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100 Intelligent 
Swords

Author: Joseph Browning

Intelligent swords have a long history in literature and gaming, but 
the process of creating an intelligent sword can be time consuming. 
To ease this, below are 100 ready-to-use intelligent swords. Intelligent 
swords should be viewed by the old-school GM as a way of providing 

Each sword is described in several different ways.

Name: The name of the intelligent sword, if it has one.
Alignment: Every intelligent sword has an alignment to which it will 

be absolutely true.
Intelligence (INT): Every intelligent sword has an intelligence rated 

like a Player Character’s.
Communication(COM): The method of communication employed 

by the intelligent sword.
Ego (EGO): The ego of the intelligent sword without adding any +’s. 

See below for more information
Primary Abilities(PA): The primary abilities of the intelligent sword.
Extraordinary Powers(EP): The extraordinary powers of the intelligent 

sword, if any.
Special Purpose (SP): The special purpose of the intelligent sword, if 

it has any.
Special Purpose Power (SPP): The special purpose power of the 

intelligent sword, if any.
Languages (LANG): The languages the intelligent sword knows.
Personality: Two personality traits for a speaking sword indicating 

its outlook. Non-speaking swords do not have recognizable 
personalities.

Art: V. Shane, Some artwork from Fantasy Filler Art copyright Rick Hershey, All Rights Reserved

magical detection/communication abilities to the warrior classes. 
Most intelligent swords only have some sort of detection ability and 
may speak a few languages. This role should not be overlooked. 
Spice up your game with a quick roll on the below list!

Describing the intelligent swords

ego
The GM is reminded to add the sword’s plus (as determined by the 
GM’s roll on the treasure table) to the sword’s Ego. The three rules for 
such are:

1. Every + of a sword adds 1 ego point.
2. A sword with another greater plus adds 1 additional ego 
point per greatest plus (i.e. a sword +1, +3 vs regenerating 
creatures would add 4 ego points, a flame tongue would 
add 5 points)
3. Swords with no extra plusses, but extra powers (dancing, 
vorpal, etc.) add double their +’s to ego. 

By requesting the GM to add this information, each of the below 
entries can be applied to any rolled sword, not just a single sword.

alternative primary abilities
There are 10 different primary abilities of intelligent swords. This may 
lead to a feeling of repetition over many years of gaming. GMs 
looking for greater diversity may use the below table to generate 
replacement primary abilities for any of the swords in this list.

01-11  detect shapeshifters in a 60 ft. radius
12-22  detect nearest enemy, kind, in a 30 ft. radius
23-33  detect traps of small size in a 5 ft. radius
34-44  detect law/chaos in a 10 ft. radius
45-55  detect illusion in a 20 ft. radius
56-66  detect jewelry, kind, and number in a 20 ft. radius
67-77  detect poison in a 10 ft. radius
78-82  detect concealed doors in a 10 ft. radius
83-87  detect lie in a 10 ft. radius
88-92  remove fear in a 10 ft. radius
93-98  roll twice on this table ignoring results other than 01-92
99-00  roll on the Extraordinary Powers Table
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1. Sword (NG; INT 12; COM Semi-empathy; EGO 1; PA detect sloping 
passages in a 10 ft. radius).

2. Calmis (LG; INT 14; COM Speech; EGO 4; PA detect evil/good in 
a 10 ft. radius, detect secret doors in a 5 ft. radius; LANG LG, Hill 
Giant, Guardian Naga, Dwarvish, Minotaur). This sword is cheerful 
and forgiving.

3. Sword (N; INT 12; COM Semi-empathy; EGO 1; PA detect magic in 
a 10 ft. radius).

4. Burdit, (LN; INT 15; COM Speech; EGO 5; PA detect gems, kind, and 
number in a 5 ft. radius, detect sloping passages in a 10 ft. radius; 
EP strength, 1 time/day on wielder only; LANG LN, Goblin, Green 
Dragon, Ettin). This sword is hot tempered and very honorable.

