
Slash Invented by AvangionQ 
 

Description: 

Slash is a Long Sword which is almost four feet in length.The sword is 3 feet 11 inches to be exact.  The sword's blade 

is long and straight and is razor sharp. The sword has a circular guard with ancient Elven Runes on it, the runes read the 

sword's name. 

The entire sword is made of a metal called Adamantine, it is an almost indestructible metal of incredible strength and 

resilience.  The sword itself is contained within a diamond encrusted electrum scabbard.   

 

Powers: 

Slash is an intelligent weapon.  It has an Intelligence of 20 and an Ego of 25.  Total Personality score of 45.   

Slash can speak: Grey Elf, High Elf, Sylvan Elf, Common, Dragon, Dwarf, Gnome, Halfling, Nymph, Pixie and Sprite.   

Slash can also communicate through Telepathy and can read through Comprehend Languages.   

 

• Constant:  Vorpal Sword +5, +10 versus Evil, Grants permanent Long Sword specialization after 1 week of 

use, Protection From Evil, Immunity to Fear Spells and similar Effects.   

 

• Invoked:  Locate Object or Creature within a 10 mile radius at will, Detect Evil, Detect Good, Detect Magic 

and Detect Undead within a 10 mile radius at will, Bestow Titan's Strength (25 Str) 5 times / day for 1 Turn + 

1D20 Rounds, Levitation at will, Fly 5 times / day for 1 Turn + 1D20 Rounds, Telekinesis with a 600 pound 

maximum 5 times / day for 1 Turn + 1D20 Rounds, Globe of Invulnerability 5 times / day for 1 Turn + 1D20 

Rounds, Read Magic at will, Identify at will, Immunity to Energy Draining 5 times / day for 1 Turn + 1D20 

Rounds, Comprehend Languages at will, Legend Lore 5 times / day for 1 Turn + 1D20 Rounds, Lasting Breath 

at will, Light at will and Emotion 5 times / day for 1 Turn + 1D20 Rounds.  

 

• Special:  If Slash ever hits or touches an evil creature or object, then for every hit or round of contact, the evil 

creature or object must save versus spells or be Disintegrated.  Even if the save is made, the creature takes at 

least 1D8+10 points of damage (which is Slash's normal damage versus evil opponents).  

 

Slash has the ability to Teleport itself Without Error at will.  Slash will Teleport Without Error to its owner's hand 

immediately if it is disarmed.  Also, if Slash's owner ever enters a melee, Slash will immediately Teleport Without 

Error to its owner's hand, ready for combat. 

 

Curses: 

First, if the creature who touches Slash is evil, then for every round of contact with Slash, he must save versus spells or 

be Disintegrated.  Even if the save is successful, the creature still takes 1D8+10 points of damage for every round of 

passed saves.  Slash will not take an evil master, nor would it like to try.   

 

Second, if the creature who took Slash is not a warrior, then he takes 1D8+5 points of damage per round of contact.  A 

successful saving throw versus spells reduces the damage by 1/2.   

 

Third, once Slash is used in combat, a new owner is adopted and the new owner will not be able to rid himself of the 

sword.  If he tries to get rid of Slash intentionally, he will suffer 1D8+5 points of damage unless if he can save versus 

spells.  If the new owner tries to get rid of Slash intentionally more than three times, the save will fail automatically and 

the owner will take 1D8+5 points of damage per attempt.  A remove curse or wish spell can dissolve the bond between 

Slash and its new owner if cast for that specific purpose.  For this to work, Slash's owner must realize the intent of the 

spell and be willing to lose the sword.  

 

Fourth, most of Slash's invoked powers have random durations.  These durations are rolled secretly by the DM.  Neither 

Slash nor its owner knows when the power will run out; however, the invoked power can be continued by re-initiating it, 

but by doing this a new duration is secretly rolled.   

 

Fifth, if Slash's owner displays intentional repeated cowardice in the face of an evil adversary, Slash will vanish, never 

to be seen again and the owner must save versus spells or be instantly disintegrated.   

 

Sixth, the owner of the sword risks slow Artifact Possession  (Domination).  The sword's goal is to slowly convert the 

owner's alignment to Neutral-Good and his morale to fearless.  This curse does not apply if the owner's morale is 

Neutral-Good already (or if the owner is fearless already).     

