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Dungeon Magters of the world, relax!

Until now, you've al had to duck or dodge questions about armor, lengths of swords,
and the blades (or lack of them) on pole arms. At best, you've said, "It kindalooks like a.
.. At worgt, you've had to go to the library to look up such information.

A few of you are fortunate to be scholars of history and adready know the answersto
such questions. But for the rest of you, this book contains the information you've been
waiting for.

The Arms and Equipment Guide isthe most complete compilation of information about
armor, weapons, and equipment for the AD&D® game to date. It is intended to help both
DMs and players to understand and better use the wide variety of equipment available.
Weve included a plethora of illugtrations to make this volume as user-friendly as
possible.

For DM s: Be aware that the information in this work encompasses awide variety of
equipment suitable for many campaign styles. Don't be afraid to veto certain wegpons or
armor to suit your own campaign world. Theintention of this book is not to provide
adventurers with every weapon known to man; it is merely to expand the choices
available. Fed freeto disdlow any itemsthat dont fit the grand scheme of your
campaign.

Historical Accuracy: Every atempt has been made to ensure that the information



presented hereis higtorically accurate. However, scholars of history often disagree among
themselves, resulting in conflicting opinions among resources. If you find that the
information in this volume disagrees with what you know of history, consider checking
one of the resources listed below. Or chak it up to to a different historian. (If you're
convinced we've blundered, we're always happy to hear about it in aletter. Any
documentation you can provide would be appreciated.)

Weapons: Asthe longest section in this book, the wegpons chapter has some unique
features. You'll find comments from seasoned adventurersin italicized type. These are
intended to offer new ideas for role-playing. You'll dso find numerous boxed entries.
These boxes contain interesting higtoricd tidbits that might provide role-playing idess
and are just plain fun to read.

With these things in mind, you're ready to go forth and conquer. Here's hoping that the
Arms and Equipment Guide will help you do it!
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CHAPTER 1

Armor



Padded Armor (AC 8)

Description: Padded armor, also referred to as quilted armor, is the smplest form of
manmade armor. It conssts of two or more layers of spun cloth stuffed with thick batting
and quilted together.

Padded armor typicaly coversthe chest and shoulders, but full-length suits are
sometimes seen.

Campaign Use: Padded armor is mostly found among the poor and unskilled. Only the
poorest excuses for armed forces would be caught dead in padded armor. The bulky and
redirictive nature of the armor makes it a poor substitute for a stout set of leather (9.v.).

Village militias, neophyte bandit packs, urban street gangs, and primitive barbarian
hordes are the most common users of padded armor. In short, this includes anyone who
cannot afford leather armor (i.e., the truly destitute), cultures without the technology to
tan hide (i.e, the truly primitive), or those who have no other option at their time of need
(i.e, thetruly desperate).

Padded armor can be made by any race or nation. Thus, it is common protection for the
poorer classes. Since making a padded suit of armor requires little more than a crude
needle and thread, low-level or desperate adventurersin need of additional protection can
usualy whip up aset of padded armor in less than two days. The durability and leve of
comfort afforded by the homemade suit naturdly variesin direct proportion to the skill of
the would-be armorer. For game purposes, several layers of heavy cloth or furs can be
considered padded armor for the purposes of determining a character's base armor class.

Padded armor, being little more than multiple layers of clothing, tends to soil and wear
out easly. Although newly fashioned sets may sl chegply, padded armor must be
replaced often, even if it iswell cared for. Lice, swest, dirt, fleas, and insects al take their
tall.

If the DM judges that a set of padded armor has seen its last days, the armor class of
the armor drops one place (AC 9). The armor, now rotted and torn, is little more than
bulky clothing. Importantly, heavily soiled armor reduces the wearer's saving throws
againgt disease and disease-causing speisby -2.

Under idedl conditions, a set of padded armor should be replaced monthly. However,
when traveling through heavily infested swamps or in mongter-laden forests, padded
armor may require replacement as often as every few days. Onany long journey, spare
sets of padded armor should be taken along asif they were spare sets of clothing. Too
much frugdity before ajourney can lead to much discomfort later.

Naturaly, those who have no access to better armor try to make the best gppearance
whenever they can. Nobody wants to appear cheap or desperate, especialy when they
are. Therefore, decorating one's padded armor is the most common form of "upgrading”
the appearance of onés forces. All armies and nations have banners and shields adorned
with their own colors, and these colors are often repegted in intricate patterns on their
padded armor. Thisis most often seen when the local king or noble quickly recruitsthe
locd farmers militiato defend hislands or aid him in launching an assault. The wives,
sgers, and daughters quickly whip up anything they can to protect their ill-trained
husbands, brothers, and sons. The colors of the lord are either quilted into the design of
the armor in checkerboard fashion, or painted or dyed onto the hastily prepared



protection.

In smilar fashion, the most nefarious of evil knights have been known to use quilted
armor to camouflage their own soldiers as peasants of the opposing ranks, taking devious
advantage of the militia's known lack of combet training.

Thisisonly one of many reasonswhy O-leve fighters are neither feared nor respected
by the armed forces. Certainly in the case of padded armor, one can tell aknave by his
uit.

Leather Armor (AC 8)

Description: Leather armor, despite the popular misconception, is not soft and supple
like the leather used to make aranger's boots or adruid's robe. That kind of leather offers
no better protection than common clothing.

Leather armor is actually strong and stiff, having been hardened in boiling oil and then
stretched over awooden or stone model of a man's or woman's chest. The resulting
breastplate and shoulder guards are combined with atunic or kirtle and, in colder climes,
leggings of wool or soft leather.

Campaign Use: Thisisthe most common form of "modern” armor. The materids
(leather and oil) arereadily avalablein al civilized lands. Only the techniques for
boiling and shaping the lesther is necessary, and thisis not a difficult fest for a
leatherworker.

Thisarmor is both inexpengve and durable. While the leather is extremdly giff, it is
never fashioned into anything larger than a breastplate, which keeps redtriction of
movement to aminimum. Naturaly, this arrangement means leather armor affords no
protection to the joints, but thisis true of most types of armor, and isachdlenge dl
civilized races have been atempting to overcome since wars began.

In severe combat Situations, leasther armor may need to be replaced weekly. However,
the armor is eadily cleaned, reasonably unaffected by weether, and ressts al but the
Severest of abrasons. This means agood set of leather can be worn daily for many
months without need for replacement. Many retired warriors and middle-cass militia
have a set of leather armor stored away that they take out and polish at least annudly.

Because raw |leather comes from a by-product of medievd daily life (i.e., eating beef
and other meats), in civilized societies leather armor is very common. Even rurd
communities have little trouble manufacturing leather armor for the troops within afew
days.

Cows are not the sole source of hide for tanning. Horses, sheep, and camels can be
used just as eadily. In short, the creature must have athicker skin than that of anormal
man, but not quite asthick asthat of an dephant of bear. The skins of these well-
protected creatures, when tanned, becomes hide armor (q.v.).

Irregular human forces (e.g., militias and levies, freemen, commoners above peasant
level, barbarians, light infantry, and marines) are the primary users of leather armor, for
the following reasons. A) leather armor is dragtically chegper and more readily available
than metd armor; B) the armor can be worn for long periods of time without leading to
increased fatigue or disease; C) the method or protection is so Smple that many armies



can make new sets of armor from cattle seized in newly raided territories, often scant
days before mesting the defenders in battle; and D) they can be stockpiled for years
without the excessive maintenance required by metal armorsthat are prone to rust.

Another benefit of lesther armor, much extolled by those of a more disreputable
persuasion, isthe ease which it can be slenced. While lesther armor is not typicaly
noisy, its buckles and fasteners tend to rattle and clink. Unlike meta armor, leather armor
iseasly muffled by dothing and as such makes little sound during norma movement.
Additiond layers of clothing further dampen sounds made by the wearer while hiding.
More rouges than can be counted owe their lives to muffled leather armor.

The freedom of movement, adequate genera protection, lack of noise, high
availability, and low price make this the armor of choice for the generd human
population.

Studded L eather Armor (AC 7)

Description: Studded leather armor has little in common with normal leether armor.
While lesther armor is a hardened shell, studded lesther armor is soft and supple with
hundreds of metd rivets affixed. The rivets are S0 close together that they form aflexible
coating of hard metal that turns asde dashing and cutting attacks. The soft leather
backing is little more than a means of securing the rivetsin place.

Campaign Use: Studded leather armor is known as "poor man's mail" because of its
metdlic components and low price. It is more common among the generd population
than most people would first believe because, unlike other types of mail armor, studded
legther isrelaively easy to make.

While a soft leather backing is the most durable and comfortable, any stout cloth can
be used as a backing for the rivets. The rivets themselves are aso easy to acquire, as
everything from nails to pebbles have been subgtituted at one time or another in times of
desperation. In generd, aslong as the backing is secure and the rivets are hard enough to
withstand a glancing blow, the armor so comprised should be consdered studded lesther
for purposes of weight and protection.

Studded leather, like brigandine (described later), is commonly worn by pirates and
other seafarers. The protection afforded is better than normal lesther armor, which isan
important point during sea. combat when a shield may not be practical (ashidd is usdess
when dimbing or fighting in aship's rigging).

With regard to swvimming, the weight of studded legther is gnificantly lessthan metd
armor, and the flexibility of the soft leather backing is better for such demanding activity.
Indeed, for short timesin the water, it is as easy to maneuver in sudded legther asit isto
movein anormd leather breastplate. Therefore, most sea-going mercenaries and pirates
prefer to wear studded leather as their dl-purpose armor. Trained marine contingents,
however, whose main function is boarding, usualy wear norma legther and carry a
shidd.

Miserly merchants, who shave pieces of gold more than they like to admit, will often
buy studded leather to outfit their hired guards. However, these copper-pinchers pay for
the protection one way or another, as studded |eather tends to wear out rather quickly.



Not only does the soft backing wear out as quickly asthick clothing, but the metd studs
can be affixed only by driving them through the leather, congderably weskening the

overdl grength of the backing. Eventudly, the holes open up and the rivets drop out.
Studded |eather is dso prone to the same problems of swest, grime, and insects as padded
armor (Q.v.).

Spiked L eather

A vaiation of studded leather that is sometimes seen among barbarians of northern
climes (and, oddly, among some hill giant dans) is spiked leather. Much asit sounds,
spiked leather armor is studded legther armor in which the rivets have been augmented by
sharp spikes. (Mogt intelligent beings would be worried about mounting spikes into their
armor, just in case they should trip and fall, not to mention the problems packing or
goring the armor).

Overbearing and grappling while wearing such armor inflicts additiona damage based
on thewearer'ssize. A samdl creature inflicts 1- 2 points of piercing damage, a man-sized
cregture inflicts 1-3 points, and alarge creature inflicts 1-4 points. These vdues are
considered for each individud attack, not for every round that a creature is grappled.

Spiked armor is usualy made specidly for the wearer and costs about 150% of the
price of anorma set of studded legther.

Spiked armor is occasionaly used to equip gladiators, pit fighters, and other

specididts.

Hide Armor (AC 6)

Description: Hide armor is made from the thick hide of a very large anima (an dephart,
for example) or from many layers of normd leather from common animds, like cows.

Campaign Use: Hide armor is much too thick, heavy, and inflexible to be used much in
the advanced human cultures. Its weight is comparable to chain mall, but its protection is
less. However, among the barbaric humanoid masses throughout the dark forests and
misty jungles of the world, hide armor is common.

Because of its smple congtruction, any race with Low Intelligence or better can make
suitable hide armor. All that is required is a dead anima and someone to wear its skin.
Since no effort to tan the hide is necessary to get basic protection, creatures with adesire
for excdlent protection a afair price (i.e., usudly free) find hide armor ided for
everyday use. Proper tanning, of course, improves the armor's life (and acceptance in
polite society).

The smdl of untanned armor, as any ogre can tedtify, is something awarrior must get
used to.

As mentioned in the section on leather armor, the stiffness that results when hide armor
dries completdly isn't considered a drawback by humanoids. (In fact, without that
diffness, the hide would lose one level of armor class protection.) For only alittle bit of
work, any humanoid worth his hit dice can start adventuring at AC 6 and begin hunting
for ashield.



Ironicaly, while leather armor may dlow greater freedom of movement, durability,
and amore pleasant appearance and smell, hide armor is actudly two levels of protection
better (AC 6 instead of AC 8). It illustrates that humans trust their dexterity and
intelligence to ad in avoiding wounds during combat, while less-intdligent humanoids
typicaly rely on reducing the chances of avitd strike with athicker armor.

Like padded armor, hide armor is often decorated to show tribal alegiances.
Commonly, the type of creature used to make the armor is sufficient to denote clan
dliance, as with the Hydra clan fire giants or the Black Bear ogres.

Unique to the humanoid racesis the habit of affixing some part of one's notable kill to
one's hide armor. While this doesn't affect the armor classrating of this armor in any
substantid way, it does tend to make one less popular around the civilized campfire but
more important around the humanoid or barbarian camp. Importantly, these trophies,
which often include such gridy things as skulls, scalps, teeth and claws, are consdered a
sgn of ferocity and ruthlessness and are therefore seen most commonly among high
leaders and shamans.

The equivdent of hide armor among humans and demihumean races is layered |leather
armor, wherein many layers of norma leasther armor are bonded to one another to form a
heavy, thick plate of protection. Thisarmor is consdered hide armor with regard to
weight and cogt, but does not suffer the problems of odor and disease seen in hide and
padded armors.

Few human cultures employ hide armor extensively. Most notably, certain northern
barbarian tribes commonly wear thick hide armor. Some of these tribesmen actualy
believe that the hide armor gives them anima-like sirength and powers, and that human
amorslike chain and plate mail actualy rob them of their innate combet ingtincts. While
this may be dismissed as ignorant supergtition, there are shamans of the northern wastes
who tell greet taes of famous suits of hide armor, blessed with the spirits of the animals
from which they came.

Whether or not pecid hide armor exigts (like the White Skin of Umpluutu, which
dlows the wearer to shapechange into a polar bear) is up to the DM, but hide armor
offers unique avenues in a barbarian or primitive campaign.

Scale Mail (AC 6)

Description: Thisisacoat of soft leather covered with overlapping pieces of metd,
much like the scdes of afish. It isjust as heavy as chain mall, but offers dightly worse
protection. It has no sgnificant advantages over hide or brigandine armor.

Campaign Use: Scde mail isan old type of armor, much like splint mail (described
later). It never became popular in western medievad culture for very long; its production
was found to be too time-consuming and thus less efficient to make in comparison to
other armor types. In the AD&D® game context, scale mail is most common in Dark
Age periods, in foreign cultures, or in those areas where its materids are unusualy
plentiful.

Some human cultures, notably those smilar to the Byzantines and other eastern and
southern kingdoms, did not pursue the evolution of armor made of large plates, but rather



chose to make use of smal plates. Where metd is not forged but isinstead cut from
sheets of maleable metd ores, the technology of scale mail and its successors (splint,
brigandine, and banded armor) predominates.

Thisisnot a matter of primitive versus civilized, but rather two separate approaches to
the same problem. Where western cultures stress protection, eastern cultures seek to
maximize flexibility (and vertilation in the hotter dimates).

The scdesin scale armor are made smdler in order to make the suit more flexible and
comfortable when worn. Indeed, in this respect, scae mail far exceeds either plate or
banded mail.

However, dl those scales require more maintenance, as the more items attached to an
armor's backing, the greater the chance some will fal off. Scae armor not properly
maintained loses one level of armor class protection.

Scale mail suffers the same problems of dirt, grime, lice, and odor that studded |esther
and padded armor suffer.

Scae mail does offer protection as good asthat of brigandine for the same price and at
a comparable weight. The choice between scale mail and brigandine armor islikely to be
determined by the nature of the culturesin the DM's campaign world.

Sea EIf Scale Mail

Themost intricatdly consiructed demihuman scale mail isfound in the undersea
kingdoms of the sea elves. More as a matter of gppearance and ceremony than for
additional protection, the sea €lves adapted the idea of scale mail to their own peculiar
designs. Thelr armor can be worn underwater, asit is made of metas that do not rust, and
the scales are affixed to a backing of edl-skin, which does not disintegrate as lesther does
in sat water. Brought forth only in times of war or of great ceremony, this expensive
armor isworn only by the noble even dite.

This scale mail is unique among others for its beautiful Slver coating. Some armorers
wonder whether this coating is Slver, platinum, or even mithril. It is generdly agreed that
the rare scde mail of the seadvesis nearly as vauable as dven chan mal (q.v.).

Coin Armor

A vaiant of scde mall isarmor made with the common coins of the redim. This coin
armor is seen only rardy, and then usudly among dignitaries and high generds. Each st
of armor can stock a large quantity of coins (up to 1,000!). Rarely are they stolen,
however, as the people who are rich enough to wear them are aso rich enough to see to
their persona security.

There are many variations possble, from armor scaled wholly of gold or slver coinsto
mixed suits wherein the coins themsalves are arranged in a persond, family, clan, or
other herddric pattern.

Brigandine Armor (AC 6)

Description: A development of both scale mail and studded |eather, brigandine armor is



composed of alayer of smal meta plates riveted to an undercoat of soft leather, thick
cloth, or coarse canvas. A further overcoat of cloth is gpplied to the exterior of the suit,
meaking for alayered protection thet is lighter than scde mail. An dternative
configuration isfor the plates to be sandwiched between two layers of soft leather.

Campaign Use: Brigandineisalight armor of composite congruction, often worn by
brigands and other rogues. The armor is essentiadly avariant of studded leather with an
overcoat of cloth. The cloth covering serves both to strengthen the entire framework as
well asto make the armor less conspicuous from a distance. Brigandine armor is quieter
than chain, splint, or banded mail, but less quiet than studded leather or leather armor.

Brigandine weighs more than hide but less than scde mal. It is generdly more flexible
than hide, but its three layers make it somewhat Siffer than scde mall.

Brigandine armor is generaly the best armor a run-of-the-mill village armorer can
make and gtill get good results. For anything with a higher armor dlass, a professond
master armorer is required. This means that brigandine armor isthe highest leve of
protection afforded many low-level AD&D® game cultures and campaigns.

This represents the limit for the early Middle Ages period AD&D campaign. If a
campaign resembles the Dark Ages more than the Age of Chivdry, scde mail and
brigandine armor probably represent the pinnacle of persond armor.

Pirates and bandits (i.e., brigands) find that brigandine can be made from anything on
hand from sails to canvas sacks, and from coinsto brass shavings. Such armor il offers
decent protection againgt most dashing attacks (the most common types encountered in
these professions).

As mentioned, brigandine is easier to muffle than most metal armors and mails and
thusisthe armor of choice among many rogues and the less reputable members of the
campaign society.

Rangers often own a set of brigandine as afield combat backup to their normal armor
of either sudded leather or leather. Poor or novice rangers and warriors might be able to
afford or acquire brigandine armor when other armors might not be accessible.

Brigandine armor can aso be useful for smugglers, dlowing items to be concedled
within its multiple layers. Not only coins and precious metals might be concedled, but
treasure maps, persona defense traps, and concealed wegpons are al possbilities for the
clever character. Whether these are actua machinations of devious minds or just rumors
spread to discourage persond thievery is a subject of some debate among adventurers and
legd authorities.

What isknown isthat it is possible to conced such items, ether within the padding or
by interleaving them with the meta plates. This potentid for use (or abuse) of brigandine
armor in the campaign should not be overlooked by the DM or player. Secret pockets for
use by thieves or pretidigitators might be revedled in the heat of combat, or locdl
authorities may miss avauable clue the PCs are lucky enough to discover on their own.
Much like gnomish workman's leather (described later), an adventurer's set of brigandine
may hold many welcome or unwelcome surprises.

Chain Mail (AC 5)



Description: Chain mail is made of interlocking meta rings. It is dwaysworn over a
layer of padded fabric or soft leather to prevent chafing and lessen the impact of blows.

Campaign Use: Chain mail is the standard medium armor in mogt fantasy campaigns. In
many places, it is so common that the price of agood suit of chain mail may actudly be
chegper than less sophisticated armors like scale mail and brigandine. This makes the
goped of chain mail armor very high indeed.

Chain mall isonly dightly heavier than hide or brigandine armor and much lighter than
any of the plate armors. Important to the wearer, however, isthe fact that the weight of a
suit of chain mail does not rest evenly upon the body. Rather, most of the burden of a
chain auit rests upon the shoulders, making chain armor fed heavier than it redly is.

In game terms, this means chain mail can be worn for only about aday before the
shoulders of even the strongest warriors begin to fatigue. Experienced warriors usudly
carry asecond set of lighter armor (often leather or studded |eather) for use when
traveling or at night when not on watch.

Optional Rule: Prolonged shoulder fatigue from wearing chain mail more than one day
a atime affects combat (-2 to hit) and leads to headaches and backaches.

In generd, chain mail isworn by mid-leve fighters, guardsmen, mercenaries, and men
at-arms with some officid cgpacity. The price of chain mall is equivaent to many years
income for most peasants, and is thus out of reach for most common folk. However, some
middle-class families have a st or two of heirloom chain mail armor handed down from
glorious days past for use in dangerous days to come.

Typicdly, town guards and noble patrols are bedecked in chain mail armor. It is perfect
for short duty tours and gives the noble warrior agreat advantage over the loca rabble.
Just the difference between chain mail and leather armor done can give the officer a
ggnificant advantage over mogt ruffians. Anyone wearing chan mail armor with any sort
of herddic crest or uniform is usudly assumed to be alocd officid of some kind by the
experienced and perceptive traveler.

In generd, chain mail isthe basisfor dl of the more advanced and more protective
amors found in most AD& D® game campaigns. The potentidly low cost of chain mall
isareflection of the fact that many sets of chain mail are bought as a base for banded
mail and the more sophidticated plate armors.

Because chain mail armor is not usudly worn for long periods a atime, its underlying
padding rarely suffers the problems of padded armors. The metd mail, however, will rust
if not oiled and scrubbed with awire brush weekly. After amonth of neglect, chain mail
amor loses one leve of armor dasssnceit isno longer asflexible and links may have
begun to rust. (Naturaly, this applies only to ferrous armor mail and not to chain mail
constructed of non-ferrous metals).

Chain mall is certainly the best armor value for adventurers who cannot yet afford the
heavier armors.

Ring Mail
Thisform of chain mail is made by sewing large meta ringsto alegther or cloth
backing. Ring mail has the same role in early-period campaigns that chain mail hasin



later ones. In later campaigns, it is more expensive to buy than chain mail, weighs a
comparable amount, provides worse protection (AC 7), and suffers dl the maintenance
problems of padded and studded |eather armor. Few human groups, other than town
militias and bandit gangs, use ring mail to any significant degree.

Banded Mail (AC 4)

Description: Banded mail armor is made of overlapping horizonta grips of laminated
metd sewn over abacking of norma chain mail and soft leather backing. Lamination in
this context refers to a process in which many thin sheets of meta are hammered or
riveted together to form each individua metd grip.

Campaign Use: Thistype of armor is most commonly worn by eastern warriors and
would be as common as plate mail in a culture based on the Turks, for example, late
period Mongals, or the Japanese.

In awestern campaign, banded mail can be considered to be the precursor of plate
armor. Since banded mail inevitably will have gaps between the metd srips, however,
the total protection of vital areasis not quite as good as heavier plate armors. Theresult is
the dightly poorer armor classrating of banded mall.

The grength and flexibility of chain mail makesit ided for protecting the jointed areas
where large metd plates are traditionally incapable of providing adeguate protection.

One advantage of this metd-and-chain arrangement over chain mail doneis the fact
that the congtruction of banded mail naturdly restricts movement of the metd plates
across the torso. The beneficia Sde effect isthat the weight of the armor is more evenly
distributed on the wearer, making it easer to wear banded mail for longer periods of
time.

In game terms, while banded mail does have an overdl higher leve of protection than
norma chain mall, the durability of banded mail, especidly at the joints, is about haf that
of astandard suit of chain. While afine set of chain armor might last Sx months or more,
a st of banded mail rarely lasts three months, even with constant upkeep.

Much like chain mail, ferrous metal bands are subject to rust. However, since the metal
grips found in banded mail are dready inflexible and designed to remain that way, the
armor class of rusty banded mall is no different from that of a new suit. However, the
estimation of one's peers would certainly be diminished, as awell-tended suit of banded
mall can gleam most beautifully if cared for properly.

Splint Mail

Splint mall isavariant of banded mail in which the metd drips are gpplied verticdly
to the backing of chain, leather, or cloth rather than horizontally as in banded mail. Since
the human body does not swive in mid-torso as much asiit flexes back to front, splint
mail ismore redrictive in battle.

In gameterms, plint mail isto banded mail as scale mail isto brigandine: splint mail
isthe syle of the earlier and less efficient armoring techniques. Much like scale and ring
mal (g.v.), plint mail will be used by the less advanced cultures and poorer warriors. Its



relaively low street price in awestern campaign when compared to banded mail and
even chan isdueto the fact that few western warriors will even touch a set of splint mail
unless they are destitute or desperate.

The protection splint mail affords is equivaent to that of banded mail, but it is much
more fatiguing to wear in alengthy battle. Furthermore, broken splints tend to work
inward toward the wearer in the course of a battle. More than afew warriors have found
themsdlves painfully cut across the ribs when broken banded mail would have merely
shifted up or down. Maintenance problems for splint mail are otherwise the same as for
banded mail.

For characters with alight purse, splint mail can be picked up in seedier armor shops.
Its price makesit ideal for adventurers who want the extra bit of protection over chain
mall.

Bronze Plate Mail (AC 4)

Description: The softest of the true plate mail armors, bronze plate mail is made of
heavy metd plates attached to alayer of brigandine or composite layers of metal scaes
and leather or padded armor.

Campaign Use: Higtoricaly, by the time the armorer's craft had advanced to the point
that plate mail had become common, steel had replaced bronze as the best metd for
congtructing a'mor. Thus, aside from ceremonia armor, most bronze plate mail appears
in areas where copper and tin are plentiful and iron israre. In genera, since bronze plate
mail is designed to be lighter and more flexible than normd plate mail (g.v.), bronze plate
armorers use lesther and padding under the bronze plates instead of the heavier chain
mall. Also, to reduce the overdl weight of the armor, there are no bronze plates attached
to the moveablejoints. A large bronze breastplate and greaves are often the only
difference between bronze plate mail and bronze scae or brigandine armor.

Bronze plate offers better protection than normd brigandine or chain mail and alower
price tag than standard plate mail. Since bronze plate is usudly backed with stiff |ayered
armor rather than loose chain mail, bronze plate mail isn't as flexible as banded, splint, or
plate mail.

Who would use bronze plate mail in a sandard campaign, when so many other
dterndives exis? Plate mail, as will be discussed later, isasign of nobility to the generd
population. What does the lowly peasant or innkegper know of the advantages and
disadvantages of various types of plate mail? Little to be sure. In fact, thisarmor isone
piece of equipment whose price is not determined by its true value in combat but by its
perceived value to persons around the wearer.

Any knight worth his salt acquires full plate armor (qg.v.) as soon as he can, even if it
means seling prized items of magic or a stout warhorse. If aknight can scrape up 400
gold pieces but can't get the extra 200 gold piecesto buy ared set of plate, bronze plate
isthe only red choice open to him.

More than afew low-level adventurers with perhaps allittle too much gold to spend and
not enough experience or training in such matters often are cheated into buying bronze
plate mail that has been painted slver. They immediately lose 200 gold piecesin the ded



by taking home the inferior armor. After even one such sucker-sde, the charlatan
sdesman skips town for afew weeks or movesto a different part of the city. Naturdly,
such gullible warriors usudly don't discover their mistake until the heat of battle, when a
wegpon gtrike that would have bounced off ared set of plate mail dents or cuts through
the bogus plate. Caveat emptor!