5. Sword (CN; INT 12; COM Semi-empathy; EGO 1; PA locate object 
in a 12 ft. radius).

6. Sword (NE; INT 12; COM Semi-empathy; EGO 1; PA detect secret 
doors in a 5 ft. radius).

7. Sword (LN; INT 12; COM Semi-empathy; EGO 1; PA detect traps of 
large size in a 10 ft. radius).

8. Sword (CG; INT 12; COM Semi-empathy; EGO 2; PA detect elevator/
shifting walls/rooms in a 10 ft. radius, detect sloping passages in 
a 10 ft. radius).

9. Bancouris, (CN; INT 15; COM Speech; EGO 6; PA detect gems, kind, 
and number in a 5 ft. radius, detect elevator/shifting walls/rooms in 
a 10 ft. radius, detect secret doors in a 5 ft. radius, detect invisible 
objects in a 10 ft. radius; LANG CN, Ogrish, Orcish, Goblin). This 
sword is curious and very friendly.

10. Pensette, (CN; INT 16; COM Speech, the sword can read 
languages and maps of a non-magical sort; EGO 6; PA detect 
magic in a 10 ft. radius, detect sloping passages in a 10 ft. radius, 
detect invisible objects in a 10 ft. radius; LANG CN, Brownie, Sylph, 
Pixie, Sprite). This sword is optimistic and a practical joker.

11. Sword (N; INT 13; COM Empathy; EGO 3; PA detect sloping 
passages in a 10 ft. radius, detect elevator/shifting walls/rooms in 
a 10 ft. radius, detect precious metals, kind, and number in a 20 
ft. radius).

12. Sword (CN; INT 12; COM Semi-empathy; EGO 2; EP clairaudience, 
30 ft. range, 3 time/day, 1 round per use).

13. Merk, (CE; INT 14; COM Speech; EGO 3; PA detect precious 
metals, kind, and number in a 20 ft. radius, detect traps of large 
size in a 10 ft. radius; LANG CE, Elvish). This sword is moody and 
antagonistic.

	
14. Spargel, (LG; INT 16; COM Speech, the sword can read languages 

and maps of a non-magical sort; EGO 5; PA locate object in a 
120 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius, 
detect evil/good in a 10 ft. radius; LANG LG, Troll). This sword is 
saintly and a fearless.

15. Div, (N; INT 17; COM Speech and telepathy, the sword can 
read languages and magical writings; EGO 15; PA detect traps 
of large size in a 10 ft. radius, detect gems, kind, and number in 

a 5 ft. radius; EP flying, 120 ft./turn 1 hour/day; telekinesis, 2,500 
gp weight max, 2/day, 1 round per use; determine directions 
and depth, 2/day; LANG N, Gnoll, Shedu, Xorn). This sword is 
perceptive and loquacious.

16. Sword (NG; INT 12; COM Semi-empathy; EGO 2; PA detect magic 
in a 10 ft. radius, detect precious metals, kind, and number in a 
20 ft. radius).

17. Lounder, (LE; INT 14; COM Speech; EGO 4; PA detect elevator/
shifting walls/rooms in a 10 ft. radius, detect magic in a 10 ft. 
radius; LANG LE, Goblin, Ogrish, Copper Dragon, Dwarvish). This 
sword is servile and secretive.

18. Sword (CG; INT 13; COM Empathy; EGO 3; PA detect evil/good 
in a 10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. 
radius, detect precious metals, kind, and number in a 20 ft. radius).

19. Sword (LN; INT 12; COM Semi-empathy; EGO 2; PA detect precious 
metals, kind and number in a 20 ft. radius, detect secret doors in 
a 5 ft. radius).

20. Sword (CN; INT 13; COM Empathy; EGO 5; PA detect magic in a 
10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius, 
detect precious metals, kind, and number in a 20 ft. radius; EP 
x-ray vision 40 ft. range, 2/day, 1 turn/use).

