................. GALLERY OF SWORDS .................

ETERNAL VIGILENCE

Type:  Holy Sword.
Bonus:  +2, +4 vs. Creatures which use Charms.
Material:  Transmuted tears of a Saint, forged into potent steel, and tempered in diamond ice.

Powers:  Allows any Good wielder to completely resist any spells or magic which controls/alters the target's emotions, alignment or mind (e.g.: charm).

Story:  Trapped in a blighted land which had been corrupted by a terrible necromancer's curse, a lone paladin lost faith in his God at the most crucial moment.  His despair cost him his freedom and goodness for the next ten years, and when he was finally rescued by his companions from the clutches of his master, the paladin vowed never again to be subject to the magical chains of another.  With his reclaimed wealth and the aid of his Church, he forged a mighty sword which is so pure that any good wielder will be unaffected by mind or emotion controlling magic of any kind.  He dedicated this blade to his god (gm's choice), and expired upon finishing it.

------------------------------------------------------

BLOODTHIRSTER

Type:  Sword of Bleeding.
Bonus:  +2, +3 vs. Flesh Creatures.
Material:  Bone core, and Sharpened souls.
Powers:  Causes continual bleeding from every wound.
Story:  Forged in the hellish fires of genocide, sharpened to a razor-edge by a warrior's thirst for blood, this hideous blade has absorbed its many owners' desire for slaughter and death. 
------------------------------------------------------

HEARTSTEALER

Type:  Soul-Stealer.
Bonus:  +2.
Material:  Adamantine.
Powers:  On a critical strike, steals an attribute point from the victim and adds it temporarily to the wielder.

Story:   This blade has been heated over a cruel fire of starving souls, and its edges worked into a thousand tiny mouths, each biting and chomping at the air trying to swallow another life.

------------------------------------------------------

PLAGUEBEARER

Type:  Infectious Blade.
Bonus:  +2, +1 vs. Undead. 

Material:
Powers:  Causes a horrible disease within several rounds of a bleeding wound.

Story:   Lost and condemned to silence beneath the Tree of Memory in Firethorn Covenant, this mighty blade was accidentally discovered by a thief named Kas and his scheming vampire ally, both of whom where slain by the good knights Ladicius and Arsani.  The blade's evil was temporarily purged by holy rituals, but disappeared soon after, and is believed lost.

----------------------------------------------------------------

Name:  Brand

DESCRIPTION:  Brand is a bastard sword of fine blue steel, hilted with steel in single cross-quillon and a plain, spherical, polished knob pommel.  Set in the heart of the tang, where the quillons meet just above the fine chain-wrapping of the hilt, is a large (one and one-half inch diameter) cabochon-cut black sapphire.  There are no known markings on the blade, and it does not shed any radiance.

POWERS:  Brand is a +3 weapon of an unusual type.  At the beginning of combat, and every five rounds thereafter, the wielder determines the distribution of the magical bonus.  For example, in any given round in which  determination may be made, the wielder may put all three pluses into a bonus to hit, to damage, or any mix between the two.

Once determined, the distribution remains as is until five rounds pass.  If, at the next determination point, the wielder makes *no* determination (even to continue the present distribution scheme) the weapon automatically "resets" to its default position of +2 to hit, +1 damage.

---------------------------------------------------------------------------

Name:  Fang

Description:  Fang is a rapier of black, oil-slaked steel.  The blade extends from a curving, bell-guard which "covers" only the bottom of the hand.  The bell-guard is engraved with a coiling serpent, extending its fangs.

Powers:  Fang is +2 to hit and damage.  When wielded against snakes and other reptilian creatures, it is +4 to hit and damage.  It does not glow.

---------------------------------------------------------------------------

Name:  Firetooth

Description:  Firetooth was carved from the whole canine tooth of a red dragon.  The blade is straight and broad, and inscribed with pictures of red dragons in flight.  The base of the tooth had been sanded smooth and wrapped in leather to form the pommel.

Powers:  Firetooth is +1 to hit, +1 damage when wielded hand-to-hand and +2 to hit, +2 damage when thrown.  While held unsheathed it conveys the same powers to the wielder as a Ring of Fire Resistance.