Not al bronze plateis part of ahoax or scam, however. There are versions of bronze
plate used by cultures who for one reason or another haven't learned the fine art of
forging iron and sted. Thereis much precedent for thisin history and fantasy, and many
advanced cultures have logt the art or never struck the right mix of metas throughout
their long higtory. These cultures may have developed the skill of forging bronzeinto a
high art, making armor that looks like gold but weers like sted!.

Note that these types of bronze mail last much longer than the typicd medieva forms
and may have abacking of solid bronze chain and leather. These suits wear like redl
plate, and the relaive softness of the metd is often worked into a decorative design. Easy
to emboss with ones family crest or triba insgnia, well-worked bronze shines like gold
and can be polished to the sheen of amirror. Some tribes have literdly won entire baitles
on the digtracting beauty of their exquisite armor aone.

Plate Mail (AC 3)

Description: Plate mail isacombination of chain or brigandine armor with metd plates
covering the vita areas such as the chest, dbdomen and groin. Smilar in congtruction to
bronze plate mall, true plate mail comprises heavy sted plates riveted to asturdy backing
of chain and leather. These metal plates are often better constructed than those found in
bronze plate and banded mails, relying on superior metalurgy and advanced lamination
techniques to produce alightweight sted with excellent combat characteristics.

Brigandine backing for this type of armor is rare, because the stiffness of brigandine
armor makes this type of backing an unpopular choice among plate armorers and warriors
dike.

For al of these reasons, plate mail protects the human body more effectively than
bronze plate malil.

Campaign Use: The development of plate mail herdded the beginning of the age of
chivary and knighthood. Associated most often with classic French medieva culture, the
names given to the segments of plate mall reved their French origin to this day.

The most important metal plate on the armor is cdled the plastron-de-fer, or
breastplate. It protects the vital chest and abdomind areas from attack. Typicaly, the
shoulders were protected by metal shoulder guards called epaulieres. Lower leg
protectors, caled grevieres (or greaves), and metal-plated chain gloves, or gauntlets are
aso common accessories to a plate mail suit. Any manner of helm is aso desirable (see
the section on HEmMs).

Pate mall is the most common form of heavy armor in fantasy campaigns. It provides
maximum protection for afraction of the cost of field or full plate armor, and can take
month after month of grueling combat punishment. It is only moderately heavier than
banded or chain mail, and because of its custom fitting and sturdy straps, wears easier



than ether.

Because the plates are carefully fitted to combine with the chain suit beneeth, the layer
of leether or padding benegth the chain is often much thinner and more flexible than thet
found in banded or brigandine armor. Many long years have gone into perfecting the
congruction of plate mail, which makes even the most basic of suits awonder of
medieva engineering. With regard to cog, the purchaser of a set of plate mall may have
to fork out a consderable sum of money compared to banded mail, but no wearer of plate
mail doubts for long the value and summary wisdom of his purchase.

Knights, roya guards, and mercenary captains often wear plate mail. Even as a prize of
baitle, plate mail isinfinitely easier to fit to anew owner than either fidd or full plate
armor. Plate mail isthe preferred protection of the vast percentage of the world's most
experienced warriors, because it is not nearly as cumbersome to don or remove as other
heavier types of armor.

It isamatter of pride among many kingdoms that even the dightest improvement to
the generd plate mall desgn was quickly attributed to the armorer who invented the
dteration and the king whose wisdom it was to accept the change.

As such, mogt sets of plate mail were constantly upgraded throughout the known
world, and now are very Ssmilar indeed. In fact, the perfection of the basic plate mail
design was S0 nearly complete that many armorers had dready begun devoting mog, if
not dl, of their time and resources to working field and full plate armor with Smilar care
and precison.

Pate mail is the heaviest armor commonly used by adventurers, both as a matter of
pride and for the generd necessities of daily use and efficiency.

Field Plate Armor (AC 2)

Description: Fdd plateis actualy amore commonly used form of full plate armor
(described later). It consists of shaped and fitted metal plates riveted and interlocked to
cover the entire body. Like plate mail, aset of field plate usudly includes gauntlets,

boots, and a visored hdmet (see Helms). A thick layer of padding must be worn under the
armor.

Campaign Use: Thisarmor israrely used, except by noble knights on amilitary
campaign. In theory, the bulk of a set of field plate armor is so evenly distributed over the
whole body that the encumbrance rating of field plate compares quite favorably with that
of plate mail and banded mail. In practice, the increased protection is paid for with
reduced mobility and increased fatigue.

Each uit of this extremely rare and expendve armor is custom-made and fitted for its
prospective wearer. Only amaster armorer can create field or full plate armor, and only a
master armorer can re-Size captured pieces of a suit for anew owner. The new owner
must be of at least asmilar Sze and build as the previous owner, or the effort required to
modify the piece in question exceeds the expense and effort necessary in forging an entire
new set.

Asde from its expense, the main disadvantages of field plate armor are the lack of
ventilaion through the suit, which make moisture and fungus a problem, and the time



required to put it on and take it off. As detaled in the AD&D® 2nd Edition Player's
Handbook, 1d6+4 rounds are required to dress in field plate armor with outside
assistance. Triple that amount of timeisrequired if the wearer isaone. Smilarly, it takes
1d4+1 rounds to remove such armor, and half that time (fractions rounded up) if pressed
for time or asssted by an attendent (see Full Plate Armor).

Field plate armor istypicaly used by the high knights of a kingdom, like King Arthur's
legendary Knights of the Round Table, for everything except forma ceremonies and
triumphant battle celebrations. Full plate armor is reserved for such occasons where style
ismore important than combat.

Field plate can be fixed much more chegply and easily than full plate, and is built to
withstand the rigors of long-term use and combat. The entire body is encased in meta
plates, and even the joints are protected with metal caps and sturdy chain mail. A grest
helm bearing the emblem of the house or name of alegendary knight is common and is
one of the few ways a knight can recognize afriend or foe from a distance.

Feld plate, while expendve and paingtakingly crafted by master armorers, isnormaly
not adorned with many trgppings or embellishments. Since legendary knights make a
habit of battling great armies and dragons dmost dally, their armor rardly lasts longer
than a year without needing to be completdly replaced.

A DM may decide that being dlowed to wear fidd or full plate armor isa sign of
nobility or knighthood in his campaign. In such campaigns, wedthy warriors had better
have alegitimate noble crest or recognized roya patron before parading themsalves about
town.

Optional Rule: Thisrule may be invoked if aplayer ingsts on wearing badly repaired or
patchwork plate mail. Following every strong jolt to the wearer, whether from agood hit
in bettle or afal from adliff, the materid binding the patchwork plate to the backing (as
dated at the time of repair) must make a saving throw versus Crushing Blow. Failure
means the plate fdls off, while success means the next saving throw is made with a-1
pendty to theroll. Note that this pendty is cumulative, so any patichwork plate is bound
to fal apart eventualy.

Full Plate Armor (AC 1)

Description: Full plate armor is the best armor awarrior can buy, both in appearance and
protection. The perfectly-fitted interlocking plates are specidly angled to deflect arrows
and blows, and the entire suit is carefully adorned with rich engraving and embossed

detail.

Campaign Use: Suits of full plate armor are as rare as powerful magicd itemsin most
fantasy campaigns. Magica sets of full plate are artifacts to be treasured and hidden
away, the objects of glorious quests.

In most campaigns, the number of sets of full plate armor can be counted as easily as
the numbers of crown knights who owe their dlegiance to the king. In many kingdoms, it
isacrimeto possess a set of full plate armor without roya permisson, asawise king
keeps any armorer capable of such craftsmanship at his beck and call.



Full plate armor is one of the greatest gifts agreat lord can bestow upon hisfollowers.
It isaprize as coveted for the status it confers as its monetary vaue. A auit of full plate
armor will often be a gift presented to great knights upon greet service to the redm, or as
an incentive to attract aknight errant of unquestioned prowess to the king's privete circle.

In addition, full plate armor is the mogt technologically advanced armor avallablein
the later medieva and high chivary settings. The specid touches and custom
enhancements added by the few living master armorers are what give full plate armor its
increased armor class rating over the more traditiond forms of fidd plate. At pricesthat
dart at 4,000 gold pieces for asmple, unadorned suit, full plate armor represents the
crowning achievement of the armorer's ultimate god--to forge for man anew skin of
stedl, asflexible as his own, but as invulnerable as anything in the land.

Thisincreased protection comes only with a price. While full plate armor wears well
when correctly fitted, it is cumbersome to don or remove without assstance. Herein
enters the attendent.

For mogt knights, the attendent isavassd or squire who tends to the knight's every
need. He sharpens his lord's sword and brushes his horse. However, the grest knight
chooses his attendent carefully, for he knows his life may depend on this decison.

Without the assistance of a capable attendent, a knight requires 1d10+10 rounds to don
hisarmor. An attendent cuts thistime by half. As most combat veterans know, cutting the
average amoring time in half can mean the difference between being at the battle and
missng it entirdy!

Warriorsin ahurry can cut this dressing time by haf again. The ramifications of this
haste is that a knight and his attendent who are extremely lucky might, at best, be able to
get dressed in only 3 rounds (i.e., best roll of 1, add 10 equas 11 rounds; 11 rounds cut in
half for attendent's assstance equds 6 rounds; 6 rounds haved again for rushing yields 3
rounds).

However, aknight hurrying in this manner suffers pendtiesin combat. His straps are
not adjusted correctly, meaning his plates are too loose or too tight and will hamper his
overdl effectivenessin battle. The knights suffersa-1 to al attack rolls and hisarmor
class likewise drops one place, meaning his hasty dressing has given him armor
equivaert in protection to that of field plate armor.

If aknight discovers that his loosefittings are causing him to miss his mark or be
struck by his enemies too often, he need only spend as many rounds tightening his straps
as he neglected by rushing his preparations (twice that if unattended, of course).

Example: Sir Hujer rollsa 6 on 1d10 when attempting to don his armor, thus needing
16 rounds. An attendent reduces this to 8 rounds, and rushing reduces this further to 4
rounds. The rushing pendtieswould be removed if Sir Hujer took 4 rounds (attended) or
8 rounds (unattended) to readjust his armor.

Gnomish Workman's Leather Armor (AC 7)

Description: Gnomish workman's lesther armor is avariation of high-quaity gnomish
leather armor (as described in the Equipment Chapter of The Complete Fighter's
Handbook). Gnomish workman's legther is adorned with dozens of tiny tool holders and
pouches, typicaly filled with the most bizarre collection of coins, nails, tools, wegpons,



widgets, and sprockets ever assembled on one body. For this reason, a set of gnomish
workman's leather provides protection identical to studded leather armor.

Campaign Use: Typicdly, gnomish workman's leather is as silent as normd high-qudity
gnomish legether armor (no Thieving Skill Armor Adjustment). However, thisis before a
gnomish workman has gotten anywhere near it. Aswith most things of gnomish design,
the whole is arather sundry compilation of many digointed parts.

Strange inventions, secret compartments, locked and trapped pockets, and adizzying
array of tool holders and layered item racks are added, modified, moved, and
camouflaged dmost daily. From week to week, a gnomish workman's asamor may change
dragtically in gppearance and function. The armor has a stowage capacity of 10 Ibs., up to
haf of which can be consdered hidden.

Importantly, the specia benefits of gnomish high-qudity leather armor are lost when a
gnomish workman begins collecting items to tuck into this lesther garb. While afew
items on the belt do not sgnificantly ruin this feeture of the base armor, enough gadgets
to dter the armor class cannot help but clink and bang into each other, crinkle and sall
out when the owner bends over, or accidentdly drop off or explode in the most heated
bettle or flight.

Outside of gnomish society, this type of armor has been rarely seen by non-gnomes.
Humans and dvesrarely stedl things they cannot use, unless hired to do so, and dwarves,
who might squeeze into a auit if offered, find the concept distasteful and the appearance
much too garish for their otherwise stoic tastes. Halflings have displayed a weskness for
the many secret compartments found in gnomish workman's legther, and hafling thieves
in particular might treasure this type of armor above adl ese. Indeed, the black market for
gnomish workman's legther is rumored to be funded entirely by hafling-run thieves
guilds Thisonly adds fud to any fires of discontent between hafling and gnomish clans

In human settlements and cities, gnomes only don workman's armor when working
privately, deep in their secret workshops. Since no one around them ether appreciates or
respects the trappings of "master craftsmanship,” there seemsto be little need to flaunt
them.

Within the gnomish clan, however, there is a constant competition between dl gnomish
craftsmen, among both masters and gpprentices. In some clans, the competitions have
become formalized, with actua categories (most items carried, best persond trap, most
secure pouch, nicest appearance, etc.) and prizes (clan contracts or a specia badge to be
sewn onto the armor). These contests are held on high festiva days, much like a
merchant's bazaar (just another specia guild tradition to confuse the newcomer or
overnight visitor).

In the largest of clans, many competing craftsman's guilds might sponsor and support
individuad designs or candidates. Every craftaman in the hal will spend long nights
tinkering with his own armor to emulate or duplicate the desired effect. Those who
succeed will claim partid credit for "testing and perfecting” the basic design. Those who
fall might offer smal sums of gold for the secret of the new invention.

Elven Chain Mail (AC 5)



Description: Elven chain mall isthe only form of armor made of alegendary even dloy,
alight-weight sivery sted of great strength. Even without enchantment, elven chain mail
istypicaly haf the weight of its human-forged counterpart.

Campaign Use: The dves guard the secret of making even chain mail with more

ferocity than they protect even their own children. In the entire multimillennia-long

history of the elven race, the number of elven armorers who learn the secrets of forging
elven stedl can be counted on but one hand. Needless to say, these magters of the art tend
to be ancient in the extreme, and the choice of an gpprentice comes but once every
thousand years. Thisisthe highest honor accorded to any single ef, save being chosen by
his peersto lead the elven race.

Apprenticeship is not a gift bestowed by the wedthy or powerful, but chosen by
magica testing in a secret ceremony. Some outsiders would argue that the training makes
the armorer, but tradition holds great sway in even circles.

Human and dwarven armorers have been able to divine at least some of the secrets of
the even armorers, but not the most important ones. They know, for example, that mithril
dlver, that part of mithril which givesthis purest of metasiits glimmer in the moonlight,
is somehow dloyed with other materids. The process of aloying has never been
duplicated outside of an even magter forge, so most armorers believe some form of
magica manipulation isinvolved in the process somewhere. Furthermore, anyone hoping
to forge even armor must be able to see the magica emanations radiating from it. While
this may be done artificialy through magic, this task is geared more toward the elves
natural eyesght. Drow armorers (described later) work under smilar conditions.

Naturaly, when one has a thousand years to perfect the skills for one'sjob, just about
anything iswithin grasp. The dwarves cdl this an unfair advantage, while the humans
don't even bother trying anymore. Life istoo short, they fed, to waste time on cregting
something that would be easier stolen or discovered in adragon's horde.

Elven chain mail is used by even troops, both cavary and infantry. It is common
among the grey (faerie) elves and advanced even cultures, but |ess common among the
high dves. It is extremely rare anong the wood elves.

Since the materid is S0 strong and vauable, in those rare ingtances when a uit of dven
chain mall is damaged to the point of needing repair, the suit is never discarded, but
returned to the armorer for repair or replacement.

By the numbers of suits estimated to exist by human military planners and master
armorers, best estimates are that it might take upwards of ten years to make just one suit
of even chain. Otherwise, they reason, there would be alot more of the armor in use by
the elves, and many more suits would be found in the lairs and treasure hordes of
mongters across the realms.

Magical Elven Chain Mail

Ordinary even chain mall israre in the extreme, but magical even chainis o precious
agift that only a handful of suits have been rumored to exist anywhere but in royad dven
hands.

In addition to the norma weight and flexibility advantages of evenchain, magica
elven chain mail is so weightless that it can be worn under one's normd clothes. It is so



comfortable and unregtrictive that it can be worn congtantly, even while deeping.
Magicd dven chainis so Soft to the touch that it can be worn without any padding
benesth it. This makes magica dven chain theided armor for travelers, excluding only
the grestest of knights, who by tradition prefer plated armors over al others.

For rogues especidly, a set of magicd dven chain mail isamore prized possession
than even full plate armor + 1. Adventurers have lost their lives over mere rumors of
magicd dven chan.

Drow Chain Mail (AC 4)

Description: Drow chain mall isafindy-crafted, satiny black metal mesh that does not
encumber its wearer in the leadt. It is Smilar, but not identical to, the magica even chain
mail described previoudy. It istypically fashioned only into tunics, as drow elves share
their forest-bound cousins preference for armor that adequately protects without being
overly weighty or restrictive.

Campaign Use: Much like their cousinsin the sunlight, the drow have invented their
own form of pecid armor.

What is known for certain isthat drow chain mail uses adamartite, the strongest metd
known, as the principal component of their mysticd dloy. It ismined by myriad drow-
dlied racesin great quantities, and the drow war machine iswholly dependent on
adamantite-related technologies.

Thisdloy has specid properties due to the peculiar nature of the radiation emanaing
from the drow homedand, giving even the basest form of the dloy the equivaent of a
magical +1. Drow weapons, shieds, armor, etc., al begin with a+1 bonus, and based on
the dloy, the amount of time spent in the forge, and the secret processes used, it can
increase to as much as +5. The dloy does not radiate magic in the traditiona way (a
detect magic spell reveds no trace of magica properties).

Whenever drow-dloyed creations, including armor, are exposed to direct sunlight,
their magical bonuses are immediately lost and they begin to utterly and irreversibly
decay. This happens even after one short exposure, meaning that even a set of drow
armor that isimmediately returned to utter darkness or the nearest drow homeland will
gtill decay. Physical decay begins 1d12+8 days after exposure to sunlight. The armor
completely falls apart after another 1d12 days have passed.

If extraordinary precautions are taken, an adventurer could theoretically use a set of
drow armor, if worn only in the dead of night and returned to complete darkness (e.g., a
light-proof chest or vault) before the bresk of day. However, the armor must be returned
to the drow homeland once every two weeks to be re-exposed to the radiation. Armor
must remain in the homeland two days per day spent above ground. If the armor is not
returned to the underdark before two weeks have passed, the magic of the armor is
permanently lost. Decay then begins as described above.

The fragments of metd that remain after drow armor deteriorates may be collected and
reused for future forgings. However, the metd is nonmagica until the forging process
imbues the enchantment.

The surface elves contend that these conditions are poor workmanship on the part of



the drow, but scholars have noted many pardléds between elven and drow dloys.

For example, one possibility isthat just as the strange magica emanations of the drow
homeland aid in the congtruction of their specia adamantite objects, it is has been
surmised that moonlight, pure and cool, may have something to do with the forging of
elven mithril armor. The fact that mithril is as reflective, light, and pure as adamantiteis
dull, heavy, and dense has not escaped observation.

What is certain about the two magica types of armor is that such parallels cannot be
sheer coincidence. Somewhere in the distant past of the two races, when times were
better and before the dark elves retreated to the earthen depths, there must have been one
common armor technology. The drow took the secrets of forging even metaswith them
when they Ieft, but had to discover something to replace both the mithril and moonlight
components of the ancient secret art.

What they eventudly discovered, perhaps after many centuries of experimentation, was
amagicd dloy more abundant than mithril, yet not as stable as even chain,

Dwarven Plate Mail (AC 2)

Description: The forged black iron plate made by the dwarves exclusively for their own
warrior leadersis both heavy and unattractive by human and even standards. However,
dwarves have traditionaly placed less emphasis on gppearance than on persond defense.
Dwarven warriors who wear dwarven plate are often called "waddling cauldrons® by their
enemies due to the bulk of this armor.

Campaign Use: Asdetailed in both The Complete Fighter's Handbook and The Castle
Guide, high-qudity dwarven plate is the boilerplate verson of human plate amor. It is
50% heavier than equivdent mails, making asingle suit of dwarvenszed plate mail

armor weigh gpproximatdly the same as a set of humanSzed plate mail.

Additiondly, the denser armor affords protection equivaent to plate mail +1, and the
armor itself saves againgt equipment damage a +6, in addition to any bonuses permitted
if the dwarven plate in question is dso magicaly enchanted. Stories about dwarven plate
armor withstanding the smelting fires of ared dragon's breath may be boastful
exaggeration, but it is an established fact that dwarven plate often survives an attack that
its wearer does not.

As mentioned, dwarves prize combat effectiveness over awarrior's gppearance. It is
therefore very rare for the iron gppearance of dwarven plate mail to be adorned in any
way.

Much like the eves, dwarves do not make dwarven plate for non-dwarves. Not only is
it consgdered impractica to spend one's time building a suit of armor no dwarf can ever
hope to wear (awagte of time), but the dwarves will admit to having no skill in working
with the peculiarities of the human body. Dwarves tend to ignore things like flexible
joints, astheir range of movement is aready restricted by nature. An ancient dwarven
warrior's saying goes something like "If it doesnt fit, bend it. If it ill doesnt fit, bresk
it!" Along those lines, another popular dwarven saying is "Never |et your armor impede a
good fight."

Dwarven field and full plate armor do not exist. Not only would dwarves [ook like



miniature iron golems when so protected, but dwarves prefer to let their facid
expressions speak for them in combat. The problem of free movement playsabig part in
this practical decison aswell.

No human has ever managed to convince a group of dwarvesto forge a set of full plate
armor for them. If such atask were even to get past the bargaining phase, it would
quickly become apparent to all concerned that the dwarves have no experience or
knowledge of such congtructions and lack the motivation to learn it. Dwarves themsdves
clam they'd rather be "beating their hammers on orc skulls than beeting them in the
forge."

Curioudy, gnomes have offered to give full plate their "best shot” from timeto time,
but so far, no human has been brave or foolish enough to accept the offer.

Dwarven plate mail lasts longer than its human counterpart. As detailed in The
Complete Fighter's Handbook, dwarven plate mail can sustain twice as many points of
damage as norma plate mall (if the optional armor damage point system presented
therein is being used).

Magical Dwarven Plate Mail

Magicd dwarven plate mail is only as encumbering as ordinary plate mail. The
enchantment is cumulative with the natural +1 to armor class dwarven plate possesses.
Therefore, dwarven plate mail + 1 isactudly equivdent to ordinary plate mail +2 for
purposes of armor class (but not saving throws). It may be easier for the DM and player if
the base armor class for dwarven plate is remembered to be 1, equivdent to fied plate
armor for humans.

Shiglds (+1 AC)

Shidds ordinarily improve a character's armor class by 1 (or more if magicd). Shields
cannot be used to block attacks from the rear or rear flanks.

Buckler or Target Shield

A buckler, dso known as atarget shidd, isasmall round shield of wood or meta that
fastens to the forearm. It can be worn by crossbowmen and archers with no hindrance to
ther attacks with their chosen wegpons.

Because of its amd| size (approximately 1' in diameter), abuckler protects againgt one
attack per melee round. The user can choose which attack he wishes to use his buckler
agang, but he must declare this before the attack roll has been made. Thisincreasesthe
defender's armor class only by 1 (more if magical) againg that single attack.

Note: Bucklers should be treated not as full shields when determining the armor class
of the user, but more as a specia item that can be called upon to add extra protection for
one attack per round.

Small Shield



A smdl shidd isusudly round and is carried on the forearm, gripped with the shield
hand. Its light weight as compared to a medium shield permits the user to carry other
itemsin that hand, athough he cannot wield or carry another wegpon.

A smadl shield (gpproximately 2' in diameter) can be used to protect againgt two frontd
attacks of the user's choice. Like the buckler above, the user can choose which attacks to
use his shidd againgt, but must decide before the attacks are rolled.

Note: Likethe buckler, the smal shield should be considered a specid item used for
defense, not as agenera addition to frontal armor class.

Medium Shield

A medium shidd is carried in the same manner asasmdl shield (i.e,, on the forearm).
Unlike the smdl shield, however, itsweight prevents the character from using his shidd
hand for anything other than carrying the medium shidd. Medium shidds are usudly
made of meta, range from 3-4' in diameter, and can be of any shape, from round to
square to a pread dragon'swings. A typicad medievd shield resembles a triangle with
one point facing downward.

With amedium shidld, acharacter can defend against any number of fronta or
flanking attacks in a given round. In thisingtance, the character goplies the +1 armor
class bonus (not including magica bonuses) for the shidd to his overdl armor class
rating, providing he remembersto disregard the shield bonus during the occasiond attack
from the rear.

Body Shield

The body shield, dso known asthe kite or tower shield, is a massive metal or wooden
shied reaching nearly from the chin to the toe of the user. It must be firmly fastened to
the forearm and the shidd hand must firmly grip it a al times. Naturdly, this precludes
use of the shield hand for anything but holding the body shield in place.

Standing around 6' tal, the body shield provides a great ded of protection to the user,
improving the overal armor class of the character by 1 against melee attacks and by 2
againg missle attacks. Aswith al shields, these bonuses gpply only againg frontal and
flanking attacks.

Since the body shield is very heavy, the DM may want to use the optiona
encumbrance sysem if he dlowsits use in the campaign. Thiswill help to prevent
overuse of body shieldsin combat.

Helms
Campaign Use: Helms are part of awarrior's basic protection. Failure to use proper
headgear |eaves a character open to caled shots by opponents or to other disadvantages at
the DM's option. All headgear except that which does not cover the ears must be removed
when making rallsfor ligening.

The Complete Fighter's Handbook offers an optiond rule for Hearing and Vision
checks. All helms redtrict Hearing and Vision checks to some degree. (A Vison or
Hearing check isa 1d20 roll againgt a character's Intelligence or Wisdom, whichever is



higher. These checks can be used when a character has a chance to hear or see something
of importance. This check isn't used when characters listen at doors; that has its own
check.)

Optionaly, great helms and closed-face hdmets, when worn with plate armor, gain
bonuses againgt dragon's bregth and spells that affect the eyes (see the Equipment section
in The Compl ete Fighter's Handbook).

Helms and Thieves: Thieves suffer automatic pendties to hearing if ahdm isworn.
The following descriptions include pendties to Hearing and Vision checks. If theserules
are not used, the penalties for Vision checks should be ignored; for Hearing checks,
subdtitute a - 5% pendlty to the thief's Hear Noise ability for each -1 Hearing check
modifier (eg., a-3to aHearing check is a-15% to the thief's Hear Noiserall).

Cap

A cap isapadded, leather, or steel skullcgp worn much like aclose-fitted cap, beret, or
bonnet. Caps are usually worn with padded armor, lesther, studded lesther, hide, or any
other lightweight protection.

Vison and Hearing: -1 pendty to Hearing checks, no penaty to Vison checks.

Coif

A coif isapadded chain mail hood. It fits snugly around the neck and over the heed,
except the face. It usudly comeswith or is built into a suit of chain mail or mail-based
armor. Often, a heavily armored knight will wear a chain mall coif under agrest hdm.
Thisdlows him to remove his great hdm for a better view of the field while maintaining
afair leve of head protection.

Vison and Hearing: Identicd Vision and Hearing check penalties as those associated
with acap (above). If agreat helmisworn, pendties are assgned for the great helm and
are not cumulative with those of the coif.

Open-Face Helmet

This class of open-face hdmet, made of reinforced leather or metal, covers most of the
head, save the face and neck. These hdmets commonly provide protection for the nose
(this piece of the hdm is cdled anasal).

Open-face helmets are popular with officers and leaders, and are appropriately worn
with medium-weight armors like brigandine and chain mail.

Vison and Hearing: -1 pendty to Vison checks; -2 pendty to Hearing checks (such
helms cover the ears entirely except for asmdl hole).