21. Sword (N; INT 13; COM Empathy; EGO 2; PA detect sloping 
passages in a 10 ft. radius, detect elevator/shifting walls/rooms in 
a 10 ft. radius).

22. Fargant, (NG; INT 14; COM Speech; EGO 4; PA detect elevator/
shifting walls/rooms in a 10 ft. radius, detect magic in a 10 ft. radius 
; LANG NG, White Dragon, Orcish, Gnome). This sword is truthful 
and arrogant.

23. Sword (CE; INT 12; COM Semi-empathy; EGO 1; PA detect invisible 
objects in a 10 ft. radius).

	
24. Bruche, (NG; INT 15; COM Speech; EGO 4; PA detect gems, kind, 

and number in a 5 ft. radius, detect precious metals, kind, and 
number in a 20 ft. radius, locate object in a 120 ft. radius; LANG 
NG, Kobold, Sylph). This sword is diplomatic and aloof.

25. Snaggin, (NG; INT 17; COM Speech and telepathy, the sword can 
read languages and magical writings; EGO 9; PA detect evil/
good in a 10 ft. radius, detect traps of large size in a 10 ft. radius 
detect precious metals, kind, and number in a 20 ft. radius; LANG 
NG, White Dragon, Centaur). This sword is bawdy and irreligious.

26. Sword (CN; INT 12; COM Semi-empathy; EGO 1; PA detect magic 
in a 10 ft. radius).

	
27. Yerl, (CG; INT 14; COM Speech; EGO 6; PA detect sloping 

passages in a 10 ft. radius, detect magic in a 10 ft. radius ; EP heal 
1/day; LANG LE, Bronze Dragon, Stone Giant, Halfling, Elvish). This 
sword is passionate and moody.

THE ONE HUNDRED INTELLIGENT SWORDS
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28. Sword (N; INT 12; COM Semi-empathy; EGO 1; PA locate object 
in a 120 ft. radius).

	
29. Sword (LG; INT 12; COM Semi-empathy; EGO 1; PA detect 

elevator/shifting walls/rooms in a 10 ft. radius).

30. Sword (CG; INT 13; COM Empathy; EGO 2; PA detect sloping 
passages in a 10 ft. radius, detect traps of large size in a 10 ft. 
radius).

31. Gilphont, (NG; INT 14; COM Speech; EGO 4; PA detect evil/
good in a 10 ft. radius, detect magic in a 10 ft. radius ; LANG NE, 
Hobgoblin, Minotaur, Brass Dragon, Elvish). This sword is servile and 
secretive.

32. Sword (N; INT 13; COM Empathy; EGO 3; PA detect sloping 
passages in a 10 ft. radius, detect elevator/shifting walls/rooms in 
a 10 ft. radius, detect magic in a 10 ft. radius).

33. Sword (LG; INT 12; COM Semi-empathy; EGO 2; PA detect invisible 
objects in a 10 ft. radius, detect secret doors in a 5 ft. radius).

	
34. Sword (NE; INT 12; COM Semi-empathy; EGO 1; PA detect 

elevator/shifting walls/rooms in a 10 ft. radius).

35. Sword (CE; INT 12; COM Semi-empathy; EGO 1; PA detect gems, 
kind, and number in a 5 ft. radius).

36. Sword (LN; INT 12; COM Semi-empathy; EGO 2; PA detect traps of 
large size in a 10 ft. radius, detect magic in a 10 ft. radius).

	
37. Sword (LE; INT 13; COM Empathy; EGO 2; PA detect evil/good in a 

10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius).

38. Fronoux, (NG; INT 14; COM Speech; EGO 6; PA detect elevator/
shifting walls/rooms in a 10 ft. radius, detect magic in a 10 ft. 
radius; EP strength, 1/day upon wielder; LANG LE, Red Dragon, 
Cloud Giant, Ogrish, Dwarvish). This sword is servile and secretive.