 

Seventh, once Slash's owner is dominated, Slash begins its immortal quest.  It begins to seek out all sources of evil and 

destroy them.  Slash requires that one evil creature, at the least, is killed by the sword every week.  The owner is 

compelled to obey Slash.  Slash will gladly assist in the killing of the evil creature.  If this requirement is not sated, 

Slash's owner will permanently lose 1 Hit Point per week until Slash is sated.  



Eighth, all evil creatures and objects react negatively to Slash's presence and will act accordingly.    

 

Last, if Slash is intentionally used to strike a good aligned  creature without a good reason, the owner instantly takes 

1D8+5.  If Slash is ever used to kill a good aligned creature without a good reason, the owner takes 1D8+10 and must 

save versus spells or be instantly Disintegrated.  Note that the sword can pierce fake alignments and will not hurt its 

owner due to the magic or another creature. 

 

History: 

Slash was created by a Lawful-Good Elven Wizard of immense power before the elves stopped making weapons of 

incredible power.  Slash was created as a tribute to Corellon Larethian.  Slash was created as the ultimate avenger of 

good.  When Slash was first given to Corellon Larethian, Slash took on an alignment which was a combination of its 

creator's alignment and Corellon Larethian's alignment.  Slash was first found a millennia ago by a powerful Sylvan Elf 

Fighter.  He did not know its original name, so he named it Slash.  The sword adopted its name and some runes 

appeared on its guard.  The Elf Fighter was later slain in a great battle against the forces of evil and the sword was never 

recovered.  It was thought that Slash Teleports to other worlds to find new owners.  Slash is immortal and far outlives 

any of its numerous masters; however, its final goal is unending.  Slash's final goal is the complete eradication of all 

evil.  Slash will continue its never-ending quest for all of time.   

 

Campaign Use: 

Slash is a powerful artifact and is useful for high-powered warfare or as a gift to a high level P.C. fighter.  Introducing 

Slash into a game can drive the characters towards any good goal   Remember that artifacts have a habit of vanishing.  If 

Slash becomes too unbalancing, it can just disappear in a puff of smoke.   

 

Destruction: 

1) Break Slash in half over the knee of an innocent venerable Grey Elf wizard. This sounds much easier than it 

truly is. 

2) Wipe out all existence of evil in all of the multi-verses.  This is a virtually impossible undertaking.   

3) Wound Corellon Larethian with Slash.  This will cause a huge cataclysm which will Disintegrate an entire 1 

mile radius spherical area with no saving throw allowed.  Slash and its owner will be destroyed and Corellon 

Larethian will be Teleported away.  Nothing will be left except a huge bowl-like crater.  

4) Give Slash as a gift to Corellon Larethian.  This will not truly destroy Slash as Corellon Larethian will just 

Teleport Slash away to find a new owner. 

 

Personality: 

Slash is pure Neutral-Good in alignment and should always be played accordingly.  Slash is extremely brave (Morale 

20) and expects his owner to be fearless as well.  Slash is a supra-genius (Int 20) and should be played accordingly as an 

NPC.  Slash believes, quite rightly, that it is its owner's most powerful magical item.  Slash usually has no objections to 

its owner having or acquiring new magical items or even other artifacts, providing that they are not evil.  Slash will 

often even help its owner find more magical items by using its Detect Magic power.  Slash likes to explore the abilities 

of his owner's other magical items.  Slash many abilities (i.e., Read Magic, Identify and Legend Lore) which help it with 

its exploration.  Slash was, after all, created by a wizard.  Slash cannot abide the presence of evil.  Slash will do 

whatever it can to seek out the source of the evil and destroy it.  Slash is a proud artifact and will gladly prove its worth 

in combat (and other situations) whenever asked.  Slash will not willingly attack a good aligned creature, unless if it was 

provided with an extremely good reason for attacking.  Slash has a particular hatred for evil Drow Elves and will seek to 

destroy them if they are ever detected.  Slash also hates evil intelligent Undead almost as much as it hates evil Drow 

Elves. 

 