Closed-Face Helmet

The closed-face hemets are identica to the open-face hemets (above), but include a
visored faceplate.

These tend to be worn by officers and sergeants-at-arms. They are most commonly
worn with plate mail.

Vison and Hearing: When the visor is up, Visgon and Hearing check pendties are
identical for those of open-face hdmets. Otherwise, the visored wearer suffersa-2
pendty to dl Vision checks and a -3 pendty to Hearing checks.



Great Helm

A great hdm is any massve meta hem that covers the entire heed, including the neck
and often the upper shoulders. The only gapsin the protection are found in the narrow
ditsthat dlow limited vison, and some smdl holesto permit bresthing. The visor is not
normally removable.

It israreto find agreat hadm used with armor lighter than banded mail. Great hdms are
mog often found in combination with plate mall or heavier armor.

Vison and Hearing: -3 pendty to Vison checks, -4 pendty to Hearing checks.

CHAPTER 2

Equipment for Mounts

The following information expands the detalls found in the Player's Handbook with
regard to barding, tack, harness, and other items used with horses and mounts. Optiona
rules are provided to alow the DM to match the armor of mounts and their riders (which
can be used to amplify the record keeping when large numbers of mounted troops are
encountered). In addition, partial barding is covered in an optiond table that alows
cdculation of amount'sarmor classif only partid barding is available.

The information in this section centers on horses, because this type of mount is the
maost commonly encountered. Much of this material, however, can be easily adapted for
other types of mounts. The following sections ded mainly with barding, as thiswill have
the mogt direct effect on adventuring and combat.

Barding

Barding refersto armor designed for mounts. Mounts are most commonly horses, but
aso include the huge beasts that carry fighting platforms into combat (such as eephants
with howdahs). The vast mgority of mounts will wear no barding at al. Such protection
is expensve and time-consuming to construct, tires the mount quickly, and reduces the
speed and maneuverability of the mount in combat.

Higoricaly, barding reached its peak development in the medieva era. After the
introduction of gunpowder and the gun, barding quickly degenerated into little more than
parade trappings. The development of barding was controlled by two factors: the
breeding of horses strong enough to wear the protection and carry an armored rider, and
the technicad problems of designing such armor to be ever lighter and more flexible than
that worn by men without sacrificing protection. In many ways, the development of
barding pardles the development of armor for the fighting man.

Medieval Barding

Most forms of barding, other than padded or quilted cloth, required massvely heavy



and powerful mounts. The weight of barding and the man, indluding hisarmor and
wegpons, easlly srained even the largest war horses. For this reason, later barding was
redesigned using lighter materids such as boiled leather or thick padded cloth. One of the
maost common higtorical bardings was made of boiled leather (sometimes more than 2
inches thick), with specidly reinforced parts made of sted bands and wooden planks or
short strips of thick, hard wood.

Late medieva barding comprised a number of pieces of armor covering different parts
of the mount. These included the chanfron (for the head and neck), the crinet (for the Sde
of the neck), the cuello (for the forward chest), the poitrel (for the flanks and broad
chest), the flanchards (covering areas around the saddle), and the crupper (for the
hindquarters). Barding amost never protected the legs of the mount.

In warmer and more humid dimates, full barding is less common than haf barding.
When used a dll, lighter forms are preferred. Half barding usualy includes only the
chanfron and poitrel (plusthe crinet and cuello for plate barding).

Barding in Campaigns

In the AD&D® game worlds, the use of barding varies by culture and race. Although
individud varigions are up to the DM (and are encouraged), afew generdizations are
useful. Mogt barding will be used by human forces. Other than humans, eves (and
sometimes halflings) will use horse barding. It is rare to see gnomes or dwarves mounted,
except as members of adventuring groups. It is much rarer to see them on barded mounts,
asthey prefer fighting on foot.

Begdes horses, war e ephants are sometimes outfitted with leather or metal barding.
Camd riders tend not to bard their mounts, as the bulky armor mekes them more difficult
to handle, reduces their carrying capacity severdly, and interferes with their ability to
survive desert conditions much more so than with horses,

Worgs and war dogs are occasiondly barded with legther, though thisisrare.

Aerid mounts can be barded with leather or lighter materids.

Types of Barding

Full barding: Thisisacomplete set of horse armor that provides the rated protection
when attacked from any sde. Note that the term "full plate” is used to denote a new, more
advanced type of horse armor, like the fighter's full plate armor.

Half barding: The difference between haf barding and full barding isthat half
barding covers only the front and forward sides of the anima. Attacks from the rear or
rear flanks use the mount's base armor class.

Partial Barding: Thisisan option that dlows the averaging of amount's armor class
if full barding isnot available. See Table 4.

Note: All "suits' of barding, including haf barding, are complete units; that is, half
barding is not achieved by leaving off haf a horse's armor. The pieces are made to be
used together--they are pecialy formed, fitted, and balanced to provide a certain level of
protection and a certain degree of mobility in afight. Cobbling together odd or ill-fitting
pieces degrades the effect of the whole, to the degree ruled by the Dungeon Master.



In the following section, barding is discussed in order of least protective to most
protective. New types of barding are included. Tables summarizing the information can
be found on pages 50-51.

Pieces of Horse Armor

Chanfron: This piece of armor covers the mount's head, neck, and mane. In its most
primitive form, the chanfron is made of boiled leather. Chanfrons made by humans and
dwarves are usualy made of iron or stedl, while orcs and other humanoid races tend to
favor leather and sylvan dves use wood or strong, fibrous plant materids.

Crinet: This neckpieceisfound only in plate armor. It covers the upper sde of the
mount's neck and is made of narrow grips of sted articulated with S to eight inches of
mall.

Cudlo: Found only in plate barding, thisis armor for the underside of the horse's neck
(the throat). It is hung from the crinet with anumber of straps and buckles. In more
advanced barding, the cudlo hasfully articulated plates hinged with wide bands of tight
chain links.

Poitrel: This part of the horse's barding covers its chest and flanks. The poitrdl isaso
known by names such asthe peytrel, pectoral, or poitrinal. It covers the front of the chest
and Sdes asfar asthe saddle. Early poitrels used heavy cloth with scales, rings, or suds;
later ones used plates or bands of stedl.

Flanchar ds: These are plates of armor for the horse's sde, including the area behind the
front shoulders, across the saddle length, and ending at the hindquarters, protecting areas
not covered by the poitrel or crupper.

Crupper: This piece covers the hindquarters of the horse and is sometimes referred to as
the croupiere bacul. The lightest form of this armor is made of light legther sewn together
into smal squares, then joined together by straps and gtitches. The most advanced
cruppers are made of severa thick steel bands joined with pieces of chain or mail, bound
to the saddle and the flanchards.

Light Barding

Padded Barding (AC 6)

This style of quilted barding has only minor protective vaue, giving the mount an AC
bonus of 1. In the sandard AD& D® game campaign, padded barding is functionaly the
same as leather barding and weighs 60 pounds. Padded barding tends to wear out rapidly
with use.

Haflings and dves occasiondly use this type of armor on their ponies and light horses.

Half Padded: Half padded barding gives protection only to the front and front sides of
the mount. It isused mainly in poorer or less civilized cultures. In more civilized cultures,
parade decorations might be considered half padded. This protection weighs a mere 25



pounds.

L eather Barding (AC 6)

This barding is the most common type of light barding. Legther barding has most of the
characteristics of the lesther armor worn by warriors. Among humans, lesther barding is
used primarily by irregular horsemen and occasiond bands of nomads, whose mounts are
usudly smdler and able to carry less weight than the specidly bred mounts of civilized
lands. Lesther barding weighs 60 pounds.

Halflings and eves tend to use lesther on their light mounts. Halfling barding is
usualy decorated with colorful beads and bits of shells.

Although dwarves and gnomes generdly don't use barding, they will occasiondly
make |eather barding to protect pack mules and smilar animds.

Humanoids, if they use barding on their mounts at all, often make use of thistype.

Half Leather: Thisisleather barding that protects only the front haf of the horse. It
weighs 30 pounds.

Medium Barding

Scale Barding (AC 5)

Scale barding is an early form of medium protection barding, generdly superceded by
chaln in more advanced regions. It ismost common in Dark Ages, eastern, or frontier
settings, where it will still be somewhat less common than chain barding in awestern
medieva setting. Refer to Chapter 1 for more information on the construction and
gppearance of scae armor. Full scale barding weighs 75 pounds.

Half Scale: Haf scae barding includes amuch lighter mesh of scale and covers only
the head and front quarters of the horse. It is the heaviest armor commonly found on a
light horse. Half scale weighs only 50 pounds.

Half scde is sometimes used by successful orc and goblin war bands. Other humanoid
races may aso be found using the barding in their cavary units.

Brigandine Barding (AC 5)

A late period composite armor made from smal metd plates sandwiched between
layers of leather, brigandine is the most advanced barding that atypica village armorer
can make. It is not as encumbering as the more restrictive scae, weighing 70 pounds.

Half brigandine: This barding protects the front haf of the horse and weighs 45
pounds.

Therogues of the road (including occasond adventurers) tend to use haf brigandine
because it islight, generaly non-encumbering, and easy to care for.

Ring Barding (AC 5)

Thisearly form of barding is made of meta rings sewn onto a heavy cloth or leather
backing. It is heavier than standard scae barding, and in most campaigns will be used
only by those who can't get anything better. (In fact, whether abarding like ring barding
actudly existed is open to question; it may have been too heavy for the horses of the
time.) Ring barding weighs 80 pounds.

Half Ring: Thisisring barding for the front areas of the horse. It weighs 55 pounds.



Studded L eather Barding (AC 5)

Thisearly barding is made of layers of soft leather, reinforced with many smdl metd
suds intended to turn aside dashes. In dl important respects, it is equd to ring barding
and weighs 80 pounds.

Half Studded L eather: Thisbarding covers the front of the horse. It weighs 50
pounds.

Humanoids tend to use studded legther barding. In some instances, the studs are long
and filed to sharp points. The damage-causing ability of these short spikesis
questionable, but they certainly add to the ferocious appearance of a mount.

Chain Barding (AC 4)

This barding is the slandard armor for medium war horses. It is put on in sections, with
the main pieces being attached to the saddle or laid over the horse and buckled
underneath. A heavy cloth or blanket is placed under the chain to prevent rubbing and
abrasons from the barding, which would cause the horse to quickly become fatigued.
Only in the cooler climes can a horse wear such armor for long (the horse cannot move
al day with the armor on; it must have sufficient rest and free grazing). Chain barding
weighs approximately 70 pounds.

Chain barding is used by grey df medium cavary companies.

Half Chain: Thisischain barding covering the front areas of the horse. It weighs 45
pounds.

Elven chain barding: Thistype of barding exigts, though it is extremely rare. It has a
weight of 25 pounds. Such barding cannot be purchased and is generdly unavailable to
anyone other than even nobility.

Heavy Barding

Banded Barding (AC 3)

Thisissmilar to chain barding, but is reinforced with horizontal strips of metal.
Officers and riders wedthy enough to afford this type of barding are usudly the only
persons who use it. Only the large war horses can bear its weight. It remains a hybrid
form, and the frequency of its gppearence depends on the technologica levd of the
campaign. Such armor weighs 85 pounds.

Half Banded: Thisis banded barding covering the front of the horse. It weighs 60
pounds.

Splint Barding (AC 3)

Splint barding is smilar to banded barding. The main differenceis that the strips of
meta are vertical ingtead of horizonta. The weight and protective vaue are the same a
85 poundsand AC 3.

Half Splint: This covers only the front haf of the horse. Its weight is 60 pounds.

Plate Barding (AC 2)
Thistype of barding corresponds to plate mail, and is the standard protection for afully



armored war horse. Only heavy war horses can bear the weight of this armor and ill
fight effectivdly.

This barding includes the chanfron that covers the head, the cuello that guards the neck
and mane, the poitrel that covers the forward chest and quarters, the flanchards that
protect the side quarters and flanks, and the crupper that defends the rear.

Thisbarding is made of chain mail and smdl sted plates linked together and hinged
with articulated joints. Over this meta and chain rests athick padded or quilted cloth
equipped with metd studs. The complete set weighs about 85 pounds. Thisis extremey
fatiguing to the mount, and usualy such armor is put on the horse only when bettleis
imminent.

Pate barding is used dmost exclusively by human heavy cavadry. Elf lords may aso
have plate armor for their mounts.

Only in very rareingtances will an orc, goblin, hobgoblin, or other humanoid have
access to such armor. In such cases, usudly only the commander or chieftain of the tribe
owns such barding, and then only if dlied to aruler or wizard with the ability to construct
such armor.

Half plate: This gives the horse plate barding protection to its front. It weighs 65
pounds.

Field Plate Barding (AC 1)

Fed plate barding is the heaviest barding normaly used in battle. It israre even in late
period campaigns, and should be restricted to nobles, high officers, and unusud
individuas. The congruction of fied plate barding requires amaster armorer. The
barding must be constructed and fitted to a particular horse. Field plate barding weighs 90
pounds.

Half Field Plate: This givesthe equivdent of fidd plate protection to the front of the
horse only. This configuration is never encountered, except perhaps as ceremonid armor.
It weighs 70 pounds.

Full Plate Barding (AC 0)

Full plate barding, like full plate armor, is the highest achievement of the best
amorers. It isavailable only in late period campaigns and will be very rare at the best of
times; only the most advanced and richest kingdoms can master the techniques of its
congiruction. The services of amaster armorer are required. Full plate barding weighs 90
pounds.

Half Full Plate: Thisgivesthe equivadent of full plate protection to the front of the
horse only. Again, this barding, if encountered, isadmost certain to be ceremonid armor.
It weighs 70 pounds.

Horse Tack and Harness

Bit

The bit isthe generd name for the two principle kinds of equestrian mouthpieces used
to control a horse's movement. Each of the two bit types are described below.

Snaffle: Thishit is composed of a sted rod or bar with two rings & either end. The
reins are fastened to these rings. The snaffle is a gertler bit than the curb designs, and is



usually used for riding horses as opposed to war or work horses. The snaffle bit tendsto
give less control over a spirited mount.

Curb: Thishit has a plate that isinserted in the mouth of the beast. Short vertical bars
are atached to either sde of the plate. Each bar has aring at the top and bottom of the
bar. The reins are attached to the two bottom rings, while the two upper rings are
connected by a stout strap or chain passing under the jaw of the horse. This alows greet
physica force to be brought upon the anima, alowing greet control over the movement
and speed of the horse. The curb bit is much more severe than the sneffle bit and is often
used with war horses.

Bridle

A smple bridle is nothing more than a heavy ring of rope or legther hitched around the
mount's lower jaw and used to guide or lead the animdl.

There are three basic parts of abridle: the bit, the headstall, and the reins. The bit was
discussed previoudy. The headstall isthe set of straps and cords that secures the bit to the
horseg's jaw. The reins are the straps that run from the bit around the horse's neck that
enable the rider to steer the animal.

Bridoon: Thisiscomplex bridie with asnaffle bit and wide reins. A bridoon is much
more difficult to snare or cut than anorma bridle. It is dso more expengve than the
standard bridle (150% of bridle cost).

Cavesson: A typeof bridle used to train and bresk horses. The cavesson looks much
like other bridles except for two extrarings a the base of the bit, where lead ropes can be
attached to be held by atrainer or tied to apole. The horse can then be led easily and
dowly broken and trained. The cost is comparable to that of a standard bridle.

Hor seshoes

In the wild, horses wear down their hooves asfast as they grow them. But
domesticated horses, with the extraweight of rider and equipment, will wear avay
hooves much more quickly. Without protection, the horse would quickly become lame
and usdless.

Metal horseshoes are used to counteract the wear and tear on the mount's hooves. The
horseshoe is nothing more than a sted bar hammered into a ™" U" shape, then nailed
tightly into the hoof of the horse. The nails cause no discomfort to the animad. With
horseshoes, the mount can travel farther and fagter.

Throwing a horseshoe or getting a stone lodged between the shoe and the hoof are
events that need extra atention if the horseis to be kept in good condition.

M agical Hor seshoes: Any number of different types of magica horseshoes can be
added to the game: those that dlow unusua speed, the ability to move on water or
through the air, those that act as magical weapons, and so forth.

Saddle

Saddle useis assumed in the Land-based Riding proficiency unless a character is
specificaly from a culture proficient in riding bareback. Any other character who triesto
ride without a saddle is subject to specid riding checks at the discretion of the DM. (A
genera no-saddle pendty of -2 is suggested.)

Inatypica campaign, available saddles will be based on types used in the mid-to-late



medieva period.

By thistime period, the saddle had evolved through many changesin desgn. The basic
saddle includes the frame (cdled the tree), the front end (called the pommel), and the
back end (called the cantle).

Elven saddles are made of wood and pliable, fibrous plants. Halfling saddles are soft
and wdll cushioned. Gnomish saddles are painted and decorated with thin layers of Slver,
gold, or semi-precious gems.

Orcs and goblins use saddles that are quite smdl, with fairly distinct pommels and
nearly invisble cantles
War Saddle: The knight's war saddle takes on huge dimensions. They typicaly exhibit
high pommes and cantles, and are often covered with sted or brass plates or are
decorated profusdy with slver and ivory inlays. These usudly have rings and straps for
attaching barding and heavy dirrups.

Saddlebags

Saddlebags rest directly behind the rider, on the rump of the horse. They comein many
different szes and varieties. The most common type is made of leather and has two large
packs, one on either side of the horse. Each pack or bag can hold about 3 square feet of
materid or about 25 pounds of weight (for the large saddlebags). Small saddlebags hold 2
suare feet and 15 pounds. Saddlebags may aso be made of heavy cloth. Variant
saddlebag designs might have anywhere from one to four packs instead of the standard
two.

Saddle Blanket

Thisisatypicdly awarm woven blanket laid undernesth the saddle, protecting the
anima from aorasion and preventing the saddle from shifting. A rider who uses asaddle
without a saddle blanket will quickly wear his horse down (and might find himself
unceremonioudy dumped when the saddle shifts).

Elven and hafling saddle blankets are wonderfully woven and often decorated with
colorful tasdes or jingling bdlls.

Spur

A spur islittle more than a smal meta attachment to the hedl of aboot or shoe. The
spur has one to six sharp projections that can be used to jab the horse in the sides, causing
the anima to move at a quicker gait.

Stirrup

A dirrup isaleather strgp ending in either a conica shielded foot rest or aniron ring.
A dtirrup is atached on each side of the saddle by a hook and severd ties.

The stirrup has many uses. Its primary function is to expedite the mounting of the
beast. The stirrup aso helps the rider control the mount and stay on if struck by aforceful
blow; dirrups are essentid in ajousting match.

Stirrups steady the mounted warrior, alowing greater force to be put behind blows
with less chance of faling off the mount. They alow mounted warriors with lances to
charge effectively with aleveled lance, afeet nearly impossible without them.

Optional rule: Mounted fighters without stirrups who are struck in combat must make



asavevs. pardyzation or fal fromthe horse.

Bridle Cutter

A bridle cutter is a sharp, hooked instrument used in battle to cut the reins of an enemy
and essentidly srip him of his ability to control his mount. These tools look like short,
bladed axes with severa wicked, angled cuts. Bridle cutters are sometimes used by front
line troops who face cavadry. Many bridle cutters find their way into kobold, orc, or
goblin brigades and are used as melee weapons rather than to cut reins. A bridle cutter
inflicts 1-4 points of damage to small- and medium-sized creatures and 1- 3 points of
damageto large creatures. Refer to Table 1 on page 50 for other wegpon satistics.

Table 1: Bridle Cutter Wielded as Weapon

Speed Damage Damage
ltem Cost Weght Sze Type Factor SM L
Bridle Cutter 3gp 41bs. M S 4 1d4 1d3

Table 2: Horse Barding

Warhorse Padded Leather Scale Chain Banded Plate

Light Yes Yes - -
Medium Yes Yes Yes Yes -- --
Heavy Yes Yes Yes Yes Yes Yes

The light warhor se category includes ponies and riding horses (the latter reflects cusom
and use rather than the ability of the horseto carry actud weight).

Limits: A horse can wear haf barding one class heavier than its maximum full barding.
Flying crestures are limited to leather and padded barding only.

Padded includes quilted armor.

Scale indudes studded lesther, brigandine, and ring mail (weights will differ).

Banded includes splint.

Table 3: Optional Barding Armor Class

(This can replace the Creatures with Natural Armor Class section in Chapter 6 of the

Player's Handbook.)
AC Maximum

Type of Barding Bonus AC
L eather (Padded) +1 4
Scale, Brigandine,

Studded, Ring +2 3
Chain +3 2
Banded, Splint +4 1
Plate +5 0

AC Bonus is the amount of protection atype of barding affords. For example, a heavy
warhorse (AC 7) in plate barding (+5) has an adjusted AC of 2.



Maximum AC is the best AC conferred by non-magica barding of thistype. Pest this
point, the innate toughness of the creature renders this type of barding redundant.

Table 4. Optional Partial Barding

The following chart may be used to determine the armor class of partia barding. Bonuses
are added to the mount's base AC.

Armor Full Chanfron/ Cudlo/ Flanchard/
Type Barding Poitrel Crinet Crupper

L esther 6 e (see notes)----------------
Scde 5 e (see notes)----------------
Chan 4 *x 0 *x

Bandaj 3 * % ** **

Pate 2 1lea * ok lea

Fidd Plate 1 lea *x lea

Full Plate 0 lea lea lea
Notes:

Leather: The only effective combination less than full leether is hdf legether, which gives
protection to the front of the horse only.

Scale: Half scale protects the front of the horse only. Any other combination of at least
three pieces (except crinet) gives a+1 bonus to armor class.

** Any two pieces give a+1 bonusto AC.

Table 5: Additional Barding Types (Combined Table)

Armor Type AC Wit Cost Time Half Wt. Half Cost Time
Leather 6 60t 150 gp 4 25t 100 gp 2
Padded 6 60# 150 gp 4 25# 100 gp 2
Scde 5 75# 1,000 gp 8 50# 500 gp 6
Brigandine 5 70# 1,000 gp 8 454 500 gp 6
Ring 5 80# 800 gp 8 S5# 400 gp 6
Studded Leather 5 80# 800 gp 8 50# 400 gp 6
Chain 4 70# 500 gp 10 454 300 gp 8
Banded 3 85# 1,750 gp 14 60# 1,000gp 12
Salint 3 85# 1,750 gp 14 60# 1,000gp 12
Pate 2 85# 2,000 gp 16 65# 1500gp 14
Feld Plate 1 o0# 5,000 gp 18 70# 3000gp 16
Full Plate 0 90# 8-20,000gp 20 70# 5-15000gp 18

Half weight and half cost are the weight and cost for haf barding.

Timeisthe time an armorer requires to make the barding (as per The Compl ete Fighter's
Handbook). Haf barding takes 2 weeks less than full barding.



CHAPTER 3

Weapons

One of the most common eventsin the life of an adventurer, regardless of profession,
isthe need for armed combat. Some adventurers make a career of hacking and dashing,
while others use combet as alast resort, after diplomacy, negotiation, or spellcraft fail.

Fortunately for adventurers, there are as many different types of wegpons asthere are
reasons for using them. This chapter details the vast mgority of weapons available to the
discerning adventurer. A fair warning, though: awegpon is only as effective as the hero
who wieldsit. Sometimes, a smdler, less |ethd-looking weapon may be called for. Mot
of the entries that follow include commentary from distinguished adventurers. Heed their
advice, look over the ligt carefully, and choose well; your PC's life may depend oniit!

Notes: During the research into the various weapons, conflicting backgrounds arose for
severd of the wegpons. The terminology and history that follow were chosen for
consstency with what has aready been established in the AD& D® game universe.

Many references are made to an item known as the Bayeux Tapestry. Thisis atapestry
that depictsthe Battle of Hastingsin 1066 AD, in which William the Conqueror led the
Normans from the European Continent to England. The Normans defested the Anglo-
Saxons under King Harold. This tapestry has given scholars many clues on how warfare
was conducted at that time.

Arquebus

The arquebus is a musket used by cultures just learning the technology of guns. Itisa
two-handed weapon, fired like arifle except that the arms absorb the recail, not the
shoulders, since the wegpon does not rest on the latter. The gun isadso caled a"hackbut.”

Y ears after its development, the term "arquebus’ expanded to include handguns of the
same era, and eventually the word logt its origind meaning and was used instead to
describe small handguns used by cavdry. In terms of AD& D® game campaigns, the
arquebus refers to the large, two-handed primitive gun with a smooth bore barrdl as
opposed to arifled barrel. Hence, the gun istechnicaly not arifle. Thisform of arquebus
often has a hooklike projection on the underside of its barrd.

The arquebus was developed in order to give the average infantry the use of smoke
powder, whose destructive potentia is only newly recognized in many aress.

The musket arquebusis loaded by pouring smoke powder from aflask or horninto the
muzzle and firmly packing it with a piece of paper. The projectile, aniron bdl, is
rammed in after this. Once the barrel isready, the pan isfilled with smoke powder, the
pan's cover is closed, and a burning dow-match (apiece of cloth or paper rolled into a
fuse) is placed in the mechanism called the serpentine (the curved piece of metd where
the trigger would someday be on amodern rifle). Pressure on a metal plate releases the
serpentine into the pan, and BOOM!

Since this wegpon involves smoke powder, DMs may forbid its use. Players should



check with their DM as to whether it is dlowed in the campaign.

Smoke powder is consdered a magicd item. The higtorical arquebus required two
types of gun powder, afiner variety for pan loading and a coarse variety for muzzle
loading. Each type was carried in a separate container. |f the DM desires, the gunner may
require the two different powder typesin order to operate the arquebus.

The arquebus is a very dangerous instrument, nearly as dangerous to the user asto the
target. In order to reload, the gunner has to hold the smoldering dow-meatch in his|eft
hand while rdoading with hisright. A dow-match burns for eight rounds.

An arquebus can be fired only once every three rounds providing the character is not
being attacked while loading. Treat the gunner the same as a Spdllcaster casting avery
long spell. When firing an arquebus, dl range pendties are doubled.

If an arquebus attack roll isa 1 or 2, the gun backfires, inflicting 1d6 points of damage
to the gunner. It isaso fouled and cannot be used until cleaned, a process which takes at
least 30 minutes (and relative peace).

When an arquebus scores a hit, it does 1-9 points of damage on 1d10. If a10isrolled,
the dieisrolled again and this amount is added to the 10. Each timea 10 isralled, the die
isrolled again and added to the total.

There are no Strength modifiers to an arquebus damage.

If the arquebus smoke powder is exposed to water, the powder is ruined.

"As far as many folk are concerned, smoke powder and magic don't mix! Sure, the
arquebusis a newfangled weapon, but not all new things are necessarily better! With an
arquebus, the firer hasto take time to reload, unless he wants to have someone tag along
and supply himwith an extra arquebus, already loaded, in order to keep up a steady rate
of fire. Oh, certainly that can be done--or the more intelligent adventurer will go out and
get himself a long bow which fires arrows quicker than an arquebus can throw shot, and
has comparable range! Asfar as can be determined, the arquebus is good for making
gods-awful noise that will either scare the Nine Hells out of any enemy, or possibly anger
the target into attacking with even more ferocity."

-- Grymwand, Professional Mercenary

The arquebus gets its name from the German Hakenbuchse, meaning "gun with a
hook."

Battle Axe

Contrary to popular artwork, the most common version of the battle axe is a stout pole
about four feet in length with a Sngle-edged, trumpet-shaped blade mounted on one end.
Battle axes are also called broad axes.

The battle axe is a footman's weapon, giving these soldiers alonger reach and a
fighting chance againgt mounted opponents. Its long handle dlows the wielder to put
congderable force into his swing. Despite the shaft length, a battle axe is a one-handed
weapon.