39. Sword (N; INT 13; COM Empathy; EGO 2; PA locate object in a 120 
ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius).

40. Sword (NG; INT 12; COM Semi-empathy; EGO 2; PA detect gems, 
kind, and number in a 5 ft. radius, detect secret doors in a 5 ft. 
radius).

	
41. Sword (LE; INT 12; COM Semi-empathy; EGO 1; PA detect magic 

in a 10 ft. radius).

42. Sword (CN; INT 12; COM Semi-empathy; EGO 1; PA detect traps of 
large size in a 10 ft. radius).

43. Narglish, (LG; INT 17; COM Speech and telepathy, the sword can 
read languages and magical writings; EGO 16; PA detect evil/
good in a 10 ft. radius, detect traps of large size in a 10 ft. radius 
detect invisible objects in a 10 ft. radius; EP telepathy, 60 ft. range, 
2/day; SP overthrow chaos; SPP confusion for 2-12 rounds; LANG 
LG, Storm Giant, Elvish). This sword is sober and exacting.

44. Olwyr, (CG; INT 15; COM Speech; EGO 4; PA detect secret doors 
in a 5 ft. radius, detect sloping passages in a 10 ft. radius, locate 
object in a 120 ft. radius; LANG CG, Kobold, Fire Giant). This sword 
is energetic and loquacious.

45. Sword (LG; INT 12; COM Semi-empathy; EGO 1; PA detect invisible 
objects in a 10 ft. radius).

46. Kegith, (NG; INT 15; COM Speech; EGO 4; PA detect gems, kind, 
and number in a 5 ft. radius, detect precious metals, kind, and 
number in a 20 ft. radius, locate object in a 120 ft. radius; LANG 
NG, Fire Giant, Gold Dragon). This sword is mischievous and 
friendly.

47. Sword (LN; INT 12; COM Semi-empathy; EGO 2; PA detect evil/
good in a 10 ft. radius, detect precious metals, kind, and number 
in a 20 ft. radius).	

48. Sword (CG; INT 13; COM Empathy; EGO 2; PA detect elevator/
shifting walls/rooms in a 10 ft. radius, detect precious metals, kind, 
and number in a 20 ft. radius).

49. Sword (CE; INT 12; COM Semi-empathy; EGO 1; PA locate object 
in a 120 ft. radius).

50. Sword (NG; INT 13; COM Empathy; EGO 3; PA detect traps of large 
size in a 10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. 
radius, detect magic in a 10 ft. radius).

	
51. Sword (LE; INT 12; COM Semi-empathy; EGO 1; PA detect secret 

doors in a 5 ft. radius).

52. Sword (N; INT 12; COM Semi-empathy; EGO 3; PA detect magic in 
a 10 ft. radius, detect evil/good in a 10 ft. radius, detect invisible 
objects in a 10 ft. radius).

53. Auric, (NG; INT 15; COM Speech; EGO 6; PA detect gems, kind, 
and number in a 5 ft. radius, detect traps of large size in a 10 ft. 
radius, detect precious metals, kind, and number in a 20 ft. radius, 
detect magic in a 10 ft. radius, locate object in a 120 ft. radius; 
LANG NG, Gargoyle, Hill Giant). This sword is trusting and friendly.
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54. Sword (NE; INT 13; COM Empathy; EGO 3; PA detect sloping 
passages in a 10 ft. radius, detect elevator/shifting walls/rooms in 
a 10 ft. radius, detect evil/good in a 10 ft. radius).

55. Sword (CN; INT 12; COM Semi-empathy; EGO 1; PA detect magic 
in a 10 ft. radius).

	
56. Sword (LE; INT 12; COM Semi-empathy; EGO 1; PA detect invisible 

objects in a 10 ft. radius).

57. Grarff, (LN; INT 14; COM Speech; EGO 4; PA detect elevator/
shifting walls/rooms in a 10 ft. radius, detect magic in a 10 ft. 
radius; LANG LE, Goblin, Ogrish, Halfling, Elvish). This sword is servile 
and secretive.

