Horses
Basic saddle horse: 50g
Modifiers

[image: image1.emf]Movement rate Price Combat Price

3, 5, 10 0.8 Skittish 0.8

3, 6, 12 1 Saddle Horse 1

3, 7, 14 1.5 Trained 1.5

3, 8, 16 2 Warhorse 2

3, 9, 18 3

Physique Price

Stamina Price 15 0.9

4 Willpower 0.8 20 1

6 Willpower 1 25 1.25

8 Willpower 1.5 30 1.5

10 Willpower 2


Notes:

1. A skittish horse will not enter combat. If its rider tells it to move toward fighting, it will panic and run away, attempting to buck the rider. A skittish horse has Attack and Defense AT’s of 8.
2. A saddle horse will enter combat, but will not reliably make attacks, and will immediately panic if injured. A saddle horse has a 1 in 10 chance of panicking when entering a battle, a 5 in 10 chance of panicking when forced to make an attack or trample a foe, a 5 in 10 chance of panicking if Hurt, and will always panic if injured. Loud noises, such as cannons, have a 3 in 10 chance of panicking the horse. Attack and Defense AT’s are 12 and 10.
3. A combat-trained horse will trample foes and shrug off injuries without panicking, but serious injuries might still send it running. A trained horse will not panic upon entering battle, has a 1 in 10 chance of panicking when forced to make an attack or trample a foe, and a 1, 4, and 7 in 10 chance of panicking when Hurt, Injured, or Wounded. A trained horse will always panic when reduced to Critical. Cannons have a 1 in 10 chance of panicking the horse. Attack and Defense AT’s are 16 and 12.
4. A warhorse will almost never panic. It has a 1, and 3 in 10 chance of panicking when Wounded, or Critically wounded, and will not panic under any other circumstances. Attack and Defense AT’s are 20 and 14.

5. A horse’s hooves have Weapon Damage of 0.5 for an attack, and 1 for trampling a prone opponent or kicking with hind legs.
Clothing

Tattered clothes (All persuasion skills – 3): 5s
Worn-out clothes (All persuasion skills –1): 1g
New clothes: 5g
Fancy clothes: 10g (+1 argumentation, manipulation)
Decadent clothes: 20g+ (+2 argumentation, manipulation)
Adventuring Essentials
Water canteen: 5s
Bedroll: 2g
Breakfast or lunch: 5c
Full meal: 1s
Pint of ale: 5c
Night at an inn: 5s
Tools
Telescope (distance / 4): 250g

Set of farming tools (rakes, hoes, shovels, etc.): 10g

Masterwork farming tools (+1 Farming): 100g

Alchemy set: 10g

Master Alchemy set (+1 Alchemy): 100g

Magnifying glass (+2 Investigation): 50g

Lockpick: 1g
Thieves’ tools: 10g
Masterwork lockpicks (+2 Security): 10g
Masterwork thieves’ tools (+2 Security): 100g

24 hours worth of camouflage paints (+2 Ninjitsu): 10g

Disguise kit: 10g

Master disguise kit (+2 Disguise): 100g

First aid kit: 10g

Doctor’s bag (+2 Healing): 100g
Climbing set: 10g

Mountaineering kit (+2 Climbing): 100g

Musical instrument: 10g

Fancy musical instrument (+2 Music): 100g

Craftsman tools: 10g

Masterwork craftsman tools (+2 Craftsmanship): 100g

Weapon Essentials

Arrow: 5c

Masterwork arrow: 2s 5c

Bolt: 5c

Masterwork bolt: 2s 5c

Sling bullet: 3c

Masterwork sling bullet: 1s 5c

Note: Bonuses to hit from high quality weapons will be negated unless masterwork ammunition is fired from them. Masterwork ammunition does not grant any additional bonuses.
Arrow Quiver (30 arrows): 2g