When the dagger is thrown and the command word ("Dashti") is spoken, the blade blossoms into a 10 die fireball.  This power may be used only once, as the blade is destroyed in the explosion.

---------------------------------------------------------------------------

Name:  Hasmer's Eye

Description:  Hasmer's Eye is a perfect sphere of ruby, the size of a human eye.  It fits quite comfortably into an empty eye socket.  The Eye glows a dim red.

Powers:  When placed into an empty eye socket, it gives the wearer normal vision through it, and allows the wearer to automatically detect magical auras.  The eye can be worn for up to three days at a time without ill effect, but for every day after three the wearer's constitution is reduced by one as the eye feeds on the body to power its magic.  Lost points of Constitution are regained at the same rate they are lost, starting from when the eye is removed.

---------------------------------------------------------------------------

Name:  Kiratis

Description:  Kiratis is a broad-bladed long sword made apparently of pure gold.  It is not soft, however, and carries a rather sharp edge.  It is hilted with the same gold metal in a single cross-quillon.  The pommel of the blade is white leather wrapped with silver wire.  Set in the heart of the tang is a large cabochon-cut tiger's eye.

Powers:  Kiratis is +0 to hit and damage under normal conditions, and radiates only a dim magic.  If alignment is detected for, the blade radiates a very dim reading of good alignment.  When used against demons, the sword becomes +5 to hit and damage.  Kiratis glows with a cold, blue light (equal to a Light spell) when brought within 60' of a demon (even a demon who is shape-changed or has possessed a mortal host).  It emits no light at other times.

When held unsheathed, Kiratis gives its bearer a +3 to saving throws vs. all spells and magical effects cast by demons.  In addition, the wielder becomes unusually alert, and can only be surprised on a roll of 1 in 12.

Creatures of non-good alignment find it impossible to wield this blade, as it will slip from their grasp.

---------------------------------------------------------------------------

Name:  Quickstrike
Description:  Quickstrike is a slim rapier of fine make and good, oil-slaked steel, devoid of adornment or inscription.

Powers:  Quickstrike is +3 to hit, but does normal rapier damage.  When the command word "Attitus" is uttered, the swords bell guard (*not* the blade) will begin to glow; dimly at first, this light grows until it is equal to that of a lit torch.

The blade has only one other power:  dancing.  At any point, after two rounds of normal combat, the wielder may release it.  The sword will then fight on its own at the same experience level as its wielder.  It will continue fighting until one of the following occurs:
   1.  The creature it is fighting moves farther than 10' away from the point

       of the sword's release.  (The sword cannot move on its own except to

       fight.)

   2.  The sword is hit in combat 

   3.  The foe is killed.

   4.  The wielder who released it to dance moves further than 30' away from

       the point at which the sword was released.

If any of these four occur, the sword will stand motionless for one round at the point where it was released; if, after that round, it has not been re-grasped, it will fall to the ground.

---------------------------------------------------------------------------

Name:  Skybiter

Description:  This battle axe is of normal size and make, and stands out only for the five large opals fitted into the blade.  These opals glow with an inner light when the sword is wielded in combat (this causes an interesting visual effect, but has no effect on combat).

Powers:  This axe is +2 to hit and damage, and causes 2 additional points of electrical with every successful hit; metallic armor and shields (even if magical) are discounted for to-hit purposes, as the tiny arc of energy can hit its target even it the sword itself missed.

In addition, the wielder is protected as if by a Ring of Shock Resistance (+3 on saving throws vs. electricity, -2 hp per die of damage).
Finally, the bearer may Call Lightning twice daily if a storm is in the area.

---------------------------------------------------------------------------

Name:  Sliverkiss

Description:  Sliverkiss is a sabre of a steel/silver alloy, demonstrably as effective as pure silver against those creatures who suffer particular effects from contact with that metal.  The sword is 3'4" long with a full 2'5" of its length being blade.  The cutting edge of the blade runs the entire length of the "bottom" of the blade, as well as the first foot and a half of the top.  Inscribed on one side of the blade, near the beginning of the "top" cutting edge, is a Taoric word, meaning "sorrow" when translated into Baeoridian.  The word is inlaid with obsidian, making it plainly visible when the sword is drawn.  The hilt of the sword is protected by a double crossbar (which looks like a plus-sign when seen blade-on).  The hand grip is of black-dyed leather fastened with silver wire.