58. Sword (N; INT 13; COM Empathy; EGO 3; PA detect sloping 
passages in a 10 ft. radius, detect elevator/shifting walls/rooms 
in a 10 ft. radius, detect gems, kind, and number in a 5 ft. radius).

59. Gulsuch, (NG; INT 15; COM Speech; EGO 6; PA detect gems, kind, 
and number in a 5 ft. radius, detect traps of large size in a 10 
ft. radius, locate object in a 120 ft. radius; EP x-ray vision 40 ft. 
range, 2/day, 1 turn/use; LANG NG, Blue Dragon). This sword is 
diplomatic and aloof.

60. Sword (CG; INT 12; COM Semi-empathy; EGO 1; PA detect 
invisible objects in a 10 ft. radius).

61. Sword (NG; INT 12; COM Semi-empathy; EGO 2; PA detect 
invisible objects in a 10 ft. radius, detect precious metals, kind, 
and number in a 20 ft. radius).

62. Sword (CN; INT 13; COM Empathy; EGO 5; PA detect magic in a 
10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius, 
detect precious metals, kind, and number in a 20 ft. radius; EP 
charm person on contact, 3/day).

63. Sword (NG; INT 12; COM Semi-empathy; EGO 1; PA detect 
elevator/shifting walls/rooms in a 10 ft. radius).

64. Formaund (LN; INT 14; COM Speech; EGO 4; PA detect precious 
metals, kind, and number in a 20 ft. radius, detect secret doors in 
a 5 ft. radius; LANG LN, Frost Giant, Spirt Naga, Goblin, Orcish). This 
sword is angry and bitter.

65. Sword (CG; INT 12; COM Semi-empathy; EGO 1; PA detect sloping 
passages in a 10 ft. radius).

66. Sword (N; INT 12; COM Semi-empathy; EGO 1; PA detect invisible 
objects in a 10 ft. radius).

67. Globet, (CG; INT 14; COM Speech; EGO 3; PA detect secret doors 

in a 5 ft. radius, detect traps of large size in a 10 ft. radius; LANG 
CG, Elvish, Dwarvish). This sword is pessimistic and opinionated.

68. Sword (N; INT 13; COM Empathy; EGO 3; PA detect evil/good in a 
10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius, 
detect gems, kind, and number in a 5 ft. radius).

69. Sword (LG; INT 12; COM Semi-empathy; EGO 1; PA detect 
elevator/shifting walls/rooms in a 10 ft. radius).

70. Denumat, (NE; INT 15; COM Speech; EGO 6; PA detect gems, kind, 
and number in a 5 ft. radius, detect evil/good in a 10 ft. radius, 
detect secret doors in a 5 ft. radius, detect sloping passages in a 
10 ft. radius; LANG NE, Hobgoblin, Orcish, Bugbear). This sword is 
well-spoken and retiring.

71. Sword (NE; INT 12; COM Semi-empathy; EGO 1; PA detect traps of 
large size in a 10 ft. radius).

72. Sword (NG; INT 12; COM Semi-empathy; EGO 1; PA detect secret 
doors in a 5 ft. radius).

73. Granfant, (CG; INT 14; COM Speech; EGO 2; PA detect invisible 
objects in a 10 ft. radius, detect magic in a 10 ft. radius ; LANG CG, 
Elvish). This sword is slothful and boastful.

74. Sword (CN; INT 12; COM Semi-empathy; EGO 7; EP illusion, 120 
ft. range, 2/day, as wand; SP kill magic users; SPP +2 on all saving 
throws, -1 on each die of damage taken).

75. Opiliant, (LN; INT 15; COM Speech; EGO 6; PA detect magic in a 
10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius, 
detect secret doors in a 5 ft. radius, detect evil/good in a 10 ft. 
radius; LANG LN, Bugbear, Hobgoblin, Water Naga). This sword is 
virtuous and fanatical.

