GP Value: 20,000
Monster Mythology
She employs a magical short sword which ran-
domly changes enchantment between +1 and +5;
it is always magically enchanted with a paralyz-
ing venom (saving throw 1s at =1 to =3 with a ran-
dom variance; effect lasis 1d5=5 rounds

Zosh’s Xebec of Doom

Mew [tem

XP Value: — GP Value: 4,000
Zosh’s cursed sword -1 is identical to a Xiphoid
Xebec, If detect magic 15 used, a faint aura of
magic is seen. I detect evil is cast, it hides its
alignment.

Zosh was an evil wizard who once used a
xebee to cscape the wrath of a more powerful
rival. Unfortunately, The spells her enemy used to
create a great sea storm sunk the vessel, leaving
Zash stranded on an unchartered island, Upon her
retirn, she created this sword. It creates a three-
masted ship that doubles the effects of magical
attacks and creatures of more than 12-HD, and
this ship is guarantced to sink in three days. Now,
if' she could just get her rival to take delivery . ...

80|

/

1415

ke

™




1416




Tabard of the Mystics

GP Value: 15,000
The Magister
This garment is typically green with golden trim,
having a stiff stand-up, Mared collar, and may he
worn over armor. [t construction is expensive
{powdered gold and serpentine, for example,
must be worked into the Dbers of the cloth), diffi-
cult, and known only to a few.

Tahards of the mystics may be worn by any
class, and have the following propertics: they will
not burn, and all fire damage suffered by the
wearer is reduced by 1 point per die. Wearers are
immune to the effects of a scarab of insanity, and
gain saving throw bonuses of +1 vs, a magic jar
attack, and +4 vs. all enchantment/charm spells.
A symbol may be cast upon the labard (Lypically
upon the breast), and rendered fnvisible (inopera-
tive) until it is touched and a command word spo-
ken, or until the garment is removed from the
wearer without a command word being spoken.
In any case, the wearer or owner is immune to the
effects of the symbol, Wizards wearing a tabard
may open a wizard locked or held door or portal
as though one level higher in experience.

Table

This piece standard of furniture may be of any
size and of any material. Most magical tables arc

XP Value: 2,000

Table of Flenty

made of wood, stand about 3 feet tall and
5 feet square, and usually have four legs.
Their encumbrance 15 250 coins unless
otherwise noted,

of Banquets
XP Value: 1,000 GP Value: 5,000
The Book of Marvelous Magic

This item seems to be a fable of pleny but may be
commanded to lengthen before ereating dinner-
ware and food. It can be extended in 5-foot incre-
ments to a maximum of 60 feet. Therealter, it can
create an additional setting per side for each 5-
foot extension, feeding six at 10-foot length,
eight at 15 feet, and so on. Upon command to
shrink, it turns into a square table.

of Contents
XP value: 1,500 GP Value: 7,500
The Book of Marvelous Magic
This item appears and functions as a table of
plenty; however, items may be put on plates, flu-
ids (such as a potion) in cups and all commanded
o disappear. The items are then stored, to return
when the table is recreated.

of the Elements

XP Value: 4,000 GP Value: 20,000

The Book of Marvelous Magic
This table is identical to a table of plenty but,
when commanded to create food, it creates small
clemental beings instead. A fire elemental
appears on cach of the two candles, an earth ele-
mental on each plate, a water elemental in each
cup, and a single air clemental in the center. The
tiny monsters (AC 0; HI3 1; MV 12; #AT |; Dmg
1d6; ML 12; AL M) are hostile and attack imme-
diately. Tiny air elementals do not create whirl-
winds, although their minicyclones are 2 feer 1all
and 6 inches wide and capable of slaying crea-
tures with 2 hil points or less unless the victim
makes a saving throw vs. death magic.

of Plenty
XP Value: 4,500 GI' Value: 22,500
The Book of Marvelous Magic
This plain, wooden table is 5 feet square and
stands 3 feet tall, Upon command, it produces
tablecloth, candles, plates, cups, and eating uten-
sils for four; a second command produces food
and drink on the plates and cups and lights the
candles. 1t creates three meals a day. All foods
created are real, but the items disappear if laken
more than 5 feet from the table. A third command
causes everything on it (including leftovers and
crumbs) 1o disappear; a fourth command word
turns it into a miniatare table, 1 inch tall; and a

fifth restores it to normal size,
SRl
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Writing
XP Value: 2,000 GP Valoe: 10,000
The Book of Marvelous Magic