Thetypica dwarven battle axe is a double bladed weapon, usualy with a spiked top.
Dwarves favor these weapons snce the long handles compensate somewhat for the
shorter dwarven stature, especidly against large humanoid opponents. They are often



wielded with two hands. In many dwarven cultures, the battle axe isa symbol of dwarven
might.

A thrusgt with the spiked head of a battle axe inflicts 1d3 hit points of damage.

Dwarves are not the only race that favors the battle axe. Gnolls often are encountered
with battle axes. Troglodytes use a stone verson of the battle axe, with al of the
disadvantages of stone weapons (i.e., prone to chipping and shattering).

Two-handed battle axes have the same dtatistics as the bardiche. They are called "great
axes."

"Though the battle axe is a one-handed weapon, its longer handle, which givesit good
momentum, is not a good horseman's weapon, as the wielder hasto put a lot of his weight
into the swing, something hard to do from a saddle. It is also useless as a missile weapon.
Sill, its damage is respectable, and it looks nasty, especially the dwarven styles. A battle
axe is good for the foot soldier or adventurer who needsto strike at a large creature or at
someone on horseback.

"Battle axes are good for their percussive and cutting effects against armor. If
adventurers want to use a battle axe and still gain some measure of protection, it iswise
to fight alongside a companion who is armed with a sword and shield. The companion
acts as the axe-wielder's defense while the latter is busy chopping away. Thisis a good
exercise in teamwork, which may keep both adventurers alive much longer.

"As for dwarves, our center of gravity is low enough that we can swing a battle axe
and not topple over from the momentum. It is a fine weapon for hewing the legs of a giant
out from under him, and it is a weapon that lets us put all of our weight into the swing."

-- Dagalor Goldenbeard, of the Dwarven Clan Goldenbeard

The battle axe has the distinction of being one of the oldest tools and weapons of man.
The fird battle axe dates back about 35,000 years, when weaponers began attaching the
blade to long wooden handles. The double-bladed battle axe was born in Egypt during the
Bronze Age, but the design did not gain widespread acceptance.

During the Greco- Roman times, the battle axe was seen as a barbarian weapon used by
the Franks, Cdlts, Lombards, and Vikings.

The earliest modern battle axes were a Danish wegpon of the ninth century. These
wesgpons did not have double-bladed heads, but were gtill two-handed weapons. The
Danes often decorated these axe heads with carvings. Some shafts reached six feet in
length, which caused great structurd strain on the point immediately below the axe-head.

English knights of the 14th century adopted the bettle axe as a favored weapon in foot
combat. Itslong handle afforded a great reach, and alowed for a great amount of force to
be focused in the blow.

Nava crews used battle axes as boarding wespons until the tactic of boarding parties
became obsolete.

The dwarven battle axe design is based on an actud design by the Swiss, who cdled
their verson the mordaxt.

Belaying Pin
Not intended as an actud wegpon, the belaying pin is awooden or metd rod thet is
inserted in holes bored through a ship's rail. Ship's ropes are secured to these belaying



pins. The pins are usudly found in rows, bringing a series of ropes together to one
location. The pins may be pulled out and used as a melee wegpon, more often than not
during boarding actions at sea when no other wegpons are in reach.

The pin is aone-handed weapon. If hurled in combat, it is treated as a club.

"When a blokeis at sea, unarmed and surrounded by degenerate pirates, a belaying
pin makes a fine on-the-spot weapon, even though its primary function is to hold rope,
not bash heads. No warrior in hisright mind would bother to specialize in or stock up on
belaying ping!"

-- Captain Ar, of the Galleon Flameburst

Blowgun

Blowguns are long, hollow tubes composed of wood or meta, ranging from four to
seven feet in length. They are used to fire darts, needles, and pellets. The wegpons date
back to primitive times, when they were used mostly for hunting.

Blowguns may have had a part in the invention of guns, snce the blowgun
demongtrated that one end of a tube needsto be closed off in order for the propelling
force to shoot the missile in the proper direction.

Tribes dill exist, especidly primitive peoplesin tropica jungle cultures, that use the
blowgun. In most cases, these tribes are not advanced in terms of inventions, especidly
weapons of war. Some tribes use stands to brace their blowguns. If astand is used, the
firer gainsa+1 bonusto his attack rolls.

The grippli have been known to use blowguns on rare occasions.

"Though the blowgun has poor range, it is a quiet weapon which may befired twice
per round. Desperate adventurers who find themsel ves weaponless may make blowguns
out of the local flora, such asreeds, if they are resourceful.

"Blowguns can also be used as makeshift breathing tubes if adventurers are crossing
or hiding in a body if water.

"Being virtually noiseless, the blowgun is a good weapon for use in infiltrating a
stronghold. Darts dipped in a sleep drug may knock out sentries quickly, and this may be
an ideal arrangement for someone who wishes to avoid causing excessive bloodshed. It is
certainly better suited for that sort of work than combat on the field, since the blowgun is
a very fragile weapon."

-- Cedric D'Abalone, Sage

Blowgun Darts. The blowgun dart isasmdl arrow with awad of cotton or other plant
fibersingtead of fletching. Thisalows for a build-up of pressure from the user's wind.

The fibers make a better sed in the tube, alowing more force to gather behind it. A
blowgun dart is not the same as aregular dart, and the latter cannot be shot out of a
blowgun.

Needles: Needles are sometimes used to ddliver a poison, often a paraytic poison such
as curare. Needles do less damage than other blowgun missiles, but thisisnot a
disadvantage, snce their function isto carry the poison to the target, not to cause damage.

Blowgun Pellets: Most blowgun pdllets are of hardened clay, and are used for hunting.



A 0lid hit from a pellet can sun asmal bird.
Bola

The bolaisamissle of prehistoric origins. Currently, it is till used by arctic tribes and
by savages who dwell on temperate plains. The main function of the bolaisto provide a
hunter with a good missile wegpon that will catch the prey off guard and entangle it so as
to make escape impossible.

The bolais basicdly alegther strap or straps with weights fastened to the ends,
athough there are many variations to the design. Arctic bolas are generally used for
hunting birds. The bolamay have four, six, or ten weights made of warusivory or bone.
The weights are egg-shaped, spherical, or carved into the likeness of animas. All of the
straps or cords join together to make a sort of handle. The thrower grasps the handle,
jerks back the strand to straighten them, whirls the bolas over his head, and rel eases them.
Each bola strand is about 28 inches long and each weight is about two inchesin diameter.

Two-bdl bolas are called somais; triple-ball bolas are achicos.

Temperate plains bolas are usudly twice as large and consst of asingle leather thong
with alesther-covered stone at each end. Often a second cord is fastened in the center of
the firgt cord, with asmal weight attached at the end. Thisweight is held by the thrower.
This verson of the bola can bring down a man-sized target. When a bola hits, the victim
is held fast and must take around to make a Strength check in order to get free. Failure
means the bolas are iill holding fagt.

If an attacker makes a Called Shot to the target's legs and succeeds, the bolas wrap
themsdves tightly around the victim's legs and prevent further movement. The target
must make a Dexterity check in order not to fall down, incurring a -3 pendty if the victim
was moving when the bolas hit.

If the attacker succeeds in a Cdled Shot to the victim's arms, the bolas wrap
themsalves tightly around the torso, preventing the victim from using a wegpon or
employing the protection of his shield until he frees himsdf. Strength checks are made at
-2 pendty dueto lack of leverage.

A successful Cdled Shot to the victim's head wraps the bolas around his neck,
grangling him (unless the character is wearing a great helm or closed-face hem). The
bolas cause norma damage on the round in which they hit, then an additiona 1d3 hit
points of strangulation damage every round the bolas are ill in place.

"Thisis a good weapon to trip someone up, in case ya wanna take an opponent alive.
But ya gotta make sure ya got enough room to give the bola a good swing. Bolas only
work outside or in huge rooms. They work good if yer on horseback."

-- Barkhan, Bounty Hunter

Bow
In one form or another, bows have been used since the early days of man. They

represented a great step in man's ability to cause damage, since the attacker was at a
considerable range from the target, not within reach of the enemy's claws or melee



weapons. The firgt bows were long, dender rods (also called staves) with a string of
anima tendon or plant fiber.

Short Bow

Short bows were the firgt to be developed, although they were not caled such. Thisis
more of adefault term that refers to anything which is not along bow. Short bow staves
are about 5 1/2 feet long on the average. As the years passed, attempts were made to
increase bow ranges. Bows were ether given longer saves or flexibility wasincreased
with no change to the length. The former resulted in what is now called the long bow.

Bows fell into decline with the spread of handguns. It was reasoned that while a
wounded or weakened soldier might lack the strength to pull abow, he could still pull a
trigger. In fantasy settings, there is no danger of the bow being replaced so quickly.

Short bows can fire only short bow arrows (identicdl to flight arrows for game terms).

Long Bow

The long bow is smilar to the short bow, except that the staff is about as high asthe
archer, usualy 6 to 6 1/2 feet. It has better range than the short bow, and can fire both
flight and sheef arrows.

Composite Bows

Composite bows are long bows or short bows whose staves are made from more than
one type of materid. This gives greater flexibility, and thus better range. These were
developed after the normal long bow.

The second materia that makes up along bow may be anything from another type of
wood to bone, snew, or meta. The different materids are usually glued together.

An adventurer who wishes to gain a damage bonus from high Stirength when wielding
abow must purchase specidly crafted bows. Such a bow costs the normal price for abow
plus the normal price again for every bonus point desired. Thus, awarrior with 17
Strength who wants along bow (base cost 75 gp) that gives him his +1 bonus to damage
rolls would have to pay atotd of 150 gp. The same fighter with 18/00 Strength (+6 bonus
to damage) would pay 525 gp. These bows can be strung and drawn only by characters of
that Strength or higher. Others attempting this must make a successful bend barg/lift gates
roll.

Most archers protect their wrists from the snap of the bowstring by fastening a piece of
horn, bone, or lesther to them. Such an item is known as a bracer.

"In our times, bows still are preferable to the primitive firearms or even the crossbows
offered. A high rate of fire, low noise, and good range make the bow a better choice than
the other missile weapons.

"Centaurs favor bows, usually composite bows adapted to enable them to take
advantage of their Srength. Elvesin particular are adept at making and using bows, of
both the long and short varieties. Exactly how the elves happen to be so good at archery
isup for debate. Some say elves are trained to shoot beginning in childhood. Others say
that their skills are no different than those of humans, but the uncanny, keen elven senses
enable the fair folk to anticipate the target's location at the time of the arrow's impact.

"Whatever the reason, no one argues that the elves exhibit clear evidence of the



superiority of the bow as the best missile weapon available to the aspiring adventurer.

"Bows are not without their faults. Bowstrings must be kept dry, the staff must not be
allowed to crack, and a certain amount of strength is required to string and pull a bow.
Sill, even a short bow is a good thing to have when a warrior wants to inflict damage on
someone from a long distance!

"A short bow can fire only flight arrows, while the long bow can fire any type of
arrows. However, the short bow is easier to carry and is good for the fighter who relies
primarily on a melee weapon but wishes to have a respectable missile weapon."

-- Lady Adriennedar Ironedge, Ranger of Hawkhaven

Bows were used extensively for war by the Egyptians, Babylonians, Jews, and other
peoples of the eastern Mediterranean world. In ancient Greece and Rome, bows were
used manly for hunting.

The Huns were the deadliest archers of al the invading barbarian peoples who attacked
Rome. Charlemagne made the bow a mandatory wegpon for the "civilized" armies.

At the Battle of Hastingsin 1066, many historians claim that the Normans, led by
William the Conqueror, beat the enemy by unleashing arain of arrows on them. Some
speculate that Harold died from an arrow through his eye. The bow used was only five
feet long.

The English, learning from the lessons of Hastings, continued to refine and adapt their
bows, making the gtaff longer and longer, copying the Welsh long bow. This became
known as the English long bow within England.

Thelong bow proved very effective, especidly in the British victories a Crecy and
Agincourt. In the former, British archers outshot their Genoese counterparts who were
using crosshows. Just as the Italians and French gained reputations as excellent
crossbowmen, the English gained areputation for archery. In the time of Henry VIII,
English law required al maesto learn the use of along bow by the time they reached
their teens.

European bows were most often made of ash and yew wood. Short bows were caled
Continenta bows, while long bows were sometimes called Welsh bows.

An example of the potency of the long bow can be found in a particular historica
incident. An arrow fired by a Welsh bowman is reported to have pierced aknight's leg
armor, hisleg, the armor on the other sde of the leg, the knight's saddle, and to have
findly lodged in the horse, pinning the knight to his mourt.

Medievd archers did not aways use quivers, but rather kept their arrowstied in
bunches and secured to their belts by loops. Mounted archers used quivers that were
attached to the saddle.

Bows were used as late as 1807, when Russian irregulars harassed Napoleon's armies,
and in World War I1, when detachments of American archers were used in specid actions
in Asa

Even today, certain African pygmy tribes and indigenous folk of the Amazon use
bows.

Arrows

In generd, arrows range in length from 20 to 40 inches. The fegthers, or fletching, of



the arrow cong st of two or more feathers set coaxidly to the shaft. This givesthe arrow
its aerodynamic lift. If the feathers are instead set diagondlly, the arrows rotates in flight.
Goose festhers and parrot festhers are used most often in fletching, though pressed paper
and lesther are sometimes used.

Flight Arrow

Theflight arrow, asits nameimplies, is built for distance. These are lightweight arrows
and are often used for hunting. Most of these arrows are made of ash or birch and are 30
to 40 inches long.

Incendiary Arrow

An incendiary arrow is any arrow type (except bone or stone) with awad of hemp
soaked in a bituminous substance (such astar) placed just benesth the head. The hemp is
lit before the arrow isfired.

In addition to its normal damage, the arrow causes one additiond hit point of fire
damage on the round of impact unless the target makes a saving throw vs. death magic.
At the DM's option, flaming arrows may ignite combustible materids contacting it.

Sheaf Arrow

Sheaf arrows, also known as war arrows, are heavier arrows with less range than flight
arrows, but cause more damage. The arrowheads are sted and quite sharp. Sheaf arrows
are used in warfare and can be fired only by long bows. These arrowsrange in length
from 20 to 27 inches.

Stone Arrow

Stone arrows are consdered flight arrows for game purposes, except that the stone
arrowheads cause less damage and have a tendency to shatter if they impact armor or
amilarly hard surfaces. If atone arrow hits any object made of metal, stone, or a harder
substance, it has a 20% chance of surviving the hit without damage to the arrow. If adie
roll does not indicate success, the arrow is il dlowed a saving throw vs. crushing blow
with a+4 bonus using the figures for Rock Crysta. Failure indicates that the arrow
shatters.

Stone arrowheads are amond shaped or rhomboid and are usudly made from stone
splinters of flint or obsidian.

Caltrop

A cdtropisametd bdl bristling with metdl spikes or prongs. When a catrop isleft on
the ground, there is dways at least one spike standing more or less upright, ready to
pierce the foot of the unwary.

In order to be effective, at least 10 caltrops must be dropped in an area of 25 square
feet (a5x5' sguare). Each character entering the area must make a saving throw vs.
parayzation. Failure means that the pursuer has stepped on a catrop, suffering 1d4 hit
points of damage. The character will be able to move at only one-hdf his norma rate
until the cdtrop is didodged from hisfoot. The victim must aso make a second saving
throw vs. pardyzation, with failure indicating that the character islame for 24 hours



(unless magicaly heded), and can move at only one-third his norma movement rate. In
any case, the victim must spend one round removing the caltrop from hisfoot.

If half the number of catrops are dropped in an area (five in a25 square foot areq), the
fird saveis made with a+4 bonus. For every five extra catrops over the required 10
dropped in a 25 square foot area, the saving throw is made a a -2, up to amaximum
pendty of -6. A new saving throw must be made for each five-foot section entered in
which caltrops have been dropped.

Characters moving at less than one-third their normal movement rate through an area
of catrops need not make a saving throw. They are moving dowly enough to avoid the
catrops (athough they must be able to see the terrain in order to do o).

Cestus

The cestusis aleather glove that has spikes and razor edges on the back and across the
knuckles. Other forms of cesti are loaded with lead or other heavy filler in order to give a
punch more force. The wegpon is mainly used as a gladiator wespon in the arenas of
sport.

The damage caused by the cestus (1d4 vs. smal and medium creatures; 1d3 to large)
replaces the damage caused by a punch. Although this may seem to be a disadvantage,
remember that punching damage is temporary while damage from the cestus is permanent
until healed. There is no proficiency in the cestus, though awarrior can spend a
proficiency dot and specidizeiniit.

"A cestus isn't a true weapon of battle. It'sjust a cruel way to add damage to a fighter's
punch. A cestusis a good weapon only if you like to punch opponents.

"But since most combatants inside and outside the arena have missile weapons, spells,
long mel ee weapons such as spears, polearms, and swords, or benefits due to size, a
fighter using a cestus may find himself badly chewed up, if not dead, before closing in
enough to use the weapon. And using a cestusin tavern brawls will probably accomplish
little more than calling the city guard's wrath on the owner of the cestus.

"The cestusis just a dramatic device meant to draw blood and make a contest |ook
more terrible. Few monsterswill care about the drama produced by a cestus if the glove
isusedinreal combat."

-- Tisha, Svordswoman Extraordinary

Club

Mogt clubs are stout, hardwood sticks, narrow at the grip and wider at the end. This
smple weapon has been used since mankind first began using tools. Anyone can find a
good stout piece of wood and swing it; hence the club's widespread use.

The dub isthe ancestor of the mace, Snce warriors eventudly fitted their clubs with
pikes and metal heads in order to increase their deadliness.

As centuries passed, cultures began embracing civilization and advanced technology.
They looked down on the club as a primitive tool and a barbarian weapon. Peasants often
arm themsalves with clubs, sometimes adapting them by adding iron spikes, resulting in
the morningstar.



Centaurs are often seen widlding clubs, since sylvan settings have ample wood for
fashioning such weapons. Ogres also use clubs, since the wegpon does not require brains
to use or make.

"Despite the lowly status of the club, it is a useful proficiency. A stout tree branch, a
wooden chair leg, or a metal rod all may be considered clubs, and all can be found most
anywhere. When an adventurer is without a weapon, knowing how to wield a common
stick may save hislife.

"Clubs are common among adventurers. City guards who do not intend to shed blood
use clubsin law enforcement, thieves who wish merely to steal a purse carry them, and
humble peasants or street urchins who cannot afford a sword may wield a stout piece of
wood. If anyone anticipates a life filled with tavern brawls, proficiency with the clubisa
must.

"Druids favor clubs, since they can cast shilldagh spells on the wood. Carrying a
weapon made of wood, an organic, natural material, is preferable to using iron, since
many self-respecting druids will use metal weapons only as a last resort."

-- Archdruid Heather Rose

The versdtility of the club is shown in the Bayeux Tapestry, which depicts squads of
Saxons wiglding clubs as both melee wegpons and missile wegpons. Some cultures
decorate their clubs or even carve the club heads into representations of the creatures they
expect to hunt.

Crossbow, Light and Heavy

A crosshow is abow mounted crosswise on awooden or metd shaft, the latter called a
tiller. The bow is usudly made of ash or yew. The crossbow firesaquarrd (dso cdled a
bolt).

Crosshows are loaded by pulling the string back until it locks onto a nut fitted on the
tiller. A man's strength is enough to pull the bow to the locking position, athough heavier
crossbows with more powerful bows require a mechanical aid. The most effective of
these devicesis the windlass, a series of pulleys and crank handlesfitted at the
crossbow's stock. For crossbows that do not have the windlass, astirrup isfitted on the
front of the crossbow. When resetting the bow, the firer places hisfoot in the sirrup in
order to keep the bow off the ground while heis pulling the string up to the locking
position.

The main differences between the light and heavy crosshows are the size of the quarrel
and the presence of a stirrup, which isfound only on the heavy crossbow. Heavy and
light crossbows are more correctly referred to as two-foot and one-foot crossbows,
repectively. Thisterm refersto the length of the quarrels.

The one-foot crosshow is made with a sted tiller and is quite rugged. It may be easily
conced ed beneath flowing garments such as cloaks or robes. It is frowned upon by the
more lawful, cvilized dities.

Although bows cannot be used underwater, the crossbow can, since the tension
produced by the weapon overcomes the water resistance. Underwater races such asthe
locathah, mermen, and tritons use crossbows of both heavy and light varieties.



Crossbow, Hand

This deadly little bow is a pistol- Szed weapon made with a sted tiller. It ismore easly
concedled than the light crossbow and its useis consdered unethical in civilized society.
Hand crossbows have a reloading mechanism built into the tiller.

" Apparently, the drow couldn't care less about the hand crossbow's reputation, since
they favor thisweapon in all encounters. Derro also use hand crossbows, probably a
habit they picked up fromtheir fellow subterranean dwellers, the drow.

"Of all the crossbows, light crossbows were thefirst to be developed. Their rate of fire
and range are their main advantages. But damage potential is less than that of a bow and
arrow.

"Heavy crossbows have better range and damage potential, but they can fire only once
every other round. If a warrior does not kill his opponent with the first shot, he may not
get another chance.

"It would be foolish to dismiss the crossbow completely. Heavy and light crossbows
have better ranges than their respective bow counterparts, the long and short bows. The
best tactic when using a crossbow isto assemble a line of people, all armed with these
weapons, who unleash a devastating volley at an enemy.

"Hand crossbows are easily concealed, have an adequate rate of fire, and good range
for such a small weapon. On the other hand, damage potential is worse than that of a
dagger, and the weapon may be banned in some lawful kingdoms or cities. Some
societies, such as the drow, place poison on their boltsin order to immobilize an
opponent.”

-- Emryl Aelorthas, Professional Bowyer

Quarrds

Quarrds or bolts are the ammunition fired by crossbows regardless of the weapon's
size. Crosshows are rated as one-footers or two-footers, according to the bolt's length.
Quarrels are shaped like arrows, but the shafts are shorter and thicker. The quarrel heads
used for warfare are conica or pyramid-shaped iron heads.

European crossbows have existed since the 4th century AD and &t first were used
primarily for hunting. By 1000 AD, crossbows had been adopted for warfare. Use began
to wane upon the advent of the English long bow, for despite the fact that the crossbow
was a more powerful weapon with better range and was easier to usein close quarters,
the rate of fire of abow was a huge psychologica advantage. The most talented makers
and users of the crossbow were the Itaians, whose Genoese mercenary crossbowmen
were the best in the world.

Although heavy and light crosshows enjoyed a favorable reputation among military
commanders, these weapons suffered a bad reputation. The crossbow was o lethd that
Pope Innocent |1 banned itsusein 1139 AD. The edict was later changed, however, so
that Crusaders could use it against Modems.

Light crossbows were considered unethical weapons, and were often banned between
the 16th and 18th centuries. The light crossbow was primarily used as a hunting wespon.

The crosshow was origindly developed in China, culminating in a sturdy, rdiable



mode during the Han Dynasty, circa 206 BC. This particular crossbow model, some
scholars believe, was seen as early as about 36 BC by about 100 Roman soldiers who
were taken prisoner in Centra Asia. Such experiences or the trade routes that eventualy
opened passed the concept of the crossbow from East to West.

Initialy, the European crossbow was made with awooden stave. This construction,
however, does not give optimum power to the bolt's flight. By the end of the 11th
century, it is believed that many crossbow staves were made of composite construction,
usudly horn and snew in conjunction with wood (usudly yew). This method of
crosshowmeaking came from the Saracens, and the Saracen influence in southern Europe
explains why the area became well known for crosshow manufacturing and use.

Dagger

Thetypica dagger has a pointed, usualy double-edged blade, as opposed to a knife,
which has a sngle edge and is a bit shorter than the dagger.

The dagger is one of man's oldest wegpons. The first daggers were most likely hand-
held spearheads used by cavemen, made of bone or stone. Bone daggers are made from
the bones of large animals such as reindeer and bison, with one end sharpened and the
handle carved to resemble the anima from which the bones came. Such daggers are
relaively fragile, and stone replaced bone when early man discovered how to work with
stone.

Stone daggers are more difficult to make due to the composition of stone. Most stone
daggers are made of flint, a hard stone that can be worked easily. The flint is chipped
until the proper shape is achieved, usudly that of abroad leef, then it is sometimes lashed
to awooden handle. This sort of stone dagger has a magor wesk point: the place where
the blade is attached to the handle. Primitive tribes know that the best stone dagger is
made from a single piece of stone with the dagger's handle conssting of astraight section
of gone. The handle is then wrapped in hide for agood grip. The average stone dagger
measures 12 inches long.

When man began working with copper and bronze, the technique of making adagger's
handle and blade from a single piece of materia remained. Blade lengths increased up to
24 inches long, and when the length exceeded this, a new wegpon, the short sword, was
born.

Some wegponsmiths have turned dagger making into an art form, decorating the
handles, crossguards, and even the blades, with beautiful carvings. Some daggers are
decorated with carved scenes derived from a culture's mythology.

With the advent of swords, the dagger was relegated to the role of back-up weagpon. In
fact, the average Roman soldier did not carry a dagger, but his Teutonic barbarian enemy
used them. Asthe barbarian's influence swept over Europe, the dagger was given new
life

Daggers with sted blades became necessary in order to penetrate armor. Although
knights carried daggers, they were considered a weapon of last resort.

The modern handshake derives from a habit used by bodyguards. They would take the
hand of anyone visting the king and shake his arm, hoping to didodge any dagger
concealed in the visitor's deeve.



Dagger, Dirk

A dirk has qudlities of both the dagger and the knife. While useful as awegpon, it was
designed for avariety of uses. It isaverson of the balock knife (or "kidney dagger”).
The dirk has two round, symmetrica globes at the base of the handle, where the handle
meets the blade. The grip itself emerges from between the globes and isflared at the top.
The blade is often made from alarge shard of asword blade. The dirk isa sngle-edged,
grooved weapon with a back edge near the point. It usualy features a decorative notch at
the base.

Most dirks have a specia scabbard that has two small pocketsin the front, one for a
knife and one for afork, used by warriors in the field as an early mess kit.

The dirk is a Scottish weapon, carried by Highlanders, making its gppearance in the
late 17th century. The grip isusudly leather, ivy roat, or ivory. In the 18th century, the
dirk was sometimes mounted in silver or gold. Though normaly consdered acivilian
weapon, the dirk was produced as a military blade when Scottish men were incorporated
into Britain's regular army.

"A dagger is great because it's easy to conceal, it's good in close-fighting or asa
backup weapon, and its shape allows it to be hurled. It has only a few problems-it'sa
short weapon, with neither the reach nor the damage potential of a sword.

"A dagger makes a handy tool aswell. Soldiers and adventurers use their daggers as
eating utensils. Owning a sharp blade that is easily carried makeslife easier (just try
drawing a long sword to cut some bread or a piece of rope!).

"My favorite advantage of a dagger isthat when you rely on stealth, you can use a
dagger to dispatch a foe and draw less attention than resorting to a sword, in which case
you might as well yell out your intentions. Thisis one reason why those of us who attack
our enemies indirectly savor the dagger and usually carry at least two."

-- Jasmine, Halfling Thief

Dagger, Parrying

This specidized type of dagger is used in conjunction with asword. It is used to catch
or break an opponent's sword. Some versions of this dagger are equipped with spring
blades that split into three blades at the push of a button. When such adagger is
employed in this fashion, it cannot be thrown successfully.

Most parrying daggers have long, straight or curved quillons, and atough side ring thet
extends perpendicular to the blade in order to protect the user's fingers.