76. Sword (LG; INT 12; COM Semi-empathy; EGO 1; PA detect magic 
in a 10 ft. radius).

77. Sword (CG; INT 13; COM Empathy; EGO 5; PA detect magic in a 
10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. radius, 
detect evil/good in a 10 ft. radius; EP heal, 1/day).

78. Sword (NG; INT 13; COM Empathy; EGO 3; PA detect evil/good 
in a 10 ft. radius, detect elevator/shifting walls/rooms in a 10 ft. 
radius, detect magic in a 10 ft. radius).

79. Sword (CN; INT 13; COM Empathy; EGO 2; PA detect evil/good in 
a 10 ft. radius, locate object in a 120 ft. radius).

	
80. Laufanx, (NG; INT 14; COM Speech; EGO 4; PA detect elevator/

shifting walls/rooms in a 10 ft. radius, detect magic in a 10 ft. 
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radius; LANG NG, Lizard Man, Orcish, Goblin). This sword is slothful 
and boastful.

81. Sword (N; INT 13; COM Empathy; EGO 2; PA detect precious 
metals, kind, and number in a 20 ft. radius, detect gems, kind, 
and number in a 5 ft. radius).

82. Wyribel, (NG; INT 15; COM Speech; EGO 4; PA detect magic in a 
10 ft. radius, detect precious metals, kind, and number in a 20 ft. 
radius, detect secret doors in a 5 ft. radius; LANG NG, Stone Giant, 
Manticore). This sword is diplomatic and aloof.

83. Sword (CG; INT 12; COM Semi-empathy; EGO 1; PA detect sloping 
passages in a 10 ft. radius).

84. Sword (NG; INT 13; COM Empathy; EGO 2; PA detect evil/good in 
a 10 ft. radius, detect traps of large size in a 10 ft. radius).

85. Sword (NE; INT 12; COM Semi-empathy; EGO 1; PA locate object 
in a 120 ft. radius).

86. Sword (LE; INT 12; COM Semi-empathy; EGO 1; PA detect elevator/
shifting walls/rooms in a 10 ft. radius).

87. Gerparnd, (NG; INT 15; COM Speech; EGO 5; PA detect gems, 
kind, and number in a 5 ft. radius, detect secret doors in a 5 ft. 
radius, detect invisible objects in a 10 ft. radius; LANG NG, Dryad, 
Ogre Magian, Kobold, Gargoyle). This sword is curious and very 
friendly.

88. Sword (N; INT 13; COM Empathy; EGO 2; PA detect sloping 
passages in a 10 ft. radius, detect traps of large size in a 10 ft. 
radius).

87. Sword (NG; INT 12; COM Semi-empathy; EGO 1; PA detect secret 
doors in a 5 ft. radius).

88. Wayfarer (CG; INT 14; COM Speech; EGO 4; PA detect sloping 
passages in a 10 ft. radius, locate object in a 120 ft. radius, detect 
elevator/shifting walls/rooms in a 10 ft. radius; LANG CG, Dwarvish, 
Gnoll). This sword is virtuous and compassionate.

89. Dragontongue (NG; INT 14; COM Speech; EGO 4; PA detect 
sloping passages in a 10 ft. radius, detect gems, kind, and number 
in a 5 ft. radius; LANG NG, Black Dragon, Red Dragon, Green 
Dragon, White Dragon). This sword is rude and deceitful.