When a quill, inkwell, and blank scroll or parch-
ment are placed on the surface of this table and a
command word is spoken, the writing rable uscs
those wriling tools to write one magic spell. The
tools need not be magieal. A priest spell is written
unless the user is a wizard, in which casc a wizard
spell appears, The exact spell level is determined
randomly using the following chart. The table
functions once a month—at most. Roll 1420

Roll  Spell Level

01-05 Ist
06-09 2nd
10-12 ird
13-15 4th
16-17 Sth
18=19 fith
20 Tth

Tablecloth

Tablecloths are made of linen or lace that are laid
over a table. They are decorative and make
cleanups after meals easier. In earlier times,
tablecloths served to decrease the number of
splinters people received while eating at rough-
hewn wooden tables and sideboards,

Augricrone’s

XP Value: 1,000 GP Value: 5,000
PowyMEDRON Mewszine 43
When shaken and spread, this tablecloth miracu-
lously provides a fine feast; meats, cheeses, hot
and cold dishes, exotic fruits, finc wines, and
breads, a full banquet capable of serving 20, The
food must be eaten immediately; it cannot be
saved for later consumption, and it all vanishes
after two hours. When finished, one may simply
gather the edges, fold, and store. It can be used
only once a day.

of Feasting

XP Value: 500 GP Value: 4,000
Dracon Magazine 145
A tablecloth of feasting is thick, richly embroi-
dered, and difficult to fold and move—it weighs
30 pounds, The tablecloth automatically adjusts
to fit any table on which it is placed, up 1o 900
square feet in size. Once a day, a fablecloth of
JSeasting can create a meal equal to a heroes ' feast
of 15th level, although no furniture is created and
the conjured food bestows no magical effects.
They are usually found with 1d20+R0 charges,
and require a command word to function. If the
meal is interrupted, however, the food does not
vanish.

Tablet

Tablets are thick, flat pieces of granite, jade, or
other hard-stone materials. Runes or other wriren
information can be carved into them. Tablets are
durable and able carry their messages over mil-
lennia. Even if broken, they can be pieced
together to reveal messages.

Myrkul’s Tablet of Fate
XP Value: — GF Value: —

Waterdeep

Indestructible in the hands of anyone except Lord
Ao, each tablet of fate is made of plain, weath-
ered stone, 2 feet high, with rounded ends and
edges. The sides are engraved with the names and
symbols of the gods and their divine portfalios.
However, no one but a god can interpret anything
except the gods’ symbals,

These tablets reflect all spells back (100%) on
the caster, but are otherwise inert. No one can use
them offensively. Myrkul 5 tablet of fate radiates
strang magic, signs of the enchantments he has
placed on it. These spells let his denizens cross
from the Gray Waste into the Realms, maintain
an open gate to Gray Waste, so that their power
remains strong, allowing Myrkul to find the
tablet wherover it is.

of Spirit Summoning

XP Value: 4,000 G Value: 20,000

Oriental Adventures
This item is a small jade tablet inscribed with
characters. Upon uttering the command word, the
character can cast summaon spirit, as the 9h-level
wu jen spell. The tablet is usable once a week.
With each use of the tablet, one inscribed charac-
ter fades magically from the surface. When all the
characters have faded, the tablet is a smooth piece
of jade worth 10 ch'ien. The tablet has 2d6 char-
acters inscribed on it when found,

Takht of the Jann
XP Value: — GP Value: —
Dracon Magaeine 190
Each of the instruments of the jann (the nay of the
djinn, the rigq of the efreet, the ‘ud of the marids,
the rababah of the dao, and the ganun of the spir-
its) 15 mildly powerful in its own right, but
brought together into a single orchestra, they
prove to be an extremely powerful magical com-
bination. If a rakht (TAH-kt) of bards, rawun
(rah-0O0N) or otherwise, all wield the instru-
menis uf the jann under the direction of a single
sha’ir, the takht may summon into this plane an
army of genies. There will be four units of genies,
one of each of the four elemental genie races, and

each under the command of a noble genie of the
g2
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Talizman of Al Akbar

M

proper mce—marid, dao, efreet, and djinn. Each
unit consists of 100 members of the respective
race, [t takes an hour for all the troops to arrive
and assemble, and if anything interrupts the sum-
moning players, the spell fails and those that have
arrived will not be under any control {and likely
will be irritated at the sha'ir as well).