Unlike the main-gauche, the parrying dagger is made for a specific purpose, to deflect
or break an opponent's weapon. The main-gauche, while dso good for parrying, isless of
aweapon-breaker.

Dart
The dart isa smdl, easily concedable missile wegpon that is thrown rather than fired

from a bow or other launcher.
Darts are known to exist among advanced caveman tribes. These darts are usualy



small, wooden shafts fitted with a head of bone or stone.

In modern cultures, darts have leaf or arrow-shaped heads and stabilizers on the shaft's
butt end, much like miniature arrows.

Many cultures use darts for sport, hunting, and warfare on land and sea. Lizard men
use barbed darts.

"Darts are small, easy to hide, and have a good rate of fire. Range is dightly better
than a dagger, but darts cause less damage. Darts may be smeared with various toxins to
make them mor e effective. It makes sense to fire darts at their maximum rate (three per
round), which not only gives the thrower three chances of hitting, but also offsets the low
damage potential by offering the possibility of multiple hits.

"Adart isa good weapon to throw at a spellcaster. Aslong as one dart hitsa
spellcaster, the latter's spell isruined, regardless of the damage caused. Of course, thisis
why many spellcasters carry darts. Most are nimble enough to use them effectively, and if
they are unable to cast a spell but see an enemy spellcaster about to cast, a dart can ruin
the spell. It helps to be a sharp-eyed, quick-thinking, nimble, handsome fellow such as
myself.”

-- Malraz Alizar the Magnificent, Illusionist Without Peer

Flail

Theflall is a sturdy wooden handle attached to an iron rod, a wooden rod with spikes,
or aspiked iron bal. Between the handle and its implement is either ahinge or chain link.
The weapon was origindly used as atool for threshing grain. Whether aflall isused by a
foot soldier or a horseman, the principle isthe same.

Rumorstel thet the flinds flindbars are in fact a variaion of the flail. This has not
been substantiated, and the flinds have no wish to cooperate in the research.

Footman's Flail
The footman'sflall has a handle approximately four feet in length. It otherwise
conforms to the above description.

Horseman's Flail

The horseman's version of the flail has a two-foot-long handle. The horseman dready
has a good positional advantage, Sitting atop a horse, and consequently does not need the
grester reach afforded by the long handle of the footman'sflall. Thisis a one-handed

wezpon.

"In the adventurer'sworld, a flail can be used by warriors or priests, especially if the
latter is not allowed edged weapons. The footman's flail causes more damage, since the
longer pole enables the wielder to make a stronger swing. Thisis a good weapon to use
in subduing someone, or even for a disarming maneuver. Bear in mind that the footman's
flail is a two-handed weapon, whereas the horseman's flail is one-handed.

"Thereis certainly no problemin a footman using a horseman's flail, although it is not
a good habit. A foot soldier would be better off with a different blunt weapon that can
cause more damage or have more versatility, such as a warhammer."



-- Brother George, Cleric

The followers of Peter the Hermit who fought in the Crusadesin the 11th and 12th
centuries used flalls, placing spikes on the short flall heads. This adaptation gave rise to
other modifications, such as replacing the second bar with two or moreiron bals attached
by chains.

Footman's flails were used mostly in the 13th and 14th centuries by foot soldiers,
especialy peasant troops, while the horseman's version enjoyed use by cavalry troops
during the same time period.

Flails were used as late as the 1920's by Polish peasants against Soviet troops.

Gaff/Hook

The gaff or hook is actudly atool used to hook and land fish. It is commonly found
where fishing boats are encountered, and the hooks are in plentiful supply, affording the
disarmed adventurer aweapon of last resort.

The gaff conssts of ameta hook with awooden or meta crossbar at the base. A one-
handed tool, the hook protrudes from between the middle and ring fingers.

Some sailors who have lost a hand have a cup with a gaff hook attached to the sump,
guaranteeing that they are never without a weapon.

"Ya don't often see adventurers whacking away with gaffs. To them, it's only a tool. But
mor e often than not, dock workers, press gangs, pirates, and sailors have a pretty good
swing with those hooks."

-- Rych the Seeker, Harbor master

Hand or Throwing Axe

The hand axe or throwing axe is also known as a hatchet. The axe blade has asharp
sted tip, counterbaanced by a pointed fluke. The short handle has a point on the bottom
and the head may have a spike on top.

Thiswegpon is often used by barbarian tribes. Some hand axes are carried on the
saddles of knights and horsemen, who respect this wegpon after seeing barbarianswield
the axes effectively.

Despite this acceptance by civilized folk, the throwing axe is often relegated to backup
wegpon status since the crestion of the battleaxe, whose longer handle gives the wielder
greater force in his swing. The maximum length of the hand axes handle is about 18
inches, not very greet, though better than a dagger's reach in hand-to-hand combat. The
throwing axe's last advantage, its ability to be hurled, was eclipsed with the advent of
better bows such as the long bow.

Short races such as gnomes make good use of hand axes. The gnomes traditional
enemies, the kobolds, aso use hand axes. The wegpon's Sze issmdl enough to be
wielded properly, and it can be hurled as alast resort. Dwarves, of course, are far more
interested in the heavier battleaxe.

"The throwing axeis a good backup weapon for an adventurer. It can be used in melee



combat or as a missile weapon, although with mediocre range. The weapon is also useful
as a general tool, especially to outdoor types such as rangers, who often need a good tool
to hack away at undergrowth in order to blaze a trail."

-- Dalraun Ironedge, Ranger

Harpoon

The harpoon is a hunting wegpon, which, in times of duress, may be used for defense.
Its development by primeva man was for hunting marine mammas and large fish.

The firgt harpoons were merely pointed sticks. Later, these became sticks with a sharp
head of horn or bone. The heads often had hooks cut into them for increased damage and
to hold the harpoon fast in the beadt's flesh. The head was then fitted or attached to the
end of the shaft, secured by anima sinews.

Metd harpoon heads evolved later, most with pointed or barbed heads. These heads are
usually detachable from the shaft, but are connected to the thrower by a cord attached
between the point and the barb.

When a hunter throws the harpoon and hits an animd, he follows the victim as best he
can, playing out as much rope as needed until the beast tiresand dies.

Some creatures may be of sufficient intelligence to try to free themselves from the
harpoon. If the target has Intelligence of 2 or grester and some means of didodging the
hook or breaking the line, it is alowed a saving throw vs. poison. Success means the
victim is freed. Failure means the harpoon is dtill atached, the victim takes another hit
point of damage, and is drawn 10 closer to the harpoon's wielder. The victimis pulled
toward the wielder only if aconcentrated attempt is made and the victim is of asize and
weight that makes this possible (e.g., a harpooned whae cannot be hauled in by afighter
with 13 Strength).

Certain primitive jungle tribes trditionaly use harpoons to hunt wild boar. Kuo-toa,
the aguatic subterranean fish men, favor the harpoon with as many nasty barbs on the
weapon as possible.

Harpoons may be used one- or two-handed, and there is no change in speed factor for
using it one way or the other. Thisis a definite advantage. On the other hand, the harpoon
has a poor throwing range, and damage potentid islesswhen it is used one-handed,
much like a bastard sword. The harpoon is a common wegpon in coastal aress, but its
primary function is not as awegpon againg an intelligent opponent.

Adventurers on ships may experiment with fitting harpoons onto balista launchers, if
the DM permits. This may be especidly handy if the PCs are hunting some sea cregture
that they must haul back to port.

Javdin

Javelins are classfied as light spears, suitable for melee or missile combat, usable
either on horseback or on foot. The wegpon has been around sSince man's earliest days.
Thejavein head is not very large, and is usudly leaf-or lancet- shaped. Javelin heads may
have barbs.

As awegpon of war, the javelin has low popularity, though it is often used for hunting
purposes. Javdins are also used as a ceremonid weapon of bodyguardsin civilized



nations. Haberdier yeomen are often assigned javeins.

Javein throwing is a common contest of the games of sport of ancient civilizations.

Javelins may be used ether one- or two-handed, and like the harpoon, there is no
difference in speed factor between the two styles. The javelin has a respectable throwing
range, certainly better than that of a spear, with damage potential comparable to the
spear. Like the harpoon, the javein gives the adventurer the advantage of a wegpon that
may be used effectively either as amelee wegpon or as amissile wegpon.

Many drow carry javelins, often coating the wegpons with the same poison they use on
crossbow bolts. Kobolds dso usejavelins, as any weapon which inflicts damage from a
long distance is embraced by that cowardly race. Advanced races of lizard men are dso
javein usars,

Knife

A knife consgts of asingle-edged, pointed blade with a handle mounted
asymmetricaly. It is an early wegpon, used even by primitive tribes. In these cultures, a
knife islittle more than aflint blade with one or two cutting edges.

Bone knives are little more than a sharpened piece of bone, often decorated in the same
way as daggers. Like other bone weagpons, bone knives are apt to shatter.

True knives gppeared when man began using adloys such as bronze. A knife was cast
from asingle piece of bronze, with a single sraight edge or dightly curved blade. The
curvature is often accentuated near the point.

When man began using iron, knife handles went through a change. The malleability of
iron made it easy to create and keep a sharp edge, while adso enabling the maker to
extend the blade into a flat tang, which was then covered with sidepieces of wood, bone,
or horn. This made the handles easier to decorate. In primitive civilizations, knives are
used as an dl-purpose tool, on the hunting grounds, and as atool of sacrifice.

Different forms of knives may be found among the different peoples who depend
heavily on this useful tool. Small knives are made for domestic uses, longer knives for
hunting and war.

Smdl knives exhibit their own evolution, resulting in the common man's smal knife
with afour-inch blade and a plain handle of bone or horn. The more influentid citizen
may have aknife with ahandle of rock crystal or other sone, enclosed in a precious
metal. Despite the great value of these knives, they are not as effective in combat asthe
larger knives (-1 to attack and damagerolls).

Norndomestic knives, or outdoor knives, have stronger blades and sharper points. They
are carried in their own sheaths, or in the scabbard of alarger weapon, such as a sword,
creating a goecidized set.

In some areas, knife makers are prohibited from sdlling knives with leaf- shaped blades.
Such decrees are an effort to prevent such knives from being carried casudly. The leaf
shape causes alarge, gaping wound that bleeds heavily.

"Though it seems asif a dagger and a knife are very much alike, there are important
differences. A knifeislighter than a dagger. Its shape does not allow it to be thrown as
easily, which explains why the lighter knife has the same throwing range as a dagger.
The knife causes only slightly less damage than the dagger. Both weapons have the same



rate of fire. The dagger isless atool and more a weapon, while it can be argued that the
reverse applies to the knife.

"An adventurer of high station way wish to have a knife and a sword of similar design,
both housed in one scabbard. Such a thing is certainly considered a status symbol
(definitely a mixed blessing).

" A big advantage of knives is that they are found everywhere. Cooks, trappers, and
hunters are but three occupations that justify carrying a knife."

-- Peripim Furfoot, Halfling Adventurer and Professional Cook

Knife handles higoricaly exhibited wide variations in materids and workmanship.
Cast slver knife handles were popular in the 16th century, inlaid mother- of-pearl wasin
vogue in the 17th century, porcelain handles were popular in the 18th century, and carved
ivory and bone with fine siver plate was the trend in the 19th century.

Nations or cultura groups created knives that suited their particular styles or customs.
A common knife in southern Europe, for instance, had a blade that folded toward the
handle, with the cutting edge housed in a specid groove. In Spain, these were cdled the
Navga, and in Italy the Serramancio. We know them today as clasp knives or jackknives.

By far the mogt famous knife of the past two centuries was a heavy, sngle-edged,
sharply pointed blade with a smdl handle with wooden sidepieces. The knife was
designed for melee combat. This knife was much in usein the American West, and was
named for its creator: Colonel James Bowie.

Lance

The term "lance’ origindly referred to spears widlded by footmen and cavary. It
eventually referred only to cavary spears.

Lance design varies between cultures and eras. Generdly, the lance is along shaft of
tough wood, usudly ash, with an iron heed in the shape of alaurd or willow leef, with
cutting edges and a sharp point meant to penetrate armor.

Lances are meant to be gripped close to the bottom, putting a great distance between
the widlder and histarget. Asarule, the lanceis aimed diagonally above the horse's neck.
The opponents face each other with their |eft Sdes oncoming.

Along with dmogt any variety of sword, the lance is considered the best offensive
wegpon for mounted soldiers. Some knights carry a smdl fabric pennant affixed just
below the lance head. These pennants are either triangular or square, and carry the colors
or symbols of the knight'sfamily or liege.

In parades, lances are held vertically, with the butt set in astirrup or on the horseman's
right thigh. On amarch, the lance is held across the shoulder, across the saddlebow, or
horizontally alongsde the horse.

Through evolution, wegponsmiths sought to increase the damage caused by the lance
by making them heavier.

One of the biggest problems with using alanceisthe jarring impact on the user. In
order to address this problem, athick leather ring called a graper isfitted to the shaft just
behind the widder's hand. This acts as a op againgt the armpit, halting the lance's
rearward motion upon impact.

Another important part of alanceisarest. Therest isasmdl, sometimesfolding



bracket fixed to the right side of the knight's breastplate armor. The graper isleaned
againg thisrest when the lance isin use. The rest enables the knight to get the maximum
push from hislance, inflicting the most damage.

The difference between the light, medium, and heavy, lances sems from the length
(10 for alight, 12' for amedium, and 14' for a heavy), and weight (five pounds, ten
pounds, and fifteen pounds for light, medium, and heavy respectively).

Each lance type can be used only if therider is on a horse of corresponding type or
greater. Thus, aknight on a heavy warhorse can use any lance, while the scout on alight
warhorse s limited to the light lance.

Jousting Lance

Joudting lances, used in "joudts of peace,” are the heaviest lances, weighing 20 pounds
and measuring at least 13 feet long. These lances are fitted with a three-pronged head in
order to prevent armor penetration. The prongs are short, blunt projections that emerge
from the headpiece, as opposed to a sharp point. Thislance is aso known as a" courtesy
lance" Inafull tilt, ajoust of war, the head is blunt and may actualy cause fatalities.

Locathah riding on the backs of giant eds use light lances.

"Light lances can be used as a polearm by adventurers who do not relish combat on
horseback, preferring instead to meet the enemy on foot. It can be hard to wield a heavy
lance in a forest, so a medium lance may be a good compromise.

"Lances are best used as a mounted weapon. When used from the back of a charging
mount, it inflicts double damage.

"Nothing is more awe-inspiring than a mounted knight, wielding her lance and
charging a dragon. Of such things legends are made, and no mounted warrior worth his
salt should be without his lance, especially a paladin. | know | have mine!"

-- Maura Smallwood, Paladin

The lance's history can be traced to the Middle East, and was widely used by Greco-
Roman horsemen.

Though rendered obsolescent in 1600 by the advent of firearms, lances were still used
by light cavdry until the 19th century, with many European armies maintaining use of
the lance in the Russian Civil War and World War 1. Two of the most well-known uses of
the lance in the 20th century were the Polish lancers charges against German armor in
1939, and the Itaian charges againgt the Russiansin 1942.

L asso

A lassoisalength of rope with aloop at one end, tied with aknot that enables the loop
to be tightened. The wielder twirls the lasso and throws the loop at the intended target. If
it hits, the lasso has encircled the target, enabling the attacker to dismount the victim,
make him fdl, pin him, strangle him, etc. The widder must specify exactly what he
wants the lasso to accomplish before making his attack roll.

A successful hit does not cause damage to the target, but incidental damage can occur
from the results of certain actions performed with the lasso, such as making someonefall



or drangling avictim.

The many tricks which can be performed with alasso are outlined in the Equipment
Chapter of The Complete Fighter's Handbook.

A lasso may be severed by 2 hit points of cutting damage. A victim's Strength can
break alasso, usng the character's Bend Barg/Lift Gates roll. Only one attempt can be
made on any one lasso.

Lassos are dso caled lariats. Characters can take lasso as a weapon proficiency, but
they should remember that the Rope Use nonwegpon proficiency gives a +2 bonusto hit
with alasso.

"Lasso? What sort of heroic weapon is a lasso? What isa warrior going to do, tie up
his victim and make him die of embarrassment? Bah! If awarrior is so keen on using a
length of hemp rope, let himlearn Rope Use. That way, not only is there a better chance
at hitting a victimwith a lasso than if he were proficient with the lasso as a weapon, but
the adventurer will also pick up many more tricks, rather than wasting time trying to
become expert at throwing silly loops of rope! Lassos, indeed!™
-- Kedar the Dark, Warrior Lord of Adauntlynn

Mace

The mace is adirect descendant of the basic club, being nothing more than awooden
club with a stone or iron head mounted on one end. The head design varies, with some
being spiked, others flanged, and till others with pyramidical knobs.

The mace has existed since man began working with metal. The first maces were made
in order to give the club widlder more power in his swing.

High-leve priests, knights, and even paladins may have a persondized, decorated
mace that serves primarily asasymbol of rank.

Since the mace is awegpon that requires very little in the way of specidized training, it
is afavored wegpon among goblins.

Footman's Mace

Footman's maces originated as heavy wooden truncheons, about two and a haf feet in
length and covered with iron suds. As time went by, flanged heads smilar to the
horsemen's mace were used ingtead. This mace is a two-handed weapon.

There are two different types of footman's maces. an emergency weapon made from
materids a hand and thrown together by a blacksmith, and the maces made by
professiona wegponsmiths for troops. In order to reflect the difference between the two
types, the homemade mace should be given a-1 pendty to attack and damage rolls.

The hagty, emergency maces are usudly awooden handle with any sort of metal head
attached.

Horseman's Mace

The first horseman's maces were a wooden handle, about 18 inches long, with aleather
wrist strap at the bottom of the handle so the weagpon would not be dropped, and a meta
head. Astime progressed, knights preferred to have maces made entirely of meta.

The horseman's mace became an important wegpon to the knight. Knights usudly keep



amace dung over ahook on the saddiebow. Not surprisingly, an dternate name for the
horseman’'s mace is the knight's mace. This type of mace is a one-handed weapon.

"Maces are a step up fromthe basic club, and are a good weapon especially for priests
who cannot use edged weapons. Adventurers may find that the horseman's mace is
actually a good secondary weapon for a footman, though the reverseis certainly not
truel

"A mace is specially made for crushing things, especially helmets and armor."

-- Brother "Helmsbane" Maynard

The Romans armed their dlied auxiliaries with bronze-headed maces, dthough they
never used maces themsalves.

Two styles of mace head patterns emerged before the 14th century. Thefirst was a
ferrule from which extended knot or node-shaped pieces, and the second was a
geometricaly designed head with vanes (conica or diamond-shaped flanges).

Gothic influence in the 14th century made maces more decorative, a trend which ended
in the 16th century, when maces were given amore military form. Eastern European
maces, especidly those from Poland and Hungary, had onion-shaped heads, an idea taken
from the Turkish maces. Maces were used as aweapon up until the 18th century.

During the Middle Ages, aming onesdf with a mace took on significance among
nobles and army commanders. The mace became a preferred wegpon among wealthy or
illustrious users, and it became symboalic of power, wedth, and renown. These maces
were shaped or decorated in a manner that represented the wielder. Thus, the owner of a
mace became recognized as a person of prominence and rank, with the number of ribs
and flanges on the mace indicating the owner's Satus.

M ain-Gauche

The main-gauche (French for "left hand") is alarge dagger with a basket hilt. Since
most swordsmen use their right hand to wield a sword, this dagger is meant for the | eft
hand, wielded as a defensive wegpon when awarrior is using the two- handed fighting
technique. The main-gauche isd<o cdled a"left-hand dagger.”

The heavy basket of the main-gauche isthe equivaent of an iron gauntlet for the
purposes of hand-to-hand combat.

Fighters proficient with main-gauche gain a+1 bonus to hit with Disarm and Parry
maneuvers. More information on fighting styles and maneuvers can befound in The
Complete Fighter's Handbook in the Combat chapter.

" A main-gauche causes the same damage as a normal dagger, but the former is
designed especially for defense. It'simportant not to confuse the main-gauche with the
parrying dagger. The latter has a different design, including longer quillons and
sometimes a triple blade. A parrying dagger also has a greater likelihood of breaking an
opponent's weapon. A main-gauche offers better protection to the user's hand. In any
case, it isquite a sight to see a warrior using a sword in one hand and a main-gauche in
the other."”

-- Mendrill Halfelven, Bard



M ancatcher

A mancatcher is apolearm with a gpecia function: to capture an opponent without
killing him. The wegpon conssts of along pole with a st of soring-loaded, sharpened
jaws a one end. The victim is caught between the jaws, which then snap shut.

The target, regardless of armor and other defensive devices (magical or otherwise), is
treated as AC 10, though appropriate Dexterity bonuses are allowed. If a hit is scored, the
opponent is caught, losing shield and Dexterity bonuses. In addition, the victim can be
pushed and pulled around at the whim of the mancatcher's wielder.

While caught in the mancatcher, the victim suffers 1d2 hit points of damage per round.
There is a 25% chance that the trapped character will fal to the ground.

The victim may atempt to escagpe the grip of amancatcher by making a successtul
bend barg/lift gates rall, but he suffers an extra 1d2 points of damage while breaking

away.

"Mancatchers are good for pulling horsemen off their mounts and pinning themto the
ground, but the weapon is only good on man-sized opponents. Smaller creatureslike
goblins and kobolds can just slip on through, and the larger creatures don't have the
right frame, though why anyone would want to capture any of these disgusting things
aliveis beyond me.

"Mancatchers are used often by that foul, subterranean race of fish-men, the kuo-toa.
Some adventurers who may have suffered the depredations of the kuo-toa and who see a
character wielding a mancatcher may get a bit upset. Often, it's best to steer clear of
weapons that remind certain people of certain races, unless of course, someoneisreally
good with the weapon in question!”

-- Troxel the Unpredictable

Morning Star

The morning star is awooden shaft topped with ametal head made up of a spiked iron
sheath. Morning stars have an overdl length of about four feet. Some such weapons have
around, ovd, or cylindrical shaped head studded with spikes. Extending from most
morning star heads, regardiess of design, isalong point for thrusting.

The weapon is designed to dlow the widlder to inflict grester damage with his swing.
The weighted, spiked head adds to this ability sgnificantly.

Long-handled morning stars are used by foot soldiers, while the short-handled versons
are used by horsemen. It isavery popular wegpon due to its effectiveness and its
amplicity of production.

The morning star traces its ancestry to the mace, which in turn tracesits lineage back to
the club.

Hobgoblins, arace that takes great delight in inflicting pain, often use morning sars.
Troglodytes use one morning stars.

"Morning stars are clubs with a real nasty attitude. They can cause as much damage to
a man as a longsword, probably because of them spikes. | hear tell that the morning star



is called a bludgeoning weapon as well as a piercing weapon, but tell me, have you ever
seen a sharp spike hit someone at high speeds and have that called bludgeoning?"
-- Surid, Cleric of Tyr

The morning star was derived from the Swiss Morgengtern (literdly: "morning sar"),
and was used during the 16th and 17th centuries, especidly in England. The wegpon had
the perverse nickname of "holy water sprinkler.”

The morning star was popular from the Middle Agesto the late 17th century, though its
use continued among peasants and poor urban militiamen and gangs up to the 19th
century.

Net

The net isatool that has been used as a wegpon since the days when emerging
civilizations held gladiatoria arena combat. This verson of the net is an eight- to twelve-
foot diameter circular net with weights around the edges and a trailing rope used to guide
the net and pull it away. It isusudly folded in such away that it twirls open when
thrown. It is tossed with one hand, with the attacker holding onto the guide rope with the
other hand.

A successful hit with this wegpon means that the victim is netted and must try to bresk
free by making a Strength check once per round until successful. The netted victim
cannot make any sort of attack until the net has been shaken off.

On the round after the victim is netted, the attacker has severd optionsfor his next
action, including using another wegpon to grike the entangled victim. The victim loses
his Dexterity and shiedd bonuses to armor class until he isfreed.

The attacker may improve his grip on the victim by looping the trailing rope around the
netted character. This requires anorma attack roll for success, and the victim loses 4
points of effective Strength (for determining success of freeing onesdlf from the net) per
successful round of attack. If the victim's Strength is reduced to zero, heishopdesdy
tangled and cannot escape unless helped by someone outside the net.

If awarrior throws anet and misses, it is open and unfolded. It may il be thrown, but
it isno longer folded correctly and is consequently an unwieldy weapon. Attackers suffer
a -3 pendty to hit when throwing an unfolded net.

A properly folded net dlows the attacker to perform Disarm, Parry, and Pin
maneuvers. Such attacks are at a -3 to hit if the net is unfolded.

Certain underwater races, such as nixies and sahuagin, use nets not only for fishing, but
aso as a combat weapon, usudly when they wish to take avictim dive.

"This weapon is rather unusual, but it can be quite effective. Imagine, a weapon which,
if it hits, will immobilize an opponent in just one round. Of course, such a weapon is not
very effective on larger than man-sized or exceptionally strong creatures (such as an
ogre), though it may buy a wounded adventurer some time, since a successful hit means
that the victim must abandon plans for attacking and concentrate instead on getting out
of the net.

"Characters who can set snares and traps ought to consider the net when making their
little traps. It could come in handy for defense or in a hasty retreat.”



-- Bramm Po, Illusionist
Pick, Military

The medieva military pick was a speciaized wegpon. It probably originated from the
common mining tool. As armor grew heavier, the pick's form and function were soon
adapted to a specidized role. Thisrole was to penetrate the heavier armor types, from
chain mall up through full plate armor. The military pick was a modification of aweapon
cdled the martel-de-fer, atype of war hammer that had a hammerhead balanced by a
thick, curved piercing fluke or “crow's beak.”

The military pick generdly conggts of aheavy piercing fluke mounted on a haft. The
wesgpon might have ether one or two flukes, and the haft might be spiked.

Thewegpon is popular with knights and the heavy foot soldiers of certain mercenary
companies. Dwarves and gnomes are aso fond of the weapon, and degp gnomes
(svirfneblin) in particular use great numbers of them.

Footman's Pick

The footman's verson of this wegpon has alonger haft (up to 5), enabling it to be
widded with two hands. The weagpon weighs about Sx pounds and can be svung with
great penetrating force.

Horseman's Pick

The horseman's pick islighter (about 4 pounds) and has a shortened haft (about two
feet), making it eeder to wield from horseback. It is commonly used by knights and
heavy mercenary horsemen, who face more heavily armored opponents. The deep
gnomes wegpon is aso of thislighter variety.

"Races who particularly enjoy mining, such as gnomes, svirfneblin, and dwarves, can
be found with these weapons. They usually know how to use a pick both as a tool and as a
weapon, though they will first use normal weapons if given the chance. Sometimes they
have to wield these as weapons against another race known for its subterranean
diggings, and who also use the pick as a weapon: the duergar."

-- Nahac the Gnome Sage

Polearms

Also called gaff wegpons, polearms are defined as hafted wegpons--edged weapons
mounted on a short handle or on alonger shaft wielded with two hands. The shafts are
usudly made of wood, though metd shafts sometimes exis.

An dternate term for polearm is pollaxe, which is used to describe any wegpon which
has a metd head in acombination of axe, beak, or hammer, mounted on a pole ranging
four to six feet in length. Poll is the contemporary word for a stedl head mounted on a
daff, and the term should not be confused with "poleaxe.”

Though descriptions of the various polearm types follow, there are certain
characteristics common with al pole weapons, as outlined here.

Polearms are easy to make and are used often by peasants and common foot soldiers.



The polearm is a great equdizer for these troops, who often mugt fight armored men on
horseback. A polearm gives the wielder along reach without exposing himsdlf to the
swing of asword. Setting polearms to receive a charge grants the wielders an initiative
bonus.