Arrow Quiver (60 arrows): 3g

Bolt Quiver (30 bolts): 2g

Bolt Quiver (60 bolts): 3g

Bullet pouch (30 bullets): 1g

Bullet pouch (60 bullets): 1g 5s

Weapons
[image: image2.emf]Name Type WD Init Penetration Range Reload HP Modifiers Price

Short Sword Slash 2.5 +3 0 S 30 +2 att 15

Pierce 2.5 +3 0.25 S +1 att, Close

Rapier Pierce 2 +3 0.25 30 +1 att, First strike, Close

Longsword Slash 2.5 +0 0 40 25

Pierce 2.5 +0 0.25 -1 att, First Strike

Bastard Sword Slash 2.5 +0 0 45 35

Pierce 2.5 +0 0.25 -1 att, First Strike

2h Slash 3 +0 0 +1 att, +1 def

2h Pierce 3 +0 0.5 +1 def, First strike

Greatsword 2h Slash 3.5 -1 0 2 50 HM, Wide 50

Handaxe Slash 2.5 +1 0.5 S 30 +1 att, SB 5

Axe 2h Slash 3 -2 0.5 40 -1 def, First strike, Flank attack, Wide, SB 10

Great Axe 2h Slash 3.5 -4 0.5 2 50 -2 def, HM, Wide, SB 25

War Hammer Crushing 2.5 -2 0 40 Wide 10

2h Crushing 3 -2 0 Wide

Great Hammer2h Crushing 3.5 -4 0 2 50 HM, Wide 25

Club Crushing 2 -2 0 40 Wide 5

2h Crushing 2.5 -2 0 Wide

Mace & Flail Crushing 2.5 -3 0 40 First strike, Flank attack, Wide 25

2h Crushing 3 -3 0 First strike, Flank attack, Wide

Spear Pierce 2.5 -2 0.5 2 30 -1 att 10

2h Pierce 3 +0 1 2 -1 att, +2 def

Quarterstaff 2h Crushing 2 +3 0 2 30 +2 att, +2 def, Wide 5

Naginata 2h Slash 3 -2 0 2 30 +2 def, Wide 20

Halberd 2h Slash 3 -4 0.5 3 30 HM, Wide, SB 35

2h Pierce 3 -1 1 3 -1 att

Bardiche 2h Slash 3 -4 0.5 3 30 HM, Wide, SB 25

Short Pike 2h Pierce 3 -2 1 3 30 -1 att 25

Long Pike 2h Pierce 3 -3 1 4 30 -1 att 25

Lance Pierce 3 -2 1 3 30 Horseman's lance, Use horse's BD 25

Knife Slash 2 +5 0 S 20 +2 att 5

Pierce 2 +5 0.25 S +1 att, Close

Unarmed Crushing 1 +5 0 S +2 att, Close

Shield Crushing 1 +0 0 See shield section

T. Axe Slash 2.5 +0 0.25 Dist * 3 1 20 SB 10

T. Hammer Crushing 2.5 +0 0 Dist * 3 1 30 10

T. Knife Pierce 2 +0 0.25 Dist * 3 1 15 5

Javelin Pierce 2.5 +0 0.5 Dist * 2 1 20 15

Rock Crushing 1.5 +0 0 Dist * 3 1

Sling Crushing 2 +0 0 Dist * 2 3 10 10

Shortbow Pierce 2.5 +0 0.5 2 30 BD 4 or less 100

Longbow Pierce 2.5 +0 0.5 2 40 BD 5 or more 200

Crossbow Pierce 10 +0 5 4 20 Req BD 3 to reload 50

Assisted X-bow 5 Req BD 1 to reload 75

H. Crossbow Pierce 15 +0 8 5 30 Req BD 5 to reload 100

Assist. HX-bow 6 Req BD 3 to reload 150

Rep. Crossbow Pierce 6 +0 3 Dist * 3 0 20 100


Glossary of Terms
Type is the nature of the damage it inflicts. This is either slashing, piercing, or crushing. Some weapons might say “2h” before the damage type, meaning that it’s wielded with both hands. Others might say “cleave”, which is slashing damage that is more destructive against shields.