If the summoning is successful, the genies will
be under the command of the sha'ir directing the
{akht, and will remain so for an hour and a day
{25 hours). During this time they will build,
move, and attack at the whim of the sha'ir—they
will even fight other genies if so instructed. After
their time of servitude ends, they will return to
their own plane, and will not harm or act against
the sha'ir who commanded them for the next 101
years,

This 15 an in¢redible amount of power to place
il the disposal of a single individual, and a com-
plete set of instruments is only held in the hands
of the living Amir of the High Desert. There are
stories that a full set has also been collected and
is in the hands of the Grand Caliph, but this is
unsubstantiated. The genies are very aware of the
potential of mortals who acquire a full set, and as
such, all genie servitors (including gen and the
like) are continually on the lookout for individu-
als attempting to assemble a full collection of the
instruments. Clever fakes, mysterious robberies,
and even disappearances of collectors have been
reported in legend and tales of those attempting
to recreate the takht of the fara.

Talisman
A talisman is any magical object that is worn.
Amulets are talismans that are usually worn
around the neck. Phylacteries are talismans worn
at the forehead, wrist, and occasionally on the
upper arm or at the thigh.

of A’ Akbar
XP Value: — GP Value: —
Book of Arifacts
The talismean of Al'Akbar is an eight-pointed star
of hammered platinum, It 15 small, no bigger than
a large pendant, and comes with a chain of gold
and pearls so it can be worn as a necklace. Each
point of the star is tipped with a diamond that
sparkles in the slightest light. From the points to
the center run elaborate patterns of golden inlay.
It does not radiate magic.

Constant Powers: Anvone of good alignment
touching the talisman receives the benefit of a
remave curse spell.

Invoked Powers: Once a day the talisman can
cast a cure disease or cure blindness spell.

Resonating Powers: Once a week, the talis-
man and cup* can be used to create any one of

the following potions: healing (5 batches), sweet
walter (3 batches), extra-healing (2 hatches),
elixir of health (1 batch), or vitality (1 batch).
Furthermore, the items gain the power of a resur-
rection spell (1/day), effective only on good or
neutral creatures.

Curse: These items can only be used by good
humans and half-elves. When the powers of the
talisman or the cup are invoked, the owner ages
1d10 years, The aging is irreversible! Upon
attaining maximum age, the owner is transformed
into a zombie guardian of the artifacts,
unraiscable by any means.

Legend: The talisman and cup of al ' Akbar are
major holy relics. The two artifacts are always
associated with a powerful god or goddess of
healing, although the DM must select exactly
which one is most appropriate from those in the
campaign. In the FORGOTTEN REALME" setting,
Lathander could be used, while in the GREYHAWEK
campaign, Pelor would be appropriate.

No matler what faith, according to the sect’s
dogma, the talisman and cup were given by the
deity after a great disaster that brought untold
devastation and suffering to the land. The two
items appeared before the high priest in a drcam.
When the clergyman awoke, the talisman and cup
were there, still sparkling with the radiance of the
deity. Blessed with the items and knowledge of
their use, the holy man went out and cured the
multitude of sick and injured.

Unfortunately, the miraculous powers of the
talisman and cup did not bring happiness to the
people or peace to the temple. When travelers
returned to their distant homelands with tales of
these two wonders, emperors, kings, and warlords
coveted the items. Driven by greed and fear, they
marched their armies and sent their agents, to
seize the treasures,

Just what battles occurred and who won them
i lost along with the names of those who fought
for the artifacts. Perhaps one rose victorious over
the others only to have the two treasures seized
from him, Perhaps they were stolen by bandits in
the chaos of war, All that is known is that when
the wars [inally ceased, the talisman and cup had
disappearcd forever.

Even today, though, the legend of their miracu-
lous power lives on in expressions as “cured by
the cup™ for any miraculous healing or “By the
star of Akbar” an oath to ward off disease.

The cup and ralisman af Al'Akbar, because of
their powerful healing abilities, are both excellent
items for the player characters 1o acquire and use,
and yel unbalancing devices that are best taken
out of player characters’ grasp quickly in any
campaign where they appear. The talisman and

cup can be immensely useful ilems in an incredi-
s8I
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bly dangerous adventure where the characters fre-
quently face horrible injury and death. These two
artifacts may be vital for keeping the characters
ahve long enough to have a hope of concluding
the adventure.

At the same time, the DM should not use the
talisman and cup more than once in this manner,
The powers of the talisman and cup allow the
characters to flaunt death (and thus perform
supremely heroic acts), but if this risk is removed
from all adventures, things will grow dull very
quickly.

Ideally, the characters find the talisman, cup,
or hoth as the prelude to an even more harrowing
task. The characters need the life-giving powers
of these artifacts in order to travel to the Outer
Planes (where their own magic will not function)
and defeat a great foe. The items may be needed
to survive a perilous journey of great importance.