A primary use of the polearm isto dlow warriorsin the second rank to attack over the
shoulders of the front rank. Often times, a fighter with a hand weapon and shidd will
team up with one using a pole arm, and they will fight as a coordinated unit.

Polearms that have specia atachments to topple mounted targets have a base 20%
chance of success.

Specid optiond rules for implementing polearm tactics may be found in the Combat
chapter in The Complete Fighter's Handbook.

Gnolls and hobgoblins make it apoint to carry polearms often. A band of such
creatures encountered carrying polearms will be knowledgeable in polearm tactics. Orcs
favor haberds, pikes, and glaives.

While the Master Wegpons Chart at the end of this chapter shows which polearms
cause extra damage when st to receive a charge, any polearm can be used to receive a
charge regardless of whether it causes extra damage.

The Real Way To Use A Polearm

"Alright, listen up, for I amonly going to say thisonce. | grow weary of seeing groups
of bumbling amateurs running around with polearms, each person with a different type.
One uses his halberd, another uses a pike, still another has a guisarme-voulge, and he
cannot even pronounce it, let alone useit! Thisisridiculous. If you are going to use a
polearm, use it correctly! Here's how.

"First of all, for the gods' sake, try to get some idea of where your group is going. Are
you going to the jungle or a dense forest? You are? Then why buy a polearm, you fool!?
You will have no roomto wield it, and more often than not you'll wind up poking your
comrade's eye out. Make sure that the terrain suits the weapon.

"Next, once you know that the destination justifies a polearm, each person should get
the same type of polearm. The weapons vary in the speed with which they can be swung
and the amount of space needed to wield the things. Different polearms complicate what
should be a simple operation.

"When you see an enemy charging at you, have all the polearm bearersline up in the
front row, with weapons set to receive the charge. In order to set for a charge, the
wielder should stand sideways, leaning forward so the left shoulder faces the oncoming
foe. The polearm should be set at an angle, with the head pointing away from the ground,
facing up at the enemy. The end of the handle should rest against the instep of the right
foot. Both hands hold the pole firmly. You are now ready to receive a charge.

"Once the enemy impal es himself on the blades, you cannot just pull out the staff
weapon and begin hitting the creature. Your non-polearm-wielding comrades behind you
should begin throwing spells, hurling missiles, spears, whatever, at the impaled foes. Try
your best to keep the enemy on the blade, and out of your reach.

"Now that's the way to use a polearm! It is a team effort that needs to be practiced
often. Remember this, and perhapsit will save your life!"

-- Fiona the Ranger, Daughter of Dierdre



Awl Pike

Also known just asa"pike" and aMorris pike (corruption of Moorish), thisisan
infantry spear ranging 16 to 22 feet in length. Awl heads are usudly leaf- or lozenge-
shaped. The pole is made of a strong wood, such as ash. Many pike heads are made with
two tongues of sted, nailed down the sides of the shaft in order to prevent the head from
getting hacked off. The grip is often bound with cloth and the buit capped in sted to
prevent the shaft from splitting. The awl pike has the dubious digtinction of being the
dowest polearm available. Add to thisits mediocre damage against man-Szed opponents,
and oneis left with awegpon of questionable vaue, except when used en masse on the
baitlefield.

Bardiche

The word bardiche is the corrupted spelling of berdysh. The berdysh (Russan term) is
in effect an dongated battleaxe with alarge, narrow, curved axe head measuring 24 to 32
inches long, mounted on a pole five to eight feet long.

The upper part of the heed can be used for thrusting, while the lower part isin the form
of alanget. A langet is an iron strap used to increase the strength of the head and protect
the most exposed part of the weapon from blows.

Berdysh require more room to wield than a pike or a spear, but the weapon has a
unique function: it can be used as agun rest. The smdler berdysh have two rings for
attaching to a shoulder strap. This arrangement is popular among horsemen.,

Bec de Corbin

Also caled the bec de faucon, the names mean "crow's beak™ and "fal con's beak™
respectively. This pole wegpon has a hook much like abird's beak and isided for cutting
open armor like some great can opener. The weapon aso has a hammer or axe Side that
deliversasolid hit. Thisis a highly speciaized wegpon, designed for the purpose of
cutting armor then gtriking the now unarmored victim with the other Sde of the wegpon.
The pole shaft is eight feet long.

Bill-Guisarme

Also known smply asa"hill," this wegpon is derived from an agriculturd tool, the bill
hook. Throughout its years of use, the hill's head went through many changes. Its most
common head form is a sharp spike with a sturdy hook whose inside and outside edges
were sharpened, and a cutting blade reminiscent of a cleaver. The pole length ranges
around eight fet.

Fauchard

Deveoped from the common agricultural Sckle or scythe, the fauchard conssts of a
long, curving blade with alarge, pointed head and a fluke (asmall, curved hook found on
many polearms). The head is mounted on awooden pole about eight feet long. Peasants
can often change scythes into fauchards.

The fauchard is classfied asaglaive. It is not very good as a thrusting weapon, but is
used mainly as adashing wegpon. It fulfils the need for a wegpon that puts some distance
between the wielder and his enemy.

Since the fauchard is not an instrument designed foremost as a wegpon but rather a



farm tool adapted for war, it isinefficient as a weapon of war, being rather bulky and
needing alarge area to be used properly.

Fauchard-Fork

This term denotes a fauchard with the fluke attached. The fluke was added in order to
improve the weagpon's thrugting capability, but the effort was fruitless. It is sill abulky
wegpon, requiring much space to be wielded effectively.

Glaive

The glaive is a pole wegpon with alarge head shaped like a knife or a sword mounted
on an eight- to ten-foot long shaft. The blade usudly turns outward in order to increase
the cutting area. Some glaives are fitted with flukes. Overdl, the glaive's damage
potentid is not spectacular, but itslong reach makes up for this. It effectively takesa
norma sword blade and givesit agreat reach.

Glaive-Guisarme
Thisterm describes a glaive with a fluke mounted on the back of the blade. It is dower
and heavier than aglaive, and its potentia damage is nothing noteworthy.

Guisarme

Also cdled the gisarme or the giserne, the guisarme is an eaborately curved blade,
much like the crescent blade of an axe, attached to a Sx-foot long saff. Thrugting spikes
are often attached to the top of the shaft. The guisarmeis supposed to have come from the
farmer's pruning hook. The wegpon may have contributed to the development of the
berdysh and the halberd.

Guisarme-Voulge

Thisterm describes the guisarme in its later stages, with a curved axe-head. It features
aback spike, the fluke, for punching through armor, and the blade's end tapers for
thrusting attacks. Often, the fluke is replaced with a sharp hook for usein dismounting
riders. It is a dower wegpon than the plain guisarme but causes comparable damage.

Halberd

By far the oldest and most often used polearm, the halberd consists of a cleaverlike axe
blade mounted on a staff averaging six feet in length. The axe blade is baanced a the
rear with afluke, and surmounted by a sharp spike, usudly of quadrangular design. The
fluke is sometimes replaced by a hook used to dismount cavary. A halberd can be best
described as a cross between a spear and an axe.

Though a haberd's main function is to dismount cavary, it may dso be employed asa
thrusting wegpon and a cutting weapon. It is not afast weapon, even compared to other
polearms. Still, it does more damage to a marnsized opponent than al other polearms.

Hook-Fauchard

Like the fauchard-fork, the hook-fauchard is another attempt to improve the fauchard.
This wesgpon has a hook fitted on the blade's back. The hook is used to dismount cavalry.
Like its predecessors, it was not a very effective weapon. Its damage potentid is horrible



compared to the fauchards that it was supposed to improve upon, and it is dower than the
origina fauchard.

Lucern Hammer

The lucern hammer is ahammerhead with a spike at its rear, mounted on along pole,
reaching as much as ten feet in length. In some cases, the end isfitted with aspike to
keep enemy soldiers a bay. It is one of the heavier pole weapons and is rather dow. The
entire wegpon is usudly made of sted, including the pole, and often it is decorated with
carvings and precious metd gilding.

Military Fork

The military fork is the warrior's verson of asmple agriculturd farming tool. The
head conggts of two pardld spikes, often fitted with hooks for pulling horsemen off their
mounts. Certain versons of the fork have a blade mounted just below the spikes. The
wooden gtaff is about seven feet long.

Forks are useful not only as thrusting wegpons, but as tools for climbing the defender's
ramparts, setting up ladders, and hoisting baskets of supplies.

Partisan

The partisan (dternatively spelled "partizan”) is a saff wegpon consisting of along,
tapering, double-edged spear blade with two diagonally-set flukes at the base. The shaft
is about eight feet long. The partisan's flukes may be used to catch and bresk opponents
weagpons, aswell asto inflict extra damage. Partisan heads are large enough to alow
engraving and ornamentation.

Ranseur

Also known as the rancoon and the rawcon, the ranseur resembles a partisan, except
that the ranseur's flukes are longer, resulting in a three-pronged head. The flukes are,
however, shorter than the middle blade. Partisans are sturdier than ranseurs. The three
prongs are large enough to puncture armor or trap aweapon and disarm the opponent
(congidered a Cdlled Shat, -4 to hit, see Combat chapter of The Complete Fighter's
Handbook).

Spetum

Spetums are Smilar to ranseurs, except that the side blades sometimes angle backward,
increasing the damage when the blade is pulled out of awound. When the wegpon is
pulled out of avictim, he suffers an additiond 1d2 hit points of damage due to the Sde
blades. The spetum's shaft is eight feet long.

Voulge

Also called the vouge and the Lochaber axe, this weapon isalarge, long blade,
narrowing to a spike at the top, with a hook- shaped fluke at the blade's rear. The staff is
eight feet long. Though it isasmple wegpon to make, this advantage is offset by the fact
that it is one of the dowest polearms available.

"Taken as an entire weapon group, polearms are a useful weapon especially in an



outdoor setting. Their advantages include a good reach, excellent defensive capability,
and the ability to knock opponents off their mounts. Among the drawbacks of polearms as
a whole are the amount of room needed to wield them, their diminished usefulnessin
close-quarters melee, their overall slowness, and their encumbrance. Also, with so many
polearm types to choose from, it is unlikely that a group of adventurers all have the same
weapon or that everyone in the group will want a polearm of any sort in the first place.
Polearms are more effective if several people have them; a single adventurer wielding a
halberd is not going to stop a row of four charging orcs. Remember the advice given
earlier and try to co-ordinate polearm choices before going off to adventure.”

-- Fiona, Daughter of Dierdre

The sarisa, a Macedonian infantry spear, was the ancestor of the pike. The Swiss
rediscovered the idea of mounting a spear head on a very long pole, and it became so
popular that they adopted the pike as their national wegpon in the 15th century. Their
prowess with the pike, not only as a defensive wegpon but as an offensve one, prompted
other European nations to adopt it. The pike remained in use until the end of the 17th
century, when muskets and bayonets made the long spears obsolete.

The berdysh were created by the Russians and used by Muscovite infantry during the
16th and 17th centuries. They were aso used in Scandinavia and eastern Europe.

The bec de corbin (and faucon) was used by the upper classes during the Late Middle
Ages and early Renaissance. The terms are French, but the weapons were so named by
English writerd

The hill was a popular wegpon with the English, and, along with the halberd, remained
in use longer than dl other polearms, well into the early 17th century. The English bills
had a shorter shaft length, usudly around four feet, and were rather tough.

The glaive (derived from the Latin gladius, meaning "sword") blade increased in sze
over the years until it was big enough to have anation's or ruler's coat of arms engraved
upon it. It was often carried in parades. Glaives were introduced in the 14th century and
favored by the French. The blade is said to resemble a large bread knife. The 16th century
Itdians and Germans favored the glaive as a paace guard wegpon.

The guisarme was used extensively between the 12th and 17th centuries.

Halberds were introduced sometime between the 6th and Sth centuries AD, when foot
soldiers of Northern Europe mounted their swords, called scramasax, on poles. The Swiss
refined this wegpon and wielded it with devagtating sKill. In fact, halberds were known to
gplit aman's head from pate to jaw, armor notwithstanding! The halberd got its name
during the firgt primitive versons made by the Swiss.

The word halberd comes from the German words halm (daff), and barte (axe).
Primitive halberds had awide blade with a straight cutting edge. The gaff fit through
two socketsin the back of the blade. This design was probably inspired by the guisarme.

By the end of the 15th century, the haberd was modified in order to increase its
effectiveness. Thisis the halberd type most often referred to when using the term. The
primitive ha berds were soon referred to as the Swiss vouge (voulge). Like most
polearms, the halberd fdl into decline with the introduction of firearms.

Confusion often exists whether alucern hammer isahammer. It issafeto say yes, it is
ahammer, and is dternately caled awar hammer. A short-handled verson of the lucern
hammer was used by mounted troops as early as the mid-13th century. It islonger than



the wegpon most adventurers call awar hammer and is used mainly by massed units on
the battlefidd. The lucern hammer gets its name from the Swiss city of Lucerne, whose
armories were well-stocked with the weapon, so much so that scholars named them after
the city.

Military forks are descended from farmer's pitchforks, though the former's spikes were
straight as opposed to the curved spikes of the latter. This weapon appeared frequently
during the Crusades and peasant revolts from the 15th to 19th centuries. In 1920, Polish
peasants used forks to fight off Soviet troops attacking Warsaw.

Partisans are a derivative of the langdebeve, a broad-bladed spear. The name partisan
came from the people who wielded it, the partisans, in late 15th century France and Italy.
After itsretirement as a weapon of war, partisans continued to be used as ceremonia
wegpons in roya courts. In fact, the Swiss Guards of the Vatican and the Y eomen of the
Guard at the Tower of London till use partisans at state occasions or when in full dress.

Theterm voulge has been used to describe many types of polearms, thusits true
meaning is obscure. A number of texts associate the voulge with the English bill, the
French glaive, and the Swiss vouge, the latter of which is the accepted voulge form. The
lochaber axe is a Scottish polearm used in the 16th to 18th centuries, most likely
descended from the gisarme.

Quarterstaff

The smplest and humblest of staff wegpons, the quarterdtaff is alength of wood
ranging Sx to nine feet in length. High qudity quarterstaves are made of stout oak and
are shod with metd at both ends. The quarterstaff must be wielded with both hands.

"Such a simple weapon, yet so popular. Any class of adventurer, be he an armored
warrior, spell thrower, cutpurse, or man of faith, can use a quarterstaff. The staff isalso
a fine practice weapon, especially in place of other two-handed weapons such as two-
hand swords or polearms. The staff is held in the middle with the left hand, while the
right hand holds on at one-quarter of the whole staff's length from the end.

"Quarterstaves are popular among the kenku, the mysterious, Oriental, birdlike
humanoids. This blunt weapon is usually used to knock out an opponent as opposed to
killing him.

"Wizards may decorate their staves, even cast spells on themin order to make the
weapons look magical. It may fool someone into thinking that a simple wooden staff isin
fact a gaff of the magi."

-- Albertus, Battle Mage

Sap

Alternatively called a blackjack, the sap isa small lesther bag filled with sand, lead
shoat, coins, or other weighted materids. It is used to quietly knock out avictim by
administering a blow to the head or back of the neck. Thus, the sap has no effect on
helmeted targets. If the sap strikes any other part of the body, the damageis halved and
there is no other effect.

Of the damage caused by the sap attack, 25% is actua physical damage, and the other
75% is temporary damage that wears off in 1d6 turns.



In order to effectively use the sap, the attacking character makes a Called Shot at -8 to
hit. If ahit is scored, damage is determined normally. The attacker then has a 5% chance
per hit point of damage to knock out the victim, up to a maximum of 40%. This
maneuver works only againg targets that are man-szed or smaller.

When a sgpping maneuver is performed on adegping or magicaly held victim, the
maneuver automatically hits, but the chance of knockout increases to 10% per hit point of
damage, to a maximum of 80%.

"A sap is more suited to an urban environment than to the great outdoors or dungeon
crawl. It is a weapon favored by thieves looking to cosh someone on the head and take
his purse. If a party of adventurersisinfiltrating a stronghold in order to capture
someone, however, a sap may come in handy."

-- Kyrian Darkstar, the Infiltrator

Scourge

The scourge is a short whip with severd legther tails or thongs. Each thong has meta
barbs, broken glass, or any other sharp fragments attached dong its length. A smilar
device, the cat-o-nine-talls, is anine-tailed whip with knots tied in each thong.

The scourge is not so much awegpon asit isameans of inflicting great pain. Still, it
causes damage and can be used as a weapon.

The only creatures known to wield scourges with any sort of consstency are the Baor
Tanar'ri, chaotic evil denizens of the Abyss. This should give theidea of the type of
cregture who wiglds such an instrument.

" A scourge? Why would any self-respecting adventurer want one? Those dreaded
things are most associated with torture, not combat. No one raises an eye when an
adventurer walks into town with a sword; a man has to protect himself, and, times being
what they are, no one will begrudge an adventurer's right to carry a sword. But carrying
a scourge will probably mark someone as a follower of some cruel, torturing deity, or at
the very least, as an evil person. Any adventurer with a shred of decency will avoid the
scourge and get something that will put an enemy out of its misery, not prolong it!"
--Srang of Tempus

"How odd. Personally, | find the scourge to be of great value in temple worship. It is
also a great motivator."
-- Leeahn, Priestess of Loviatar, Mistress of Pain

The scourgeis truly a monument to man's ability to cause suffering. When a scourge
hitsavictim, the thongs curl around the trunk and limbs, with the barbs digging into the
flesh. The torturer then pulls the scourge away, ripping even more of the victim's skin. In
ancient Rome, certain soldiers were trained with the scourge to cause the maximum
amount of pain without killing the victim. Roman citizens were exempt from scourging,
while subject peoples were not.

Sickle



The dckleisafarming implement consisting of a crescent-shaped blade mounted on a
short handle. It is used in combat primarily by peasants or adventurers who have no
weapon and are forced to make do with whatever they can find. Most farms have sickles,
which are used for cutting weeds, grass, and grains.

Druids favor the sckle due to its strong association with agriculture. Golden sckles are
used to harvest mistletoe as components for druid spells.

As awegpon, the sckle is as effective as adagger, but is dower overal.

Sing

Slings have existed since the beginning of recorded history. The basic ding congsts of
alesther or fabric strap with a pouch for holding the missile. The weapon isheld by both
ends of the strap and twirled around the wielder's head. When top speed is attained, the
missileislaunched by releasing one of the strap's ends.

The ding is a cheap wegpon and is easy to make. Thus, it is common among peasants,
especidly sance it makes a good hunting weapon.

The ding'smissleisather a smooth, rounded stone or abal of lead. While gonesare
easer to find (most shalow streams have an abundance of smooth stones), the lead bullet
causes more damage and flies farther than the stone.

A ding's projectileis cgpable of producing severe bruising or even broken bones
againg aman or his mount. Againg armor, however, the ding loses mogt of its
effectiveness.

Halflings are known to be quite good a using the ding, and it is a common wegpon
among members of that race.

"Sings are a fine missile weapon for thieves, since the weapon is easily concealed and
quiet. Actually, it isnot a bad proficiency for anyone to pick up, since making a sling and
finding ammunition is easy. The dling's missiles have a good range. If using a sling out-
of-doors, one never lacks for ammunition, though lead bullets fly farther and cause more
damage.”

-- Ariane, Professional Cutpurse

Slings were heavily used by the peoples living around the Mediterranean basin. The
Romans did not assgn dingsto their soldiers, but alowed their auxiliary troops to use
them. The ding was used during the Middle Ages, and dingers are depicted on the
Bayeux Tapestry, not as soldiers, but as hunters.

Spear

One of man's earliest wegpons, dating back to the most primitive of times, the first
spears were smply wooden poles or sticks sharpened at one end. When fire was
discovered and mastered, spear points were hardened by charring. As man became more
adept at using tools, spears were ether fitted with a sone head or the point was
reinforced with splints of stone or bone.

When man mastered metd's, spear heads were made from iron and sted. Having
reached this end, weaponers began experimenting with different types of spear heads,
thus leading to the development of certain polearm types such as the ranseur.



Spear shafts are usudly made from yew or ash, since these woods are both flexible and
grong. The shafts range five to eeven feet in length. In melee, spears may be used ether
one or two handed, with more damage inflicted if used in the latter mode. Spears 10 feet
or longer cannot be wieded with one hand.

Though spears are normally used for thrusting, they can dso be thrown. Specid
devices exist for hurling spears. These devices are varioudy shaped pieces of wood, horn,
or bone with hooks, hollows, or grooves meant to house the spear butt. When usng one
of these throwers, the spear's throwing range is doubled. The cost of a spear thrower is 1
gold piece. The thrower weighs two pounds.

A character widding a spear gains an attack bonus for high Dexterity and a damage
bonus for high Strength.

L ong Spear

A long spear islike anorma spear, except that its shaft ranges 12 to 13 feet in length
and cannot be thrown.

Orcs and ogres use spears often in battle. They are smple wegpons for smple-minded
Creatures.

"Spears are versatile, since they can be used by footmen and horsemen alike. The
former can set their spearsinto the ground, in hope of impaling a charging enemy.
Footmen can use spears as melee weapons or as missile weapons. Hor semen use spears
in much the same way as lances.

"As for long spears, unless oneis prepared to forego shield protection and use the
weapon with two hands, it is not worth selecting over the normal spear. Long spears need
room to be wielded properly, they cannot be thrown, their damage is not much better
than a normal spear, and they are slower than their smaller bretheren.”

-- Lord Boris Vladimir, Professional Warrior

Spears have existed since the Paleolithic era, some 500,000 years ago. Horsemen of
20,000 BC began using them as missile wegpons, complete with the hurling devices
explained ealier.

The Greeks were fond of large formations of spearmen in their armies.

The Franks began producing what we know as the spear. These spears had long, leaf-
shaped blades and two triangular "wings' set just below the head. These wings prevented
the spear from penetrating too far into avictim (and consequently making it harder to pull
out), and enabled the spear carrier to parry more easily with his wespon.

In the 14th century, spears used by horsemen evolved into the lance. Long spearsin the
15th century devel oped into the pike.

Staff-Sing

Also cdled the fudtiba us, the staff-ding consists of awooden rod, threeto four feet in
length, with ading attached to one end. Therod is used to increase the range that a heavy
object can be thrown by enabling the dinger to twirl the ding harder. It is not meant to
increase the distance of the average ding bullet. In fact, it has poorer range for stones or
bullets.



An optiond form of ammunition is the stinkpot, a day ves filled with burning sulfur
or quicklime. Thisis condgdered a grenade-like weapon and is subject to the combat rules
found in Chapter Nine of The Player's Handbook. For range, the stinkpot has a short
range of 20 feet, medium range of 40 feet, and long range of 60 feet.

When the stinkpot breaks, everyonein a 20-foot diameter circle who does not leave the
areawithin one round must save vs. poison or be unable to attack or move at greater than
haf their movement rate. Those who save successfully attack at a-2 penaty due to
nausea and watering eyes. The effects last aslong as the subject remainsin the area and
for 1d4 rounds thereafter.

The gtink cloud lasts for 1d3+1 rounds, then dissipates. Optiondly, stinkpotsin
underground settings may give off clouds that last 1d6+1 rounds due to lack of open air.

Dueto the trgectory that a staff-ding givesamissle, it cannot fire & short-range
targets. It has less range than a ding and is a dower wegpon, but the staff-ding can hurl a
heavier object.

" Anyone who gets a staff-sing in the hope of seeing his sling bullet fly into the next
kingdomisin for a rude shock. The weapon is only good for hurling large loads a healthy
distance. The stinkpot idea is perhaps the best way to get the most use out of the staff-
ding. One thing's for sure, as much as halflings like slings, you'll rarely catch one using
thisthing!™
-- Severian, Master Swvordsman

Stiletto

Also known as a tylet, the dtiletto is a short dagger with astrong, triangular or square-
sectioned blade that tapers to a sharp point at the tip. The tiletto is designed for thrusting,
in particular to pierce armor such as leather or mail. Therefore, the tiletto givesthe
widlder a+2 bonusto atacks agang plate mail, ring mail, chain mail, and al forms of
leather armor. Mogt dtilettos are made completely of stedl.

Most cities, except those involved in awar, prohibit the carrying of adtiletto snceit is
an easly concedled wegpon.

Stilettos are narrow enough to be conceded in sword canes or even in the handle of a
large sword, such asthe long, bastard, or two-handed swords.

Sword
General Information

History of the Sword

The most common definition of asword is an edged weapon with along blade made
for cutting blows, thrusts, or both.

Swordsfirst appeared in the prehistoric period when humans, who had beenusing
daggers of stone, began working with copper. The copper dagger could be fashioned with
along blade, and in the ensuing years, the blades got longer and longer. Eventualy, the
blade reached such alength that it could no longer be called a dagger.

This new, improved wegpon was superior to the dagger, which was quickly relegated



to a secondary role in melee combat.

Copper eventudly gave way to bronze. Swords of varying lengths (what we now know
as thelong sword and short sword) came into being, with blades ranging from 27 to 35
inches.

Sword design was influenced by the dagger. Since the dagger is a thrusting wespon,
early swords were dso designed for thrusting. Eventually, the need arose for awesapon
capable of dashing blows, so swords devel oped the double-edge, Hill retaining the sharp
point.

Sword handles went through their own stages of development. In southern Europe,
sword handles were decorated with ivory, gold, and semi-precious stones, whilein
northern Europe, the handles were decorated with engravings.

The discovery of iron revolutionized sword making. Bronze was rare, while iron was
plentiful, though the latter was harder to work with. The change from bronze to iron was
dow. For three centuries, both iron and bronze swords were in use.

The Romans developed the gladius, a short sword, in order to have aweapon that their
rigidly-trained troops could use with swiftness and precison.

With iron proving itsalf superior to bronze, the latter was relegated for accessory parts,
such asthe grip or the sheath. The Haltatt culture devel oped longer sword blades (31-35
inches) as advances in ironworking enabled them to make lighter and stronger blades.
These blades were so pliable that they could be twisted into a spira for three or four turns
before bresking. This was known as "pattern welding." One drawback of this, however,
was the fact that the blade could become misshapen when it Struck something, often
forcing the widder to stop fighting and straighten out the blade with his foot or a rock!
Thiswas the type of sword that Gallic and Teutonic armies used againgt Roman legions,
and is consdered along sword. Often, the craftsman making a sword placed a trademark
identifying the maker.

As swords evolved, asmdl ovd plate was placed between the shoulder of the blade
and the grip. Thiswas designed to protect the grip against damage from the meta mouth
of the sheath. It also protected the user's hand.

Early stories of famous knights include lore about their swords, even mentioning the
craftsmen who made the wegpons. Siegfried had Balmus, Roland had Duranda, and
Charlemagne had Joyeuse. King Arthur, of course, had Excdibur.

In the Carolingian period, the sword's grip was dtered, becoming more speciaized and
defined. The ova attached to the grip was turned into a four-sided bar about four inches
long. This became the guard. The wooden grip ended in alarge pomme, which balanced
the weapon. Such a sword measured about 40 inchesin length.

At the gart of the Romanesgue Period (11th-12th centuries), the sword's form
remained the same, but the blade became broader. These swords are considered broad
swords by some scholars.

During this period, the sword was used primarily for dashing blows, asreflected in the
Bayeux Tapestry, which shows armed men using swords in this manner.

The Gothic period saw swords becoming more specidized, depending on the knight's
intentions. The knight's sword was athing of beauty and strength, and it is this sword that
resembles the long sword of fantasy. Knights usudly owned severd swords, eech with its
own use.

In the 15th and 16th centuries, swords were given to common foot soldiers, and their



designs changed accordingly. There were more ring-guards (to protect fingers), knuckle
bows, and other such devices. The two-handed sword emerged from this era.