WD is Weapon Damage. A character’s Base Damage multiplied by the weapon’s WD is the total damage that will be inflicted on a successful hit.

Init is the bonus or penalty to initiative.

Penetration is the weapon’s ability to pierce armor. It is multiplied by the character’s Base Damage (except for crossbows), and the result is subtracted from an opponent’s Resistance.

Range measures the reach of a hand to hand weapon in meters, or the amount that Distance to an opponent is multiplied by for a ranged weapon. It does not measure maximum range for ranged weapons, which is 100 * BD for bows and slings, 40 * WD for crossbows, 20 * BD for most thrown weapons, and 50 * BD for javelins.

Reload is the number of rounds required before a ranged weapon can be aimed again.
HP is the weapon’s Hit Points, which measure its ability to withstand blows. Because every action has an equal and opposite reaction, flimsy weapons may be damaged when struck against hard objects by strong characters.
Construction Quality

Some weapons are better made than others, and the price reflects that. There are four categories of smithing quality, besides normal.

Hopeless: A hopeless weapon is one that serves its intended purpose without breaking, but is of vastly inferior quality. Usually the result of an aspiring smith’s first few attempts at making a weapon. -50% weapon HP, -1 AT, -0.5 weapon damage, -1 initative. For a bow, substitute -1 max BD for -0.5 WD modifier. For a crossbow, substitute -2 damage for -0.5 WD.
Crude: A weapon of poor construction, made by a smith who lacked skill or was rushed. -25% weapon HP, and roll 1d3 to pick one of the following: -1 AT, -0.5 weapon damage, -1 initiative. For a bow, substitute -1 max BD for -0.5 WD modifier. For a crossbow, substitute -2 damage for -0.5 WD.
Normal: A competently made weapon. No modifiers.

Masterwork: A weapon made by a master smith who has taken extra time and care. +25% weapon HP, and roll 1d3 to pick one of the following: +1 AT, +0.5 weapon damage, +1 initiative. For a bow, substitute +1 max BD for +0.5 WD modifier. For a crossbow, substitute +2 damage for +0.5 WD.
Legendary: A weapon made by a truly extraordinary smith who has taken many times longer than normal and poured his heart into it. Most smiths capable of making legendary weapons only make a few of them in their lifetimes, and usually only for special occasions. The amount of love that goes into a legendary weapon would not normally be expended for a stranger. +50% weapon HP, +1 AT, +0.5 weapon damage, +1 initiative. For a bow, substitute +1 max BD for +0.5 WD modifier. For a crossbow, substitute +2 damage for +0.5 WD.
Alternate Materials
There are many materials besides steel that a weapon can be made from, with far too much variation to list each one individually. Instead, we will separate into five categories of metal or wood.

Primitive: A weapon constructed of materials that no self-respecting civilized smith would use, such as stone and bronze. Mostly found only in the hands of savages. Same modifiers as hopeless construction.
Cheap: Weapons made of cheap or inferior materials like iron and low-grade steel. Typically used to equip large armies by stingy planners. Same modifiers as crude construction.
Normal: A weapon constructed of standard steel or wood.

Quality: A weapon made of superior quality steel or wood. Same modifiers as masterwork construction.
Exotic: A weapon made of rare super-materials like mithril or ironwood. Same modifiers as legendary construction.
Damage to Weapons
Unlike armor, which tends to degrade gradually as it absorbs more strong blows (except in the case of blows which are so mighty that the wearer could not possibly survive), weapons are generally either functional or broken, with no in-between. It is also next to impossible to break a weapon that is not braced against a wall, tree, or other hard object (giving the attack a severity of 4). However, a weapon can still take damage as it weakens, even if these damage states do not cause combat penalties.
Less than 25%: No effect.

25%: Minor weakness. No visible indications.

50%: Small visual clues. Craftsmanship roll against difficulty of 25 to notice them. Costs 1/5 of the weapon’s value to have it repaired. Difficulty to repair it oneself is 25, and cost is 1/10 of the weapon’s value.