Furthermaore, the talisman and cup arc of great
interest to nearly everyone, Followers of the orig-
inal deity will want their relics returned. Warlords
will want the healing power for their armies, Wiz-
ards may covel the potion-making powers of the
items. Characters must be ready to fight to keep
the artifacts.

Once the need for them has passed. the arti-
facts should be remaved. 1deally, the characters
return the relics to their proper masters, or else
they finally fall prey to the relentless efforts to
buy, steal, or seize the items. IT absolutely neces-

sary, the original deity can appear and claim the

items. Woe to the characters who would at this

point be foolish enough to refuse,
Suggested Means of Destruction:

* The talisman must be placed in the cup, and
the cup filled with water from the river Styx.
The talisman dissolves and the cup is voided
of magic.

= Ten thousand curse spells must be cast upon
the talisman, and then it must be struck agains:
the cup, destroying both,

* They must both be touched by the deity of dis-
ease and death,

(* See Cup, of Al-Akbar.)

In o Dark Sux Campaign: These items do
not exist on Athas,

of the Beast

XF Value GF Value
Badger: 350 1,750
Brown Bear: 4,200 21,000
Deer; 1,200 6,000
Eagle: 1,750 £,750
Lynx: 1,750 8,750
Porcupine: 150 750
Skunk: 350 1,750
Wolf: 1,200 6,000

Pouyniowron Magazine 19
This talisman is crafted in silver, bearing an exact
likeness of a forest creature. It hangs on a silver
chain with links styled as leaves and a rune
inscription on the back,

The runes are the command words for the item,
seribed in Druidic. One command is given for the
Commaon tongue, and the other for the speech of
an animal. When the item is worn, the bearer
need only speak the proper (Commaon) command
to shape change (in one round) into the animal
whose likeness is on the talisman. The ability to
speak with amimals of the same species (at will)
is also bestowed while in animal form. Therc is
ne limit to the duration. The wearer need only
speak the proper (animal language) command
word to return to normal form. The talisman will
function normally seven times a week. If used an
eighth time, the talisman traps the wearerin the
animal shape. This effcct 1s permanent until dis-
pelled by the Great Druid, or by a wish, as the tal-
isman was created by the first of the Great
Druids. In addition, the talisman is not detectable
as magical except by a druid’s detect magic spell,
a frue seeing spell, or a wish,

Only eight ralismans of the beast exist, each a
unique item. Each bears the likeness of a differen
forest creature,
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of the Beast 11
XP Value: 2,500 GP Value: 12,500
Old Empires
This item was created by the Beast Cults, which
were quite popular in Mulhorand and Unther at
the height of their second empires (circa 1 DR),
but have sinee been forgotten.

These talismans have two functions: first, they
enable their wearers to communicaie with ani-
mals at will, and second, they enable the wearers
to change into the form of an animal three times a
day. These animals cannot he monsters or giant
size animals, simply normal beasts, from the size
of a fly to that of an elephant, bear, or tiger.

While in animal form, the character has the hit
points and Armor Class of his or her human form,
but all the special abilitics of the beast form., The
wearer must revert to human form (or demihu-
man or humanoid form) before taking on the
characteristics of an animal again.

The talisman is a string of multicolored beads
strung on papyrus reeds, which spin to form ani-
mal pictures, Only two of these talismans are
known to exist,

of Chaos Supreme
XP Value: 3,500 GP Value: 32,500
GREYHAWE
A device that looks exactly like a ralisman of law-
fulness but functions in exactly the opposite man-
ner and has a total of six charges.

of the Chimera
XP Value: 1,000 G Value: 5,000
The Milenian Empire
Typically worn on a silver necklace, this talisman
is the actual dragon head of a chimera, shrunken
to the size of a walnut through magical and
alchemical procedures. The talisman enables the
wearer to breathe fire like a chimera—a cone 50
feet long and 10 feet wide at the end that inflicts
3d6 points of damage. This can be done three
times a day.

of the Cockatrice

XP Value: 1,000 GP Value: 5,000
The Milenian Empire
Made from a cockatrice's chickenlike foot, this
talisman 15 usually worn at the wrist, dangling
from a bracelet. 1f the wearer touches a creature
with the hand adorned by the talisman, the crea-
ture must roll a successful saving throw vs. petri-
fication or be petrified. The talisman can be used
once a day.

of Dreams
AP Value: 4,500 GP Value: 45,000
Dration Magazine 132

This item, which can take any of several forms
{usually a small object or picce of jewelry
adorned 