During the 16th century, fighters began emphasizing sword thrusts, and blades changed
to accommodeate this. Elaborate basket hilts were perfected to give the hand better
protection. This gave birth to swords such as the rapier.

By the end of the 16th century, with gunsrisng in prominence, svords were
increesingly relegated to duelling.

The longsword is considered by some to be the principle weapon of nohility, the broad
sword the typical weapon of the commoner, and the bastard and two-handed swords the
speciaized weapons of mercenaries.

Eventudly, the sword became a symboal of tradition, and is ill worn on many military
dress uniforms out of respect for that tradition.

Bastard Sword

Also known as the hand-and-a-half sword, the bastard sword derives its name from the
fact that it is halfway between the two-handed sword and the long sword.

The bastard sword has a double-edged blade and along grip, which can accommodate
both handsif preferred. The overdl length of the bastard sword ranges between four feet
and four feet ten inches.

Some bastard swords are equipped with knuckle guards, and others have asymmetrica
pommels shaped like animal or bird heads.

"The bastard sword is an excellent, versatile edged weapon which can be used one-or
two-handed. Using it two-handed gives a warrior better damage potential, but makes him
unableto use a shield. It isalso a slower weapon. Using it one-handed allows the use of
a shield, but causes less damage, comparable to that of a long sword."

-- Lord Jon Ironedge, Ruler of Hawkhaven

Broad sword

The broad sword is a heavy military sword with a double-edged blade. Overall sword
length is about three and one- hdf feet, and the sword is designed mostly for cutting. Most
broad swords have a basket hilt or ashell guard. A favored cavary wegpon, the broad
sword isknown in different cultures by different names, usudly dependant on the hilt
configuration. The basket hilt broad swords offer a+1 bonus to Parry maneuvers. In
addition, punching attacks done with the basket hilt are treated like ametal gauntlet (see
the Player's Handbook, Chapter 9).

"The broad sword is as fast as a long sword and causes compar able damage to man-
Sized targets, but lacks the same ability against larger creatures. Its benefitsin parrying
and hand-to-hand combat are good, but if an adventurer is more of the “forget finesse,
let's just hack them to bits' school, a long sword or a bastard sword may be a better
choice. Someone who likes showing off, such as a swashbuckler, would favor a broad
sword."

-- Rushlight of Tethys, Ranger

Claymore



The claymoreis alarge, cross-hilted sword consigting of a straight, broad, double-
edged blade and long quillons angling toward the blade. The grip is legther-covered and
topped with a whed-shaped pommd. The sword is dightly shorter than the two-handed
sword.

Claymores are treated as bastard swords in terms of damage, weight, and weapon
Speed.

Claymores are greatswords of Scottish origin, used by Highlanders and Scottish
mercenariesin Ireland. The sword was popular from the end of the 15th century to the
early 17th century. The term claymore is from the Gadlic claidheamohmor, meaning
great sword.

Cutlass

The cutlassis a sword with a sngle-edged, curved, broad blade attached to a basket
hilt. The blade is short and heavy. The sword is favored among pirate crews and is easily
found in port communities, but is rare inland. Cutlass users enjoy the same advantagesin
Parrying as broad sword users.

" Cutlasses cause damage compared to short swords, but are slower and heavier. A
broad sword is a better weapon, since it gives the same Parry benefits and causes more
damage.”

-- First Mate Arlundar, of the galleon Angdwing

Falchion

Thefdchion isa sword with asngle-edged, heavy blade. The blade's back is usudly
draight, while the edge has a curve. The blade aso broadens close to the tip, which gives
the blade a cleaver-like appearance and increases the damage inflicted. The sword is
heavy, which aso contributes to a fearsome cutting blow.

Gladius

The gladiusisthefirg refined version of the short sword. It has a double-edged blade
and a strengthened tip. The grip is made of wood, bone, or ivory and is topped with a
round pommel. The sword is carried on awarrior's right Side, dung from abadric
passing over the left shoulder. In terms of damage and length, the gladius or drusus
resembles the short sword.

A drususisagladius of exceptiond qudity, and consequently has a series of specid
things associated with its care in order to maintain a sharp edge. The restrictions are listed
in The Compl ete Fighter's Handbook (Equipment Chapter).

Khopesh

This Egyptian wegpon has approximately six inches of handle and quillons. The blade
extends straight out about elghteen inches from the handle, then curvesinto adight sickle
shape for another two feet. In effect, this only adds another eighteen inches to the overdl
length. The entire sword is usudly made of bronze or iron.

"The khopesh is a slow sword, heavy and unwieldy. Its damage is unremarkable as
compared to other swords, especially when one realizes the drawbacks that must be



suffered when wielding the khopesh. All in all, it is a primitive weapon of a culture that
has not grasped the finer techniques in sword-smithing.

"Sill, the weapon resembles a sickle in some ways and is usable by druids. This gives
these nature priests a chance to wield a sword, yet stay within their weapon restrictions.”
-- Eibhelin Hathleah, Warrior/Priestess

Long Sword

These swords are usudly referred to as doubled-edged swords, war swords, or military
swords. In many cases, the long sword has asingle-edged blade. Thereisno single
verson of the long sword; the design and length vary from culture to culture, and may
vary within the same culture depending on the era.

Among the most common characterigtics of dl long swordsisther length, which
ranges from 35 inches to 47 inches. In the latter case, the blade is known to take up 40
inches of the totd length.

Most long swords have a double-edged blade and a sharp point at the tip. Despite the
tip, the long sword is designed for dashing, not thrusting.

Often, long swords have two grooves that run the length of the blade, one on each
surface. These grooves are cdled fullers, and are meant to make the sword lighter and
more flexible. If asword did not have some dadticity, it would shatter when it hit a
target.

The handles of dl long swords fit only one humant sized hand. Most long swords have
asmdl, ovd, metd plate between the blade's base and the grip. This ova protects the
grip from getting damaged againgt the meta in the mouth of the shegth. It dso offers
some modest protection to the hand. A second piece of metd, either ova or round, is
fitted onto the pommd.

"Ah, the long sword! Awarrior's best friend! It is without a doubt the most common
melee weapon among skilled adventurers, and rightly so. It inflicts a respectable amount
of damage to both man-sized and large opponents, isfairly fast for itssize, and is
relatively light.

"Elves favor long swords, and most are trained from childhood in their use. One guess
asto the reason for thisisthe fact that the sword is light and quick and can cause a lot of
damage when in battle, much like the elves themselves. That's only a guess, of course,
and the truth may never be known, at least if | have anything to say about it."

-- Lord Noro Goldentree, High EIf

The classic long sword depicted in fantasy getsits design from the Gothic period. This
isthelongest variety of long sword, with a40-inch blade.

Rapier

Therapier isalight wegpon with a sraight, double-edged, pointed blade. It is designed
to be alight, thrusting sword. Theterm rapier is often used to describe a civilian weapon,
as opposed to the heavier and deadlier swords of soldiers and mercenaries. Rapiers are
fashionable among nobles and gentlemen.

Asanew at of fighting evolved with emphasis on thrusting with the blade as opposed
to dashing, a new wegpon was required. Thisart is known as fencing, and it requires a



rapier. Asthe sport grew in popularity, the rapier was required to be narrower and lighter.
It became not a dashing wegpon at dl, but awespon purely for thrusting.

The early rapier handles have straight quillons (cross guards), sde guards, and knuckle
bows. The later versions have shell guards, smilar to the basket hilts of the broad sword
and cutlass. As areault, the rgpier wielder enjoys the same Parry and punching bonuses
outlined eaxrlier.

"Therapier isn't as fast as the short sword, but it does a dight bit more damage. The
rapier isa good dueling weapon, and is popular with rich young nobles and
swashbucklers."

-- Rallo, Aspiring Swashbuckler

Sabre/Scimitar

Alternatively spelled saber, this sword is along, curved, sngle-edged blade intended
mogtly for horsemen. It is a popular wegpon for light cavalry. The sabre's hilt grantsthe
user the Parry and punching bonuses of the rapier.

Members of the foul race of yuan-ti often use scimitars.

"Another curved, single-edged blade? Well, the sabre is a bit different since it's meant
to be a slashing weapon instead of a thruster like the rapier. Both swords cause the same
amount of damage and are equally as fast.

"As for the scimitar, it is merely another form of sabre, but with heavier Oriental
influences. It causes dightly better damage than the sabre, and isjust a bit slower.
Druids favor scimitars.”

-- Gwynne Arendahl, Fighter

The sabre wasiinitidly developed in Central Ada, used by tribes that wandered the
steppes. By the 9th century, the Savs, who battled the Asians, had adopted the weapon.
Theterm sabre is Savic-Hungarian.

Sabres were used extensively in central and eastern Europe and by the Turks.

The Persian style of the sabre was discovered by Napoleon's troops. This verson was
known as the shamshir, which is commonly caled the scimitar. This blade has a greater
curveto it and is tapered to an eongated, sharp point.

Short Sword

The short sword is the first type of sword to come into existence. In the smplest of
terms, a short sword can be considered a dagger with a blade so long that it can no longer
be called adagger. The term short sword does not exist in sword classifications.
However, it has come to be used to describe a double-edged blade about two feet in
length. The sword tip is usudly pointed, ided for thrugting.

Short swords are fitted with a handle that can accommodate only one hand.

"The short sword is a good weapon for archers, crossbowmen, and other warriors
whose primary weapon is not a sword, but who see the necessity for having an edged
weapon that causes respectable damage. The small size and lightness of the sword makes
it an ideal weapon to carry without the warrior worrying about getting encumbered with



too much weight. Short swords are quick weapons, almost as fast as daggers, and
causing more damage. A short sword with even a minor enchantment becomes an
extremely valuable weapon.

"Halflings, gnomes, and dwarves are known to favor short swords, since the weapon's
length is compatible with their stature.

"Elves are trained in use of the short sword. It is a common elven weapon for two
reasons. the elves favor the swiftness and lightness of the weapon, and, since many elves
are archers, the short sword becomes a good fallback weapon should the enemy close
ranks into melee range.

"The short sword is often seen on the belts of the average man, or at least the average
man who can afford one and knows how to useit! It isa good weapon to have in a city,
provided one follows any local rules for securing the weapon. A short sword enables a
man to discreetly wear a sword in the city, not calling as much attention to himself as he
would if he wore a bastard sword or two-handed sword strapped to his back!"

-- Cendril, EIf Warrior-Mage

The short sword is a descendant of the Roman gladius. In essence, it is a gladius made
by improved metaworking techniques.

The Germans developed the baselard short sword, common in the 16th century, while
the Italians had the cinquedea, a short sword with a blade that was broader at the base.
Both versions of short sword were popular with civilians, not professona soldiers or
knights.

Two-Handed Sword

The two-handed sword is aderivative of the long sword. Wesgponsmiths have dways
looked for ways to improve existing wegpons. In an effort to improve the long sword, the
blade was lengthened (having alonger reach than one's enemy is dways preferable).
Eventudlly, the handle had to be extended and two hands became necessary in order to
properly swing the sword. The primary function of two-handed swordsis cleaving
mounted knights and bresking up pike formations.

The blade on the two-handed sword is along, double-edged blade. The blade point
may be sharp or rounded. The hilt has straight or dightly curved quillons. The pomme
may be faceted, triangular, or pear shaped, though whatever the shape, it tends to get
larger toward the top, as a counterbal ancing measure.

Asits name implies, this sword is a two-handed weapon and cannot be used in one
hand, even if the wielder has high Strength. The wegpon and its hilt are balanced for two-
handed use. A fighter wielding a two-handed sword cannot use a shield.

An average two- handed sword measures five to six feet in length. It isafavored
wespon among foot soldiers.

The agtral race known as the Githyanki favor two-handed swords. These wegpons tend
to be decorated with gems, beads, and precious metals.

"Thisisthe sort of weapon that makes a statement to all who see the wielder, and the
statement is beware. The two-handed sword is correctly associated with lots of damage.
In fact, wearing such a sword slung across your back may make the impression that the
wielder is not so much interested in saving his own neck (since he cannot use a shield



and is consequently easier to hit) as heisin relieving an enemy of his head.

"This sword is slow and heavy, but then again, it needs to have great massin order to
cause the damage that it does. Warriors who carry a two-handed sword usually don't
carry any other large or medium-sized weapon. At best, a dagger is carried as a backup
weapon of desperation.

"Despite the impressive features of the two-handed sword, a bastard sword is a better
weapon. First of all, the bastard sword gives the warrior the choice of using it one- or
two-handed, thus enabling himto use a shield.

"Furthermore, the bastard sword is faster. The two-hander does a bit more damage
than the bastard sword wielded two-handed, but the difference isinsignificant. Still, when
it comes to hitting those extra large beasties such as dragons, a two-handed sword comes
in mighty handy."

-- Finnegan Bospur, Paladin

The two-handed sword was a weapon of 13th century Teutonic origin. It was
extensvely used by German and Itaian foot soldiers from the mid- 15th to the late 16th
century. In later years, the two-handed sword became largely a ceremonid or
processiona weapon, usudly heavily decorated.

Trident

A trident isalong pole measuring four to eight feet with ameta, triple-bladed fork on
one end. It isnot used as a wegpon by professiona armies, but has seen some limited use
from peasant guerrillas. The trident is normaly atool used for fishing, with some limited
uses as an agricultura or hunting tool. It is a two-handed wespon.

Severd aguatic races, such aslocathah, mermen, sahuagin, and tritons, use tridents.
They redize the versatility of the trident, Since it is effective as both afishing tool ad a

wegpon.
War Hammer

Mounted knights cannot effectively use long pole wegpons while on horseback, and as
aresult, many wegpons have been fitted with shorter shafts so they may be wielded with
just one hand. Maces and flails are two previous examples of this--the war hammer is
another.

The horseman's war hammer is the descendent of the Lucerne hammer. It is made
entirely of sted, with ronddls protecting and strengthening the grip. Rondels are small
disks of metd, often shaped into decorative desgns. The shaft is about 18 incheslong.

Dwarves favor war hammers as a primary wegpon. It is guessed that, given the
dwarves sill in usng the hammer for noncombative purposes, they naturally developed
the skill for using it as aweapon of war. The war hammer personifies the dwarven race:
short, tough, and blunt.

Some war hammers are fitted with a spike at the top. This can be used as athrusting
weapon and causes 1d3 points of damage.

"A war hammer is a good secondary melee weapon. It causes a little more damage



than a dagger and can be thrown just as far. The weapon isterrific against skeletons,
better than edged weapons. In a pinch, the war hammer can also be a tool for things like
hammering in spikes. A lot of clerics who can't use edged weapons have found the
hammer an acceptable alternative.”

-- Pandar Goldsmith, Dwarven Warrior

Whip

The whip or bull whip isalong, heavy, plaited lash usudly made of leather or rawhide
(untanned hide). The braided leather isthicker toward the handle, narrowing to adender
cord at the end. Some handles are wooden rods attached to the lash, while others are part
of the same piece of rawhide. The whip's length varies from 15 to 25 feet. A whip is
carried coiled and attached to the user's belt.

Common uses for the whip include leading herd animals and as atool for punishmen.

If a character wishes to knock aweapon out of an opponent's hand, this may be
attempted with awhip usng a Cdled Shot with intent to disarm. The attacker getsa-4
pendty on his attack roll. Further details are found in The Complete Fighter's Handbook
in the Combat chapter.

A character proficient with the whip can entangle an opponent's limbs or weapon.
Before rolling the attack die, the user declares whether or not he intends to entangle. If a
hit is scored, some sort of entanglement occurs. If wielded by a non-proficient user, the
chance to entangle is only 5%. If wielded by someone proficient, there is a 5% chance per
level that entanglement occurs (to a maximum of 95%). Percentile dice arerolled to
determine the exact effect. The entanglement chances are 50% (01-50 on 1d100) for one
limb, 10% (51-60) for two limbs, 20% (61-80) for the wegpon arm and the weapon, and
20% (81-00) for the head.

Hobgoblins are known to carry whips, but thisis probably more for keeping prisoners
and davesin line than as a combat weapon. Still, a hobgoblin widding awhip should be
presumed to be skilled at it, and able to make the specid attacks with it.

"The whip is another example of something designed for one purpose that gets used for
another, much like a pitchfork, pruning hook, or harpoon. As a weapon, the whip is
unimpressive if you're talking about raw damage. The whip is great for Called Shots and
such, but try using a whip on a troll, and all you'll get is one dlightly stung, very mad
troll.

"The same holds true for armored targets. A whip is designed for hitting bare skin. Any
sort of armor, including leather and padded, will help protect the wearer from the whip's
sting.

"No, if someone islooking for a weapon that causes damage and is a good parrying
tool, the whip is not it. If you enjoy fancy maneuvers and bizarre trick shots, then the
whip istheright thing. The whip is better suited for the city environment, where there are
more humans, demi-humans, and other such races which fear the lash, as opposed to the
wilderness, where myriad monsters abound who do not shrink from a little pain.

"Awhip isa slow weapon. Someone using a whip must have at least 10 feet between
himself and the enemy, since a whip will not work too well in close quarters.

"Awhip is great for a fighter who wants to disarm an opponent, snare a victim, or even
wrap the whip around a beam and use it to swing over a chasm.”



-- Gorin Grimblade, Veteran Warrior

TABLE 6: Master Weapons Chart

[tem
Arquebus* **
Battle Axe
Belaying pin
Blowgun
Barbed Dart
Needle
Bolas
Bow

Composite long bow
Composite short bow

Flight arrow
Long bow
Sheaf arrow
Stone arrow, flight
Short bow

Caltrop

Cestus

Chain

Club

Crosshow
Hand quarrel
Hand crossbow
Heavy quarrel
Heavy crossbow
Light quarrel
Light crossbow

Dagger or dirk
Bone dagger
Parrying dagger
Stone dagger

Dart

Hail, Footman's

Hail, Horseman's

Gaff/Hook
Attached
Held

Hand/Throwing axe

Harpoon
One-handed
Two-handed

Javelin
One-handed
Two-handed

Javelin, Stone
One-handed
Two-handed

Knife
Bone knife
Stone knife

Cost
500 gp
S9p
2¢cp
Sgp
1sp
2¢cp
5sp

100 gp
759p
3sp/12
759p
3sp/6
3cp/12
30gp
2sp
1gp
5sp

lgp
300 gp
2sp
50gp
1sp
359p
2gp
1sp
5gp
2sp
5sp
15gp
8gp

29p
5¢p

1gp

20gp
20gp
5sp
5sp
5c¢p
5¢p
5sp
3cp
5¢p

Weight
(Ibs)

10
7
2
2
1
1
2
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Damage
SM L
1d10  1d10
1d8 1d8
1d3 1d3
1d3 1d2
1 1
1d3 1d2
1d6 1d6
1d8 1d8
1d4 1d4
1 1d2
1d4 1d3
1d4+1 1d4
1d6 1d3
1d3 1d2
1d4+1 1d6+1
1d4 1d4
1d4 1d3
1d2 1d2
1d3 1d3
1d3 1d2
1d3 1d2
1d6+1 2d4
1d4+1 1d4+1
1d4 1d3
1d4 1d3
1d6 1d4
1d4+1 1d6+1
2d4 2d6
1d4 1d4
1d6 1d6
1d4 1d4
1d4+1 1d6
1d3 1d2
1d2 1d2
1d2 1d2



Lance @ --
Heavy horse lance 15gp

15 L P
Jousting lance 20gp 20 L P 10 1d31 1d21
Light horselance 6gp 5 L P 6 1d6 1d8
Medium horse lance 10gp 10 L P 7 1d6+1 2d6
Lasso 5sp 3 L - 10 -
Main-Gauche 3gp 2 S P/S 2 1d4 1d3
Mancatcher ** 30gp 8 L -- 7 - -
Morning star 10gp 12 M P/B 7 2d4 1d6+1
Net 5gp 10 M - 10 -- --
Weight Speed Damage
Item Cost (Ibs) Size Type Factor S-M L
Polearm - - - - - - -
Awl pike# 5gp 12 L P 13 1d6  1d12
Bardiche 79p 12 L S 9 2d4  2d6
Bec de corbin 8gp 10 L P/B 9 1d8 1d6
Bill-guisarme 79p 15 L P/IS 10 2d4  1d10
Fauchard 50p 7 L P/IS 8 1d6  1d8
Fauchard-fork 8gp 9 L P/IS 8 1d8  1d10
Glaive* 6gp 8 L S 8 1d6  1d10
Glaive-guisarme* 10gp 10 L P/IS 9 2d4  2d6
Guisarme 50p 8 L S 8 2d4  1d8
Guisarme-voulge 8gp 15 L P/S 10 2d4 2d4
Halberd 10gp 15 L P/S 9 1d10  2d6
Hook fauchard 10gp 8 L P/IS 9 1d4 1d4
Lucern hammer # 79p 15 L P/B 9 2d4  1d6
Military fork * 5gp 7 L P 7 1d8 2d4
Partisan # 10gp 8 L P 9 1d6  1d6+1
Ranseur # 6gp 7 L P 8 2d4 2d4
Spetum # 50p 7 L P 8 1d6+1 2d6
Voulge# 50p 12 L S 10 2d4  2d4
Quarterstaff - 4 L B 4 1d6  1d6
Sap lgp /10 S B 2 1d2  1d2
Scourge lgp 2 S - 5 1ld4  1d2
Sickle 6 sp 3 S S 4 1d4+1 1d4
Sling 5¢cp s S - 6 - -
Sling bullet lcp 1/2 S B - 1d4+1 1d6+1
Sling stone - 1/2 S B - 1d4 1d4
One-handed 8sp 5 M P 6 1d6  1d8
Two-handed 8sp 5 M P 6 1d8+1 2d6
Spear, long - - - - - - -
One-handed 50p 8 L P 8 1d8  1d8+1
Two-handed # 50p 8 L P 8 2d6  3d6
Spear, stone -- - - - -- -- -
One-handed 8cp 5 M P 6 1d4  1d6
Two-handed 8cp 5 M P 6 1d6  2d4
Staff sling 2sp 2 M - 1 - --
Stinkpot 1sp 2 S B -- 1d3  1d3
Stiletto 5sp 1/2 S P 2 1d3  1d2
Sword - - - - - - -
Bastard sword - - - - - - -
One-handed 25¢gp 10 M S 6 1d8 1d12
Two-handed 259p 10 M S 8 2d4  2d8



Broad sword 10gp 4 M S 5 2d4  1d6+1
Claymore 259p 10 M S 8 2d4  2d8
Cutlass 12gp 4 M S 5 1d6  1d8
Drusus 50 gp 3 M S 3 1d6+1 1d8+1
Falchion 17gp 8 M S 5 1d6+1 2d4
Khopesh 10gp 7 M S 9 2d4  1d6
Long sword 15gp 4 M S 5 1d8  1d12
Rapier 15gp 4 M P 4 1d6+1 1d8+1
Sabre 179p 5 M S 4 1d6+1 1d8+1
Scimitar 159p 4 M S 5 1d8 1d8
Short sword 10gp 3 M P 3 1d6  1d8
Two-handed sword 50 gp 15 L S 10 1d10  3d6
Trident -- - - - - - -
One-handed 15gp 5 L P 7 1d6+1 3d4
Two-handed 15¢gp 5 L P 7 1d8+1 3d4
War hammer 2gp 6 M B 4 1d4+1 1d4
Whip 1sp 2 M - 8 1d2 1

* Thisweapon inflicts double damage against charging creatures of L or greater size.
** This weapon can dismount arider on a successful hit.

*** Thisweapon available only if allowed by the DM.

@ Thisweapon inflicts double damage when used from the back of a charging mount.
# This weapon inflicts double damage when firmly set to receive acharge.

¥ Theseitemsweigh littleindividually. Ten of these weigh one pound.

Chapter 4

Adventurer's Equipment

The following section includes information about the genera equipment used by
adventurers. In addition to armor and weapons, a character aso needs equipment to fight
the eements and rugged terrain that he will encounter on his journeys.

Backpacks

Adventurers backpacks come in awide variety of shapes, sizes, and materids. The
least expengve variety isasmple canvas sack equipped with shoulder straps. These may
be purchased or constructed by the adventurer.

A backpack may also be awoven basket with awoven or wooden lid. Thisis carried
on the back by means of shoulder straps. They are durable, but cumbersome due to their
rigid form.

The preferred style of backpack is aleather bag equipped with multiple pockets and
dung over the shoulders with padded shoulderstraps. Some types of leather may be
waterproofed. Such abag has aleather flap that is secured with one or more buckles. If
the bag is loaded properly and secured correctly, the contents will not spill even if the



adventurer is suspended upside down.

Experienced tailors or leatherworkers may be commissioned to construct specid
backpacks. This may include specia pockets to hold commonly used items or a specid
padded section of pockets to hold vauable breakables such as potions. Cost of such bags
is generdly double that of the deluxe backpack.

Cost: Sack4 sp

Basket 5 sp
Deluxe Leather 2 gp

Block & Tackle

A block and tackle isa set of ropes and pulleys that increases the ability to lift heavy
objects. When aropeis passed through the multiple whed's of the blocks it dlows
characters of any degree of strength to pull heavy objects (more than their normal
srengths would alow).

A block and tackle has limited use and normally can be used only to lift objects
verticaly. In addition, the block and tackle must be able to be securely suspended above
the object and have enough room for the adventurers to work.

A block and tackle may be considered to add a +4 bonus to any one character's
Strength, for purposes of lifting, to a maximum of 19. If anumber of persons work
together, a bonus of +2 is added to the Strength score of each participant.

Block and tackles vary in weight depending on the load they can support. A block and
tackle suitable for lifting objects of less than 200 pounds weighs 10 pounds, a set capable
of lifting 1,000 pounds weighs 50 pounds; and a set suitable for lifting up to 5,000
pounds weighs 200 pounds.

A block and tackle comes equipped with a series of square wooden blocks with greased
interna whedls, straps and harnesses to attach the blocks to awall, tree limb, or other
attachments, and 50 feet of rope appropriate to the set (depending on the weight of the
block and tackle, the rope may be light, heavy, or chain).

Cogt: 8 gp (light), 15 gp (Medium), 25 gp (Heavy)

Crampons

Crampons are sold in pairs to be attached to hard boots by severa |eather straps.
Crampons are spiked and gnarled bands of stedl that increase the traction of smooth-soled
boots. They can be used to scale rocky cliffs or crossicy plains. When worn, crampons
increase Climbing ability by +15% or Mountaineering proficiency by +1. Crampons can
aso be used as awegpon. If avictim is prone, somping on the victim while wearing a
pair of crampons inflicts 1d2 points of damage per 100 pounds of weight of the character.
If thevictim isin melee, a successful attack roll must be made. Success causes 1 point of
damage (only one foot can thrugt). If an attack roll indicates amiss, the wearer must
make a successful Dexterity check to avoid faling. Using cramponsin thisway ruins
them in a 1d10 rounds of active use.

Cost: 4 gp

Clawed Gloves and Shoes



Similar to crampons, claws give climbers and mountaineers greater ability to cling to
handholds and |ledges. Both types are held on with |leather straps and add a +5% to
Climbing and a +1 to Mountaineering.

Cost: Gloves 3 gp, Shoes5 gp

Flint and Steel

More than the name suggests, flint and stedd may include a number of items. The
equipment is carried in asmall leather pouch, often waterproofed, and includes alarge
piece of flint, severa coarse sted bars, tinder, and scraps of charred cloth. With such
tools, acharacter can start a small smoldering flame in 1d6 rounds (longer in windy
conditions or if the kindling is wet).