80%: Noticable visual clues. Costs 1/2 of the weapon’s value to have it repaired. Difficulty to repair it oneself is 30, and the cost is 1/4 of the weapon’s value.

100%: Weapon breaks, and cannot be used until it is fixed. Costs the weapon’s full value to have it repaired. Difficulty to repair it oneself is 35, and cost is 1/2 of the weapon’s value.
200%: Weapon is shattered, or otherwise beyond repair..

Notes
1. In societies with access to advanced materials, masterwork weapons tend to be made with quality materials, and legendary weapons tend to be made with exotic materials. It makes little sense for a smith to put in the required time and effort, and then fail to use the right components. Societies with access to only primitive or cheap materials tend to have very few smiths capable of making masterwork weapons, and almost never any capable of making legendary ones.
2. For weapons with WD values of 3 or greater, the + or – 0.5 WD modifiers are increased to + or – 1.0 WD.

3. First Strike – If an opponent makes the first attack of the fight, the character gets a free attack that occurs just before his opponent’s. A successful attack on a character’s weapon negates First Strike whether or not the disarm is successful. Such a weapon attack does not provoke a free swing. For example, Shail is using his hammer, while Toliman is wielding a sword with two hands. Under normal circumstances, Toliman would get a free attack if Shail swung at him, but if Shail makes a successful attack upon his weapon, Toliman does not get a free swing when Shail attacks him next round. A range advantage trumps First Strike, and two First Strike weapons cancel each other out.
4. High Momentum – Abbreviated HM. Attacking and missing adds 2 points of fatigue instead of just 1, but a blocked attack against an opponent’s shield also adds 2 fatigue instead of just 1.
5. Flank Attack – Weapon ca target opponents in the character’s flanks and rear flanks. Opponents do not receive their normal bonus to attack while in those positions.

6. Close – Weapon can be used in extremely tight quarters (less than 1 meter of room on each side), such as a narrow hallway, or in a tight infantry formation, without the normal -2 AT penalty.

7. Wide – Weapon needs lots of room to swing around. -2 AT penalty in tight quarters (less than 2 meters of room on each side), and it cannot be used at all in extremely tight quarters.

8. SB – SB stands for shieldbreaker. These weapons do double damage aganst shields.

9. Range S stands for short, meaning that opponents enjoy a range advantage. Range 3 weapons suffer a -4 AT penalty against opponents 1 meter away, and Range 4 weapons suffer a -4 AT penalty against opponents 2 meters away, and are useless against opponents 1 meter away.
10. Arrows can be made with varying skill and materials, as well, but their AT bonus does not stack with the bow, it simply limits it, meaning that a person needs high quality arrows to get the AT bonus from a high quality bow.

11. Bows have an inherent Base Damage, simulating the draw force. Anyone with lower BD cannot draw the string, and a person with higher BD needs a stronger bow to use all of his strength. Bows can have up to BD 4, while Longbows have no upper limit.

12. Crossbows also have Base Damages, simulating the difficulty to reload them. Anyone with lower BD can fire the crossbow, but cannot reload it.