Powers:  Sliverkiss is +1 to hit, and +3 damage.  It does not glow.  The blade's power is the bestowal of it's "kiss":  when the wielder wills it, the blade automatically does double damage on a successful hit.  The wielder must announce that he is bestowing the kiss before a combat roll is made.

When the kiss is bestowed, the wielder loses the same number of hit points as was added to double the damage of the blade.  For example, if the original roll was 4 points of damage, the wielder would lose 4 hit points to bring the damage to 8.

If a kiss is called for, and the attack misses, damage is still rolled. The wielder then loses 1/2 of the points that would have been inflicted had the strike been successful.

---------------------------------------------------------------------------

Name:  Storr's Glory

Description:  This round shield is constructed of a single iron plate backed by heavy leather, bolted to a sturdy wooden frame and rimmed with brass.  The face of the shield is painted a flawless crème-white, with the holy symbol of Storr painted prominently on it.  It bears no maker's mark.

Powers:  This shield grants the carrier a +2 bonus to Armor Class to the front and side.  It glows a bright white when in the presence of evil creatures of other-planar origin.  When spells are cast at the carrier of Storr's Glory, it's true powers are revealed:  the shield has the power to dispel magic, with a 100%-10% per spell level - 1% per caster level chance of success.

This power affects all spells, regardless of the wishes of the caster, but only those spells cast directly at the carrier from the front or the protected flank.  Area effect spells, or spells cast from the carrier's rear or unprotected flank are not affected.

---------------------------------------------------------------------------

Name:  Trollsturm

Description:  Trollsturm is a single-headed war hammer of obvious Dwarven manufacture.  It's head is made of copper capped steel, and has 2" long "Gobbo spikes" on the top and back of the striking surface.  The sides of the head are engraved with the holy runes of Clanggedin (on one side) and Krago (on the other).

The haft of the hammer is an steel rod ending in a wyvern skin wrapped handle.  The end of the haft has another copper cap.  From this cap comes a leather lanyard.

Powers:  In the hands of any being other than a dwarf, Trollsturm acts (with one exception) as a normal weapon, with no magical bonuses.  The one exception is if the hammer is used against trolls, in which case the hammer is +1 to hit and damage.

In the hands of a dwarf, the full powers of the weapon are activated.  The hammer then becomes a +2 to hit, +3 damage weapon.  Although it does not in itself glow, a burst of radiance comes from the striking surface when it hits a being in combat.

Trollsturm can be thrown for normal damage, with a range of 180'.  When hurled, it magically returns to the hands of the hurler after striking (or missing) its target.  Whether it is used hand to hand or thrown, Trollsturm does double-damage to trolls.

---------------------------------------------------------------------------

Name:  Uike-Ya (Pronounced "Yoo-ickee-yay")

Description:  Uike-ye (the name means "Old Gardener in the language of the Ha'an) is a gleaming katana of white steel.  The pommel is wrapped with black sharkskin secured by red cord, and topped with a carved ivory cap at the bottom.  It's scabbard is made of teak and is carved and inlaid with ivory.  The guard, just above the blade, is wide and made of silver-plated steel.  The guard is in the shape of a coiling dragon.

Powers:  Uike-ye is +1 to hit and +1 damage.  When used against plant-like monsters it's bonuses rise to +4/+4.  In addition, the wielder may pass without trace through any undergrowth and may invoke a Warp Wood effect (by touching the blade to the wood being affected and uttering the command word "Watanabe") once a day.

In addition to the powers of the blade, the scabbard itself has one special ability:  while the sword is sheathed, it will not sink in any liquid, and is not damaged by any normal fire.

---------------------------------------------------------------------------

VICTORY'S HAND

SOULGLORY

Drohem (10/25/2010): this article was posted to the archived Talislanta Central website.

