
Bluefire Cutlass Invented by Thainavel 
 

History: 
This blade was constructed long ago by an unknown power. Someone who is said to have wielded the blade believe it 

was made in another, not yet discovered realm, a realm beyond the horror of the Nine Hells called The Silvercross or 

The Loon. Of course this is not likely to be true. It was properly made a long time ago in a Dwarven mine or other dull 

place, and perhaps it was enchanted by a weird wizard. However, the weapon was uncovered by the first time in 

Waterdeep, where a mystic mage, which had never been seen before, walked into a blacksmith and asked him to make 

an iron box for his Cutlass, and afterwards threw "that damned thing" into the sea. 

Neverless, the blacksmith refused the job and sold the Bluefire to an adventuring band. 

Still, may years later, the question remains, who is the sword's original master? 

 

Appearance: 

 

Alignment: 

This sword is of a Lawful Neutral alignment, something that makes it a highly unreliable weapon, and makes it a good 

thing to be of a Neutral alignment when handling it. 

 

Minor Powers: 

The sword can refuse to be identified or be revealed by spells like Detect Magic, in order to avoid being sold as a 

magical weapon to some naive fool. If you find yourself in a lot of trouble, the sword is likely to take completely 

control of your swordplay. Unfortunately the sword is highly independent, so if it takes a dislike to you, it probably 

won't bother to save your ass. 

If the sword likes its wielder, it will begin talking to the person through telepathy. 

 

Major Powers: 

When you for the first time is introduced to this powerful artifact, it will immediately start examine you, trying to figure 

out, whether it will like or dislike you. This examination will be in progress for a month or so. 

When attacking with the Cutlass, use the following table for each strike with the weapon. 

 

1d100 Attack adj./Damage adj. 

00-05 -2 / -2 

06-20 -1 / -1 

21-25  0 /  0 

26-50 +1 / +1 

51-70 +2 / +2 

71-80 +3 / +3 

81-90 +4 / +4 

91-94 +5 / +5 

95-96 +6 / +6 

  97 +7 / +7 

  98 +8 / +8 

  99 +9 / +9 

  00 +10 / +10 

 

The DM can, if convinced that the Cutlass either likes or dislikes the wielder, decide so add or subtract bonuses or 

penalties from the dice roll. 

 

Dangers: 

This magical and intelligent sword loves to amuse itself. For example if the wielder is fighting a Paladin, it might 

decide to play a little by taking control of the swordplay, blocking all the opponents strikes and striking surely, taking 

its time to make the kill as slowly as possible. This is just in order to prove the stupidity in believing in a course. Or 

perhaps it will cut off the ears of a Zhentarim to make a point of the fact, that people shouldn't take orders from others 

than themselves. Another kind of what the sword considers fun, could be to refuse coming out of the scabbard in a cold 

day, or maybe just wait to come out right until the Dragon begins grasping for the wielder. 

 

Weaknesses: 

You can't get rid of the sword, but surely the sword can get rid of you, in a nice a bloody way. But if the sword comes to 

like you, it will accept you, and grant you a request or two. 