[image: image3.emf]Modifier Price

Hopeless 0.25

Crude 0.5

Normal 1

Masterwork 3

Legendary 10

Primitive 0.25

Cheap 0.5

Normal 1

Quality 3

Exotic 10


Armor


[image: image4.emf]Chestpiece ResistanceWeightPriceArmor HP

Light leather 4 3 4 12

Medium leather 6 4 6 20

Heavy leather 8 5 8 30

Light mail 8 4 20 30

Medium mail 10 5 30 40

Heavy mail 12 6 40 50

Brigandine 12 5 100 50

Plate 14 6 200 60

Heavy Plate 16 7 300 70

Field Plate 18 8 400 80



[image: image5.emf]Helmet Resistance Sight Hearing PriceArmor HP

Skullcap 10 2 20

Mail Coif 10 15 10 20

Open-faced 14 30 50 40

Close-faced 14 2 30 100 40

Great Helm 18 4 60 200 80

Eyes

Eyes

Areas exposed

All but general head, temple

Entire face

Face except for nose



[image: image6.emf]Armguards Resistance Attack PriceArmor HP

Light leather 4 2 12

Medium leather 6 1 3 20

Heavy leather 8 2 4 30

Light mail 8 1 10 30

Medium mail 10 2 15 40

Heavy mail 12 3 20 50

Brigandine 12 2 50 50

Plate 14 3 100 60

Heavy Plate 16 4 150 70

Field Plate 18 5 200 80



[image: image7.emf]Leggings Resistance Defense Stealth PriceArmor HP Movement

Light leather 4 2 12

Medium leather 6 1 1 3 20

Heavy leather 8 2 2 4 30

Light mail 8 1 1 10 30

Medium mail 10 2 2 15 40

Heavy mail 12 3 3 20 50 Cannot sprint

Brigandine 12 2 2 50 50

Plate 14 3 3 100 60 Cannot sprint

Heavy Plate 16 4 4 150 70 Cannot run or sprint

Field Plate 18 5 5 200 80 Cannot run or sprint


Glossary of Terms

Resistance is the amount that is subtracted from incoming damage.

Weight measures how heavy the armor is. Subtract Weight from the wearer’s Physique. If there is a positive number left over, it is the penalty to all rolls while wearing the armor.

Sight is the penalty to Spot and Ranged combat for helmets that obstruct a character’s view.

Hearing is the reduction in the adjusted dB of sounds.

Attack is the penalty to hit in hand to hand combat.

Defense is the penalty to avoid being hit in hand to hand combat.

Stealth is the penalty to the Stealth skill while wearing this armor. For mail and plate, these numbers assume that the armor is well-greased and that noisy pieces have been buckled down. If this is somehow impossible (the character had just finished putting the armor on, for instance), the Stealth penalty is doubled.
Weak Spots
Heavy armor is not equally protective everywhere, as it needs to be more flexible at the joints. Called shots or random hits to the shoulder, elbow, knee, wrist, ankle, hip, and neck will encounter no more than 10 Resistance. This is only modified by Construction Quality and Alternate Materials.
Sizes
Armor sized for a halfling has -4 weight and 1/2 price.

Armor sized for a dwarf or gnome has -2 weight and 3/4 price.

Armor sized for a bugbear, gnoll, etc. has +4 weight and price x 1.5.

Armor sized for an ogre has +10 weight and price x 3.
Construction Quality

Some sets of armor are better made than others, and the price reflects that. There are four categories of smithing quality, besides normal.

Hopeless: A hopeless piece of armor is one that serves its intended purpose, but is of vastly inferior quality. Usually the result of an aspiring smith’s first few attempts at making a piece of armor. The effects vary by piece of armor, but always include -50% armor HP.

Chestpiece: -2 Resistance, +1 Weight

Helmet: -2 Resistance, +1 Sight penalty, +15 dB Hearing penalty

Armguard: -2 Resistance, +1 Attack penalty

Leggings: -2 Resistance, +1 Defense penalty, +1 Stealth penalty
Crude: An armor piece of poor construction, made by a smith who lacked skill or was rushed. The effects vary by piece of armor, but always include -25% armor HP.

Chestpiece: 1d2 for -2 Resistance or +1 Weight

Helmet: 1d3 for -2 Resistance, +1 Sight penalty, or +15 dB Hearing penalty

Armguard: 1d2 for -2 Resistance or +1 Attack penalty

Leggings: 1d3 for -2 Resistance, +1 Defense penalty, or +1 Stealth penalty
Normal: A competently made piece of armor. No modifiers.

Masterwork: A piece of armor made by a master smith who has taken extra time and care. The effects vary by piece of armor, but always include +50% armor HP.