Sarting afire with flint and sted requires practice, but is not difficult. A wad of tinder
(frayed cedar bark, thistledown, or dried grass) is placed in adirt depression. A scrap of
charred cloth (aone-inch square is sufficient) is placed on the tinder. The flint is struck
againg the stedl, knocking sparks off the meta. The carbon content of the charred fabric
is highly ignitable and lights quickly when touched by a spark. This, in turn, lightsthe
tinder and the fire may gradudly be fed with larger bits of wood.

Cost: 5

Grappling Hook

A grappling hook is used to secure arope for climbing. A grappling hook is normally
made of two, three, or as many as four cast iron bent bars welded or fused together.
Deluxe grappling hooks are sometimes available with folding hooks; thus, they can be
folded flat for easy carrying. Such ahook costs approximeately twice the price of an
ordinary hook.

The grappling hook can be thrown eadily into atree, roof ledge, or rocky crevice. In
determining whether a grappling hook catches in the target object, anormd attack roll is
made vs. AC 10. One round is required to throw the hook; another round is required to
retrieveit.

In an emergency, the DM might dlow clever adventurers to fashion a makeshift
grappling hook from arope and awooden dat or meta rod. This may be used asanorma
grappling hook.

Cost: 8

Healer's Bag

This bag may comein any shape or Sze, but is usudly made of lesther or heavy
canvas. It isused primarily by characters who have the Hedling Proficiency. A heder's
bag alows such a character a+1 bonus to his chance to successfully hed avictim.

A heder's bag may be purchased new, complete with al supplies, or may be assembled
by aheder. A complete bag includes 30 rolled bandages of varying size, 20 feet of rolled
gauze, atiny meta mixing bowl, aceramic mortar and pestle, and ten jars of various
herbs that can be crushed and mixed with water to form a paste to be gpplied to wounds.
The kit also includes three curved needles (often made of gold to prevent rust) and a



spool of white or black sk thread (50 feet) to be used to titch gaping wounds. Some kits
may include severd ceramic vids to be filled with clean water.
Cost: 6 gp

Housebreaker Harnessor Spider

Thisleather halter is essentid for any thief. The harness, sometimesreferred to asa
spider, is an assortment of straps that are hooked around the thighs and over the
shoulders. A broad lesther strap is secured around the waist. Attached to the belts are
small hooks, safety clips, and adjustable clamps. From these various clips, the thief can
hang smdll tools or attach ropes or tether lines. Using this harness can prevent athief
from fdling, secure him to awall, or free his hands to use his picks.

One possible drawback to such a harnessisthe jangling noise it may make. If athief
gpends two rounds securing dl clips and removing any unused clips, he operates under
his norma chance to move slently. If such precautions are not taken, the thief's chance to
move Slently is pendized 15%.

Cost: 8gp

Lantern

An adventurer's lantern is Smilar to a common lantern, but is usualy made of more
rugged materid. Adventurer's lanterns rardly have a glass plume or tower. In generd,
lanterns come in three varieties, as described below.

Beacon Lantern: A beacon is more than asmple lantern. The light source weighs as
much as 50 pounds and is normally found in alight house or mounted on a ship rather
than with a group of adventurers. A beacon provides afocused beam of light reaching
240 feet, with an additiona 120 feet of semi-darkness (atotal of 360 feet of light). A
beacon is fueled by lantern oil which lasts 2 hours per pint.

Cost: 150 gp

Bullseye Lantern: A bullseye lanternis an easly portable light source, Smilar in design
to the beacon lantern. 1t has a metd housing with apand of glassto keep wind awvay
from the flame. The metd is usudly polished on the indde to reflect light outward. A trap
door or shutter can be set in place over the glassto block out the light. Even when the
shutter is closed, some light siill escapes from the lantern. Closing off every crack in the
lantern's assembly would quickly extinguish the flame. Such lanterns are often equipped
with adjustable vents to regulate airflow. Adventurers must remember that even if the
shutter is closed, the lantern will shed enough light to give away their position in adark
dungeon.

Thislantern projects light in afunnelled path. A bullseye lantern's light reaches 60 fed,
with an additiond 20 feet of semi-darkness. A bullseye lantern burns Six hours per pint of
all.

Cost: 12 gp

Hooded Lantern: A hooded lantern projects light in 360 degrees and is capped overhead



to limit the radiation of heat. Thisalowsiit to be carried with a handle located at the top
of the lantern.

Hooded lanterns generaly have ameta reservoir for the oil and ameta cap. Between
the two isa cylinder of thick glassthat alows light to escape. Some models have metal
Spines between panes of glass or ametd assembly with disks of thick glassset in. The
latter type isthe most durable.

Few hooded lanterns can be covered to restrict light, but the DM may alow such
lanterns to redtrict light to afew feet.

Thislantern projects light 30 feet in dl directions and burns six hours per pint of ol
supplied.

Cost: 79gp

Locks

Locks are available for avariety of purposes. These range from smple padlocks
auitable for securing asmall chest to elaborate inset door locks for houses and mansions.
Simplelocks are usualy made of iron, sted, or bronze and have a Smple mechanism that
opens with one key. Elaborate locks may be made of gold, silver, or other precious
metals. They may have a hidden keyhole or multiple keys.

Inset locks are usualy commissioned to fit a specific door. Padlocks may be available
for reedy sde from alocksmith or sometimes a blacksmith. Single key locks are most
common; double key locks are available from perhaps 20% of locksmiths,

Cost: Good - 100 gp, Poor - 20 gp

Provisons

Dry provisons generdly conss of afew basic foodsuffs. In generd, rationsinclude a
hard biscuit cdled hardtack, made of ground wheat and water, and beef or buffao jerky
or dried fish. Dried fruits such as apples, gpricots, cherries, and raisns may aso be
included in dry rations.

Many hard cheeses can survive severa days or weeks on the trail. Cheese, however, is
not part of standard rations and must be acquired in addition to the standard package.

Rations are not meant as a substitute for medls for any length of time. Foraged herbs,
greens, berries, and vegetables are necessary to maintain good health. Without such
supplements, various nutritiona diseases may et in. The disease most likdly to plague
adventurersis scurvy. This can be avoided by the inclusion of fruits, especidly citrus,
and onions.

Both beef jerky and hardtack are rlentlesdy hard; the biscuits have very little taste.
Considerable quantities of water (as much as double a normal retion of water) must be
consumed when living on such rations to make such food digestible; lack of water can
aso result in dehydration.

If aparty atemptsto live on rations for more than three to four weeks at atime, the
DM may rulethat 1 point of Condiitution islost due to nutritiona deficiency. This may
be recovered by eating foods other than rations for one week.

Hardtack, jerky, and the like are generally carried by human adventurers. Other races
have their own variations on rations. Elvesin particular carry a mixture of nuts, corn,



seeds, dried fruit, and small candies. Thisis sometimes carried as aloose mix, and is
sometimes carried in smal patties held together by brown sugar, honey, molasses, or
lard. Either variation requires the consumption of extrawater as explained above.
Cost: 7-15 gp (per one-week supply)

Rope

Rope is one of the most important items of equipment to an adventurer. A 50-foot
length of rope will be usad when dimbing surfaces, pulling heavy loads, repelling down
sheer cliffs, and traversing deep ravines. There are two basic types of ropes.

Hemp Rope: Hemp isatough, fibrous plant used to make stout rope. A hemp ropeis
rugged and durable, but very bulky and heavy. The diameter of a hemp rope can range
from 1/4-inch to three inches or more (found primarily on ships). A fifty-foot length of
hemp rope weighs nearly 20 pounds and is capable of holding more than 500 pounds of
weight.

Cost: 1gp

Silk Rope: A sk rope is made of long threads of slk. The threads are braided together
with other strands of glk to make thin cords, and these in turn are braided together into a
pliable and tiff braid. A slk ropeisless encumbering and esser to work with (its
smooth texture is not as rough on the hands), but does not have the ability to hold as
much weight as a hemp rope. Usualy no more than 200 pounds can be held by theline at
once. A slk rope weighs about eight pounds for a 50-foot length.

Cost: 10 gp

Thieves Picksand Tools

A thieves toolkit comesin aflat, folding leasther case or arolled suede case and
includes dozens of smdl tools. A set normaly contains 20 wires, ranging in gauge from
the thickness of string to that of adender pencil. Each is gpproximately 12 to 18 inches
long. These are used to poke into small holes or push triggers or buttons from a short
distance. The toolkit also includes a set of 12 skeleton keysthat fit many standard locks.
Alsoin the set are severd screwdrivers, awire clipper, clamps, and pincersranging in
three szes from minute, smal, and average. Bundled with this package may be asmal
chisdl, hacksaw, and hammer.

In some of the more deluxe toolkits, smdl vias of metd-eating acids may be found,
aong with magnifying glasses and dender pieces of high-tempered sted! that are used as
miniature crowbars. A thieves toolkit will range in weight and sze greetly, depending on

theinitid cost of the package.
Cost: Basic30gp
Deduxe 50 gp

Water skin/Wineskin

Water and wine skins comein avariety of shapes, Szes, and materias. The most
common type is the kidney-shaped goatskin bag with ametal cap on the narrow end.



Other types may be encountered made of shegpskin, bearskin, or other hide. Barbaric
races and humanoids (especidly orcs, goblins, and hobgoblins) may adorn their
waterskins with teeth, horns, or hooves of the anima that gave up its hide for the item.

A waterskin of norma sze can hold two quarts of water. Players should remember that
anorma human requires two quarts of water per day to maintain good hedth. More
water will be required in hot conditions or in cases of high physicd activity. Characters
subsiding on dry rations aso require more water. An active character may drink agalon
of water aday, and those trekking through deserts and open savannahs may find it
necessary to drink as much as two gallons per day.

Cost: 8 p

Weaponblack

This oily substance comesin smdl vidsor jars. Such vids could potentialy be
mistaken for potions (consumption causes 1d10 points of damage).

Weaponblack is used to smear the surfaces of weapons and metal armor to coat them
with a pasty, matte black finish, rendering them nearly invisble in darkness. Thieves who
coat their blades gain a+5% bonus to their chancesto Hide in Shadows. After atypica
melee, the weaponblack will be wiped from most of the blade from its heavy use. The
wegpon must be blackened again if desired. Armor will need its black coating touched up
following amelee,

A jar of wegponblack contains enough materia to coat one full set of plate armor, two
sets of scae mail, or three sets of chain mail. The same Size jar can coat along sword 10-
12 times.

Cost: 1gp

Chapter 5

Clothing

I ntroduction

Clothing for the fantasy adventurer varies drastically between character classes, anong
socid classes, from one city or province to the next, and from campaign to campaign.
The types of gpparel presented here are the most commonly worn items of the medieva
period.

Many variations exist in esch article of clothing. Fabrics, fasteners, embd lishments,
and the qudity of craftsmanship can dl create wide variationsin style, comfort, and
durability. For example, adoublet might be made of silk, linen, or woolen cloth,
depending upon the skill or location of the tailor. This must be taken into account when
using the prices presented here. The price ranges are intended to be guidelines only.
Prices should be adjusted to suit the occasion within the adventure, taking into account



the available materias and workmanship and the needs of the character.
General Stylesand Trends

Peasant Clothing

The peasant or poor beginning adventurer generaly has few resources and wears
whatever is available and functiond. Such individuds rarely bother with fashion.
Keeping warm is usudly the firg priority. Therefore, peasants tend to wear as many
layers as possible.

The mogt typical, basic, and fundamenta peasant garment isthe chemise, whichisa
loose shirt that covers the body from the neck to the thigh or mid-caf. A chemise may
have long or short deeves or may be deeveless.

The next layers of clothing add two garments to the basic costume, a cote and surcote.
These two articles of clothing are worn over the chemise, with the surcote over the cote.
These items may vary in the extreme, ranging from a style resembling a knee-length tunic
to variations on asimple or hooded cloak.

Academical Dress

Early universties are often associated with the church, so many of the educated people,
especidly teachers, are of aHoly Order. Therefore, priestly and academic dress are
practicaly identical.

The earliest medieva Ecclesadticd dressis the same as the everyday clothing of the
average person. This consigts of many loose, long tunics (down to the ankles), a hood
with shoulder cape, hose, and shoes. A round hat with atab or nub on the top may aso be
worn.

While secular styles change, the dress of priests and academics tends to remain the
same. This sagnant style has the effect of distinguishing the academic community from
other members of the equivaent dasslevel. Many priests wear smilar types of clothing
and can therefore be immediately identified as either an educated person or a member of
apriesly society.

Sumptuary Laws
The Sumptuary Laws, historically passed from 1300 to 1700 A.D., were designed to
retrict the import of foreign goods, and, more importantly, to maintain a socid class
Sructure by permitting only members of a certain classlevel and position to wear specific
garments, fabrics and syles. For example, a one time, the most important indication of
on€'s status within the upper class was the type of fur that lined the edges of garments.
Furs permitted only to the aristocracy included marten, vair, and ermine. In descending
socia importance order, other furs were otter, fox, beaver, lamb, goat, and wolf. Any
commoner wearing restricted materia's was subject to harsh punishment.

Another example of a Sumptuary Law is the reservation of the color purple for persons
of royalty. Specific purple dyes are made avallable only to the tallors of the aristocracy.

At the DM's option, sumptuary laws might be created for certain cities, provinces, or
countries. Therefore, specific materias may be hard for the adventurer to find for sdein
the open market. Such laws will undoubtedly add flavor and color to role-playing and
may provide the basis for unusud adventures.



Adventurers traveling from one kingdom to another could easily and unknowingly
offend the locd aristocracy by wearing aforbidden color or materid. Common
punishments include a specified term of hard |abor, awhipping, or imprisonment. The
severity of the punishment varies widdly, depending on the kingdom and other factors.

Materials Used in Medieval Clothing

Brocaded Material
A rich fabric, often Sk, woven with raised designs, usudly with gold or silver thread.
Highly sought by the upper classes.

Brocatelle
An imitation of brocaded materid executed with acombination of colored yarns. This
materid is used by members of the lower class to emulate genuine brocaded materid.

Camlet, camelot

Thisrefersto afabric that is rumored to be composed, in part, from an exotic animad's
coat, namely camd hair. It actudly refers to an eegant fabric that is amixture of slk or
velvet and some camel hair. Used only by the upper classes.

Fur

Fur isthe dressed pelt of various animds, used in the making of garments. It isused as
the predominant materia of some garments, while used only as trimming and decoration
in others.

Many outer garments that are designed specificaly for warmth are made of fur, and
may line the indde or the outside of such a garment. Peasant cloaks and other fur-lined
garments are usualy composed of sheepskin, wolfskin, or other smaler mammals. Other
furs used primarily by the lower classes include rabbit and common squirrdl. The poorer
people tend to stitch pieces of smdler animal furs together to provide protection from the
cold.

Some furs are restricted and are alowed to be worn only by the upper class. Furs
reserved for the aristocracy included sable, ermine, and vair. Especidly prized by roydty
is the darker skinned sable and black-tipped white ermine. A vair isahighly sought
species of squirrd.

An adventurer could make a good ded of money sdling fursif agood furrier and a
willing buyer of the furs were discovered. Such entrepreneurs should remember that
some furs are not only restricted for wearing, but merely owning the anima’s hide may

beillegd.

Leather

Leether may be created from the hide or skin of any animd, bird, or reptile. The skinis
tanned or treated to preserveit. Leather is used in the creation of many objects of clothing
and armor. The mgor advantage of leather isthat it provides adequate protection while
remaining flexible and supple, for quiet and complex maneuvering.

Articles of Clothing



Apron

Aprons are worn for avariety of reasons. The most common uses are to protect clothing
and the wearer of the apron. This can range from a smple cloth gpron worn while
preparing amed to the wearing of aleather gpron by a blacksmith. Such aprons are made
of thick lesther and are intended to protect the wearer from flying sparks and chips of
metd.

Cogt: Cloth 5-8 sp, Leather 8-12 gp

Bag, Pouch, Almoner, Gipser

These pouches are made from avariety of fabricsincluding leather, silk, woal, or linen
and comein avariety of Szes. A specid type of pouch is caled the dmoner. It isworn
by members of the upper class and is used especidly for holding money to be given as
ams, hence the name.

All such items are usudly attached a the bdlt or girdle. The pouch might bein plan
sght, or, often in populated aress, it might be belted to the undertunic so the wandering
eyes of thieves wouldn't seeit.

Cost: 4-8 cp

Baladrana
Thisisafull, wide cloak with ahood used by travelers to protect againg therain.
Cost: 6-9 p

Baldric, Bandoleer

Usudly made of leather (or Sk for those who can afford it), this article of clothing is
dung around the body from one shoulder to the opposite hip and isused to carry a
dagger, pouch, bugle, or sword. Some baldrics are decorated with bells or tasselsaong
the bottom edge. Baldrics are used both for decoration by the lords and ladies of the
aristocracy, and for practical purposes by adventurers and government officids. Women
of the upper class may wear slk badricswith gold bells for ornamentation.

Decorative badrics dways have tassdls, bells, or other adornments and are made of
fashionable materias such as silk or brocade. Functional baldrics, in contrast, are
composed only of lesther and a buckle, for ease of use and practicality.

Cost: Ornamentd 25-50 gp, Leather 7-10 gp

Band

Bands are variaions of collars that include the ruff that is favored by royaty. Some bands
amply fold over the outer shirt and are cdled afaling band, while others are designed to
stand up, and are appropriately caled a standing band. The ruff is reserved for forma
occasons, while afdling band might be used for daily wear by an officid. Most peasants
and adventurers believe the wearing of these bands to be snobbish and a blatant attempt
to emulate the aristocracy.

Cost: 1-4 sp

Boots
Boots are an important part of the wardrobe for traveling and outdoor work and



adventuring. They are vitd for protection against cold and wet conditions as well as hot
and rocky terrains. Many peasants need to wear boots indoors as well, astheir living
conditions preclude much comfort or hest.

Boots may be found in many stages of design. One of the most popular is the pointed
toe variety. The extended toe is especidly popular among performers and jugglers,
athough thieveswould do well to avoid them. The pointed toe tends to get in the way
while dimbing and running.

Another common and functiond boot is the leather, mid-caf boot with roll-tops, laced
up the dde. A variation on the mid-calfboot is the knee-high boots, worn by peasants and
caled cockers.

Elegant designsreign a court. Such boots might be made of soft leather and even silk,
embroidered or inlaid with gems. These are more for show than any practica purpose.
See Shoes for more information about footwear.

Cost: 2-8gp

Boot Hose

These hose are cloth stockings worn inside the boot to protect the silk stocking
underneath. They are not visble outside the boot and are generdly used only by the
upper class.

Cost: 1-5¢p

Braies

Braies are shapeless trousers held up by a drawstring at the waist, worn by men. They are
usudly knedlength or longer, with the bottoms either being tucked into stockings or

bound with leg wrappings. Braies form the basic daily legwear for the commoner.

Cost: 6-10 5p

Breeches

This outergarment isworn by males. Breeches cover the hips and legs down to the knees.
This garment has many different styles, from full, puffed designs made from expengve
materid to tights made with common cloth, smilar to the braie.

Cost: 2-59p

Buckle

A semingly inconspicuous piece of a person's clothing, buckles actudly hold greet
sgnificance. The buckle is one of the items that denotes wedth and status within society.
Materias used to create bucklesinclude silver, gold, iron, steel, copper, and even
ceramic. Along with the basic form of the buckle, these items might be engraved, inset
with jewels, or otherwise adorned.

Cost: Common 1-4 gp, Ornamenta 10-20 gp

Cannons

Cannons are tube-like breeches that fit snugly over aman's thighs, down to his knees.
Thisarticle of clothing is usudly embroidered in colored silk, gold, or Slver threed.
Cannons are worn chiefly by the upper classes.



Cost: 8-12gp

Caps

Many types of caps exi<t, but the most useful type for adventurersisafur cap necessary
in cold climates. High qudlity versons of this cap may have ear-coverings attached.
Generdly, capsfit cdlosdy on the head and are usualy brimless.

Cost: 1-4 p

Cassock

A cassock isalong coat or cloak worn outdoors. It is used chiefly by soldiers and
hunters. It isworn unbelted, and buttons down the front. This garment is used, especialy
by hunters, for extrawarmth while out in the cold. The soldier's verson dso servesasan
identifying uniform.

Cost: 6-10gp

Caul

These are netted caps worn by women, made of silk and wool with various designs. For
practicdlity, a caul is used by women to keep long hair out of the way. For decoration, a
more elaborate caul is used during forma functions and getherings.

Cost: 3-79gp

Chainse, Chemise

Thisisawhite linen undertunic worn under the bilaud, the overtunic. The deeves of the
chainse are fitted a the wrists and are visible benegth the overtunic. The necklineisa
ample roundcut with a short dit. Thisis the most common garment for the peasant. Men
of higher classes wear other outer coverings over the chemise.

Cost: 1-6gp

Cloak, Mantle

The cloak can be made in every possible shape with just about every type of fabric. The
most common forms are a circular piece of fabric with a hole in the center for the head,
and fabric draped from neck, connected by a chain, brooch, cord, or pins.

A common double use of the cloak is as a blanket in the wilderness. Outdoor closks are
large and made of durable, thick fabric to keep the adventurer warm during those cold
nights under the sars.

Cost: 2-8 9p

Coif

Coifs are white linen cgps worn by both sexes. They fit closdly on the head and are tied
under the chin. The coif is used as a deeping cap and as an underlayer beneath another
hat.

Cost: 1-6gp

Doublet
Thisisashirt, usudly fastened up the front with buttons, and sometimes having a short,
skirt-like section or peplum. There are many style variations of doublets.



Cost: 1-6 p

Drawers

Drawers are an undergarment for the body and legs, usudly meade of white linen.
Drawers are worn under other trousers to provide additiona warmth.

Cost: 4-8 9p

Ferronniere

Thisitem of jewdry isathin chain worn around the forehead with asmall jewd set in the
center. The ferroniere isworn exclusively by ladies of the upper class. The wearing of a
ferronniere is consdered to be an eegant touch within the aristocracy. An adventurer
hoping to impress someone of high station might benefit from wearing a tasteful
ferronniere.

Cost: 50-100 gp

Fitchet

Not an item of clothing but a feature on a garment, afitchet isavertica opening at the
hip of agown or surcoat, used to reach the belt and pouch conceded within. Thisis
convenient for hiding vauables in a pouch under many layer of outer garments, making it
difficult for athief to filch the bag.

Gamash

These long leggings are worn outside other leg garments to protect the wearer from cold
and wet westher. They are made of cloth and are buttoned down the outside of the leg.
Cost: 3-8 9

Garnache
This outer garment covers the wearer from the neck down to the ankles. It has wide,
elbow-length deeves cut as part of the garmert, like a cape. This dlows the wearer to
hide bulky items, such as wegpons or pouches, under the garnache without attracting
atention.

Thieves and fighters especidly favor this garment for its excdlent ability to conced
objects and alow the wearer full, unhindered movement.
Cost: 5-10 5p

Girdle

The girdle, inits usage as it gpplies to the medieva period, isabdt for the hips or was.
It isworn by both men and women. The girdle is made of metd, leather, cord, or fabric
and often has one or two ends hanging loosely. Objects may be hung from the girdie to
add embellishment to the overd| outfit.

Cost: 1-6gp

Gloves

Gloves come in many different types and styles. The most common type is alegther
glove worn to protect the wearer from cold weather and from injury. A heavier legther
gauntleted glove is used for falconry and hawking, to provide a perch for the bird and to



protect the falconer.

Another functiond gloveis one designed for archery. Designed to be worn with a
normal pair of gloves, the archery glove hastwo or three reinforced lesther fingerstdls
which are buttoned across the wrist to provide protection when firing arrows.

Decorative gloves are dso worn by men of the noble class. These gloves are made of
soft leather, suede, or kid and are adorned with embroidery, jewels, and fringes.

In generd, gloves are worn mainly by the upper class. Peasants make do with either
cloth mittens or by wrapping their hands in the extralong deeves of ther shirts.

Many customs have been built around gloves. Knights wear them as favorsin their
helmets during tournaments. They may be used as pledges and can be tossed down asa
chdlenge.

Codt: Leather 1-3 gp, Archer 3-8 gp, Ornate 10-20 gp

Gorget

The gorget is a collarlike article of clothing for the neck, full and broad in front. This
originaly referred to a piece of armor that protected the neck, but it aso appliesto the
article of clothing men and women of the upper class wear around the neck.

Cost: 1-3gp

Hoods

Hoods are used to keep the head dry and warm in inclement weather. Hoods were
originaly asmple head covering, but evolved into more eaborate designs such as ahood
with asmal cape attached. See liripipe for a specific verson of a popular hood.

Cog: 1-6 p

Hose

Hose are a common covering for the legs. The origind design was as roughly-fitting
trousers; they evolved into atighter-fitting garment. The materid used to make hose can
range from homespun cloth for peasants to velvet and sk for the wedthy. Thisarticle of
clothing isworn ingtead of drawers. The main difference is that hose have atighter fit
than drawers. Both garments serve the same function, keeping the wearer's legs warm.
Cost: 1-3

Liripipe

Thisis ahood with along pesk that can reach alength of 2 to 6 feet. The length of the
pesk varies with the fashion of the day. Jokers, jugglers and other performers especialy
favor the liripipe.

Cost: 5-10 5p

Pantaloons

These are various forms of loose coverings for the legs, reaching from the wait to the
caves. Pantaloons are tight fitting a the waist and calves, emphasizing the owner's
stockings and footwear. They are worn primarily by the upper classwhile indoors, such
asin court.

Cost: 1-6 p



Ruff

Thistight, ruffled collar isworn encircling the entire neck. The ruff is highly admired
within the upper class and is used dmost exclusively by aristocracy. Although hed in
disdain by the lower class and most adventurers, the ruff is an excellent piece of clothing
for athief to own, especidly one who enjoys disguises. Wearing an authentic ruff in
conjunction with other gppropriate upper class clothing will amost aways guarantee
entrance to aristocratic functions with little or no fuss over invitations.

Cost: 8-12 gp

Shirt

Any undergarment covering the top haf of the body may be consdered ashirt. Thisisa
basic piece of clothing worn next to the skin.

Cost: 1-3 9

Shoes

Peasants and poor adventurers often wear asmple piece of rawhide as footwear, often
with the fur dill onit. A leather thong is threaded through the top of the piece of leather
and tied at the top in order to hold the leather in place.

Wedlthier people wear abasic |legther shoe, constructed with a pointed toe. The length
of the toe varies according to the individua shoemaker. Some shoe points are o long that
they must be chained up and fastened at the knee. This type of shoe would be a hindrance
to an adventurer, but might be worn in acity.

Cost: Rawhide 1-3 sp, Lesther shoe 8-12 sp

Slop

Thisterm describes many loosefitting articles of clothing such as cloaks, mantles,
gowns, or baggy breeches. The term dop indicates a particularly cheap, ready-made
gament; therefore the low cogt.

Cost: 5-8¢cp

Surcoat, Sur cote

A surcote is aloose-fitting garment worn over a cote or tunic. There are many styles of
surcotes, some with deeves, hoods, capes, or any combination thereof. The surcoet is
used primarily as another layer for warmth and is worn by the middle class.

Cost: 5-10 5p

Tabard

A tabard is aloose-fitting, rectangular piece of cloth that hangs back and front over the
tunic. It was originaly used to cover armor from the sun's rays, keeping the wearer
cooler, but has developed into clothing adopted by non-armored men and women. A
person's symbol, colors, coat of ams, or other identifying marks are commonly placed on
this garment.

Cost: 4-8 9p

Tunic



This body garment is dipped over the head and may be styled with or without deeves. It
may be girded at the waist. This garment can be knee- or ankle-length and is sometimes
caled acote.

Cost: 5-10 sp