90. Sword (LN; INT 12; COM Semi-empathy; EGO 1; PA locate object 
in a 12 ft. radius).

91. Sword (LE; INT 12; COM Semi-empathy; EGO 1; PA detect gems, 
kind, and number in a 5 ft. radius).

92. Sword (CN; INT 12; COM Semi-empathy; EGO 1; PA detect 
precious metals, kind, and number in a 20 ft. radius).

93. Sword (CE; INT 12; COM Semi-empathy; EGO 1; PA detect traps of 
large size in a 10 ft. radius).

94. Gothric (NG; INT 16; COM Speech, the sword can read languages 
and maps of a non-magical sort; EGO 12; PA locate object in a 
120 ft. radius, detect invisible objects in a 10 ft. radius, detect evil/
good in a 10 ft. radius; EP ESP, 30 ft. range, 3/day, 1 round/use; SP 
slay neutral or evil non-human monsters; SPP fear for 1-4 rounds; 
LANG NG, Elvish). This sword is sober and driven.

95. Sword (NE; INT 12; COM Semi-empathy; EGO 1; PA locate object 
in a 120 ft. radius).

96. Sword (NG; INT 12; COM Semi-empathy; EGO 2; EP clairvoyance, 
30 ft. range, 3 time/day, 1 round per use).

97. Devind, (CE; INT 14; COM Speech; EGO 4; PA detect precious 
metals, kind, and number in a 20 ft. radius, detect elevator/shifting 
walls/rooms in a 10 ft. radius; LANG CE, Halfling, Lizard Man, 
Ogrish). This sword is moody and antagonistic.

98. Sword (LE; INT 13; COM Empathy; EGO 3; PA detect invisible 
objects in a 10 ft. radius, detect elevator/shifting walls/rooms in a 
10 ft. radius, locate object in a 120 ft. radius).

99. Armont, (CN; INT 17; COM Speech and telepathy, the sword can 
read languages and magical writings; EGO 12; PA detect gems, 
kind, and number in a 5 ft. radius, detect invisible objects in a 10 
ft. radius, detect sloping passages in a 10 ft. radius, detect magic 
in a 10 ft. radius; EP teleportation, 1/day, 6,000 gp weight max, 2 
segments to activate; LANG CN, Dwarvish). This sword is morose 
and unforgiving.

100. Sword (NG; INT 13; COM Empathy; EGO 2; PA detect gems, kind, 
and number in a 5 ft. radius, detect elevator/shifting walls/rooms 
in a 10 ft. radius).



6

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) “Prod-
uct Identity” means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures charac-
ters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other vi-
sual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Deriva-
tive Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only 
be Used under and in terms of this License. You must affix such a 
notice to any Open Game Content that you Use. No terms may be 
added to or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied to any 
Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use, 
the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content You are copying, modi-
fying or distributing, and You must add the title, the copyright date, 

and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly li-
censed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except 
as expressly licensed in another, independent Agreement with the 
owner of such Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not constitute a chal-
lenge to the ownership of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content.
9. Updating the License: Wizards or its designated Agents may pub-
lish updated versions of this License. You may use any authorized ver-
sion of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any 
of the terms of this License with respect to some or all of the Open 
Game Content due to statute, judicial order, or governmental regu-
lation then You may not Use any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive 
the termination of this License.
14 Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
original material by E. Gary Gygax and Dave Arneson.

OSRICTM copyright 2006, Stuart Marshall, adapting material prepared 
by Matthew J. Finch, based upon the System Reference Document, 
and inspired by the works of E. Gary Gygax, Dave Arneson, and 
many others

100 Intelligent Swords 2015, Expeditious Retreat Press, Author: Joseph 
Browning

Designation of Product Identity and Open Game 
Content:

All text in this work is Open Game Content, excepting the terms, 
100 Intelligent Swords, OSRIC, “Old School Reference and Index 
Compilation”, company names, logos, artwork, and the author and 
artist names.

This product uses the OSRICTM System (Oldschool System Reference and Index CompilationTM). The OSRICTMsystem text may 
be found at http://www.knights-n-knaves.com/osric. The OSRICTM text is copyright of Stuart Marshall. “OSRICTM” and “Old 
School Reference and Index CompilationTM ,” are trademarks of Matthew Finch and Stuart Marshall and may be used only 
inaccordance with the OSRICTM license. This product is not affiliated with Wizards of the Coast.”