Chestpiece: 1d2 for +2 Resistance or -1 Weight

Helmet: 1d3 for +2 Resistance, -1 Sight penalty, or -15 dB Hearing penalty

Armguard: 1d2 for +2 Resistance or -1 Attack penalty

Leggings: 1d3 for +2 Resistance, -1 Defense penalty, or -1 Stealth penalty
Legendary: A piece of armor made by a truly extraordinary smith who has taken many times longer than normal and poured his heart into it. Most smiths capable of making legendary armor only make a few sets of them in their lifetimes, and usually only for special occasions. The amount of love that goes into legendary armor would not normally be expended for a stranger. The effects vary by piece of armor, but always include +100% armor HP.

Chestpiece: +2 Resistance, -1 Weight

Helmet: +2 Resistance, -1 Sight penalty, -15 dB Hearing penalty

Armguard: +2 Resistance, -1 Attack penalty

Leggings: +2 Resistance, -1 Defense penalty, -1 Stealth penalty
Alternate Materials
There are many materials besides steel that a piece can be made from, with far too much variation to list each one individually. Instead, we will separate into five categories of metal or leather.

Primitive: Armor constructed of materials that no self-respecting civilized smith would use, such as animal skins and bronze. Mostly found only in the hands of savages. Same modifiers as hopeless construction.
Cheap: Armor made of cheap or inferior materials like iron and low-grade steel. Typically used to equip large armies by stingy planners. Same modifiers as crude construction.
Normal: Armor constructed of standard steel or leather.

Quality: Armor made of superior quality steel or leather. Same modifiers as masterwork construction.
Exotic: Armor made of rare super-materials like mithril. Same modifiers as legendary construction.
Alternate Materials and Nomeclature

Primitive leather is hide. Cheap leather is still called leather.

Primitive mail is ring mail. Cheap mail is still called mail.
Primitive plate is bronze or iron armor. Cheap plate is banded or splint.
Heavy leather of cheap or better quality can be referred to as studded leather.

Mail of cheap or better quality can be referred to as chain, scale, chainmail, or scale mail.
Quality field plate is called full plate.
Damaged Armor
Armor can only take so much punishment before it becomes damaged. Damage to armor works much the same as damage to a person, with thresholds (in % of HP) that gradually give penalties until fixed.

Less than 10%: No effect.

10%: Armor is dented or ripped. No penalties. Can be fixed by the character himself.

25%: Armor has a break, hole, or weak spots. -25% resistance to called shots on weak points. Costs 1/10 of the armor’s value have it repaired. Difficulty to repair it oneself is 20, and cost is 1/20 of the armor’s value.
50%: Armor is badly damaged. -25% resistance, -50% vs called shots on weak points. +1 athleticism penalty. Costs 1/4 of the armor’s value to have it repaired. Difficulty to repair it oneself is 25, and cost is 1/10 of the armor’s value.
80%: Armor is severely damaged. -50% resistance, no resistance against called shots on weak points. +2 athleticism penalty. Costs 1/2 of the armor’s value to have it repaired. Difficulty to repair it oneself is 30, and cost is 1/4 of the armor’s value.
100%: Armor is falling off or coming apart. No resistance against attacks. +4 athleticism penalty. Costs the armor’s full value to have it repaired. Difficulty to repair it oneself is 35, and cost is 1/2 of the armor’s value.
200%: Armor is shattered or shredded, and cannot be repaired.
Notes
1. In societies with access to advanced materials, masterwork armor tends to be made with quality materials, and legendary armor tends to be made with exotic materials. It makes little sense for a smith to put in the required time and effort, and then fail to use the right components. Societies with access to only primitive or cheap materials tend to have very few smiths capable of making masterwork armor, and almost never any capable of making legendary armor.

2. Masterwork and legendary sets of armor are generally plate, usually not mail and very rarely leather, unless the society is incapable of making plate. Full plate is always at least masterwork quality unless something has gone wrong.

3. Armor can be mixed and matched, and individual pieces can be neglected entirely. Lack of a helmet will remove awareness penalties. Lack of armguards will remove athleticism penalties for hand to hand combat. Lack of leggings will remove athleticism penalties for movement and dodging.

4. Field plate and full plate is custom made. If another person wears it, athleticism penalties are increased by +1.

5. If masterowrk or legendary armor is repaired by a smith who cannot craft masterwork or legendary armor, the quality of the armor degrades by one level.

6. For amror with hopeless construction quality and primitive materials, armor HP is -75% instead of -100%.
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Hopeless 0.25

Crude 0.5

Normal 1

Masterwork 3

Legendary 10

Primitive 0.25

Cheap 0.5

Normal 1

Quality 3

Exotic 10


Shields

[image: image9.emf]Size HtH def bonusProjectile def bonus HP Price Modifiers

Small 1 -4 20 10 Can be put away

Reinforced 40 20

Medium 2 0 30 20 Medium or larger must be carried

Reinforced 60 40

Tower 1 4 40 50 Provides hard cover

Reinforced 80 100

Wall 0 Special 50 75 Requires both hands, Provides hard cover

Reinforced 100 150


Construction Quality

Some shields are better made than others, and the price reflects that. There are four categories of smithing quality, besides normal.

Hopeless: A hopeless shield is one that serves its intended purpose, but is of vastly inferior quality. Usually the result of an aspiring craftsman’s first few attempts at making a shield. -50% HP, -1 HtH def bonus, -1 projectile def bonus.

Crude: An shield of poor construction, made by a craftsman who lacked skill or was rushed. -25% HP, and roll 1d2 to pick one of the following: -1 HtH def bonus, -1 projectile def bonus.

Normal: A competently made piece of armor. No modifiers.

Masterwork: A shield made by a master craftsman who has taken extra time and care. +50% HP, and roll 1d2 to pick one of the following: +1 HtH def bonus, +1 projectile def bonus.

Legendary: A shield made by a truly extraordinary craftsman who has taken many times longer than normal and poured his heart into it. Most craftsmen capable of making legendary shield only make a few of them in their lifetimes, and usually only for special occasions. The amount of love that goes into a legendary shield would not normally be expended for a stranger. +100% HP, +1 HtH def bonus, +1 projectile def bonus.

Alternate Materials
There are many materials besides steel that a piece can be made from, with far too much variation to list each one individually. Instead, we will separate into five categories of metal or leather.

Primitive: A shield constructed of materials that no self-respecting civilized smith would use, such as animal skins and bronze. Mostly found only in the hands of savages. Same modifiers as hopeless construction.

Cheap: A shield made of cheap or inferior materials like iron and low-grade steel. Typically used to equip large armies by stingy planners. Same modifiers as crude construction.

Normal: A shield constructed of standard steel or leather.

Quality: A shield made of superior quality steel or leather. Same modifiers as masterwork construction.

Exotic: A shield made of rare super-materials like mithril. Same modifiers as legendary construction.
Shield Damage
A shield can only take so much punishment before it becomes damaged. Damage to a shield works much the same as damage to a weapon, it accrues damage gradually, but does not accrue penalties until it breaks.

Less than 10%: No effect.

10%: Shield is dented. No penalties. Can be fixed by the character himself.

25%: Shield has a small crack. Costs 1/10 of the shield’s value have it repaired. Difficulty to repair it oneself is 20, and cost is 1/20 of the shield’s value.

50%: Shield has a large crack or many small ones. Costs 1/4 of the shield’s value to have it repaired. Difficulty to repair it oneself is 25, and cost is 1/10 of the shield’s value.

80%: Shield is severely damaged. Costs 1/2 of the shield’s value to have it repaired. Difficulty to repair it oneself is 30, and cost is 1/4 of the shield’s value.

100%: Shield breaks, and is useless. Costs the shield’s full value to have it repaired. Difficulty to repair it oneself is 35, and cost is 1/2 of the shield’s value.

200%: Shield is shattered and cannot be repaired.
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		Name		Type		WD		Init		Penetration		Range		Reload		HP		Modifiers		Price

		Short Sword		Slash		2.5		+3		0		S				30		+2 att		15

				Pierce		2.5		+3		0.25		S						+1 att, Close

		Rapier		Pierce		2		+3		0.25						30		+1 att, First strike, Close

		Longsword		Slash		2.5		+0		0						40				25

				Pierce		2.5		+0		0.25								-1 att, First Strike

		Bastard Sword		Slash		2.5		+0		0						45				35

				Pierce		2.5		+0		0.25								-1 att, First Strike

				2h Slash		3		+0		0								+1 att, +1 def

				2h Pierce		3		+0		0.5								+1 def, First strike

		Greatsword		2h Slash		3.5		-1		0		2				50		HM, Wide		50

		Handaxe		Slash		2.5		+1		0.5		S				30		+1 att, SB		5

		Axe		2h Slash		3		-2		0.5						40		-1 def, First strike, Flank attack, Wide, SB		10

		Great Axe		2h Slash		3.5		-4		0.5		2				50		-2 def, HM, Wide, SB		25

		War Hammer		Crushing		2.5		-2		0						40		Wide		10

				2h Crushing		3		-2		0								Wide

		Great Hammer		2h Crushing		3.5		-4		0		2				50		HM, Wide		25

		Club		Crushing		2		-2		0						40		Wide		5

				2h Crushing		2.5		-2		0								Wide

		Mace & Flail		Crushing		2.5		-3		0						40		First strike, Flank attack, Wide		25

				2h Crushing		3		-3		0								First strike, Flank attack, Wide

		Spear		Pierce		2.5		-2		0.5		2				30		-1 att		10

				2h Pierce		3		+0		1		2						-1 att, +2 def

		Quarterstaff		2h Crushing		2		+3		0		2				30		+2 att, +2 def, Wide		5

		Naginata		2h Slash		3		-2		0		2				30		+2 def, Wide		20

		Halberd		2h Slash		3		-4		0.5		3				30		HM, Wide, SB		35

				2h Pierce		3		-1		1		3						-1 att

		Bardiche		2h Slash		3		-4		0.5		3				30		HM, Wide, SB		25

		Short Pike		2h Pierce		3		-2		1		3				30		-1 att		25

		Long Pike		2h Pierce		3		-3		1		4				30		-1 att		25

		Lance		Pierce		3		-2		1		3				30		Horseman's lance, Use horse's BD		25

		Knife		Slash		2		+5		0		S				20		+2 att		5

				Pierce		2		+5		0.25		S						+1 att, Close

		Unarmed		Crushing		1		+5		0		S						+2 att, Close

		Shield		Crushing		1		+0		0								See shield section

		T. Axe		Slash		2.5		+0		0.25		Dist * 3		1		20		SB		10

		T. Hammer		Crushing		2.5		+0		0		Dist * 3		1		30				10

		T. Knife		Pierce		2		+0		0.25		Dist * 3		1		15				5

		Javelin		Pierce		2.5		+0		0.5		Dist * 2		1		20				15

		Rock		Crushing		1.5		+0		0		Dist * 3		1

		Sling		Crushing		2		+0		0		Dist * 2		3		10				10

		Shortbow		Pierce		2.5		+0		0.5				2		30		BD 4 or less		100

		Longbow		Pierce		2.5		+0		0.5				2		40		BD 5 or more		200

		Crossbow		Pierce		10		+0		5				4		20		Req BD 3 to reload		50

		Assisted X-bow												5				Req BD 1 to reload		75

		H. Crossbow		Pierce		15		+0		8				5		30		Req BD 5 to reload		100

		Assist. HX-bow												6				Req BD 3 to reload		150

		Rep. Crossbow		Pierce		6		+0		3		Dist * 3		0		20				100
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		Armguards		Resistance		Attack		Price		Armor HP

		Light leather		4				2		12

		Medium leather		6		1		3		20

		Heavy leather		8		2		4		30

		Light mail		8		1		10		30

		Medium mail		10		2		15		40

		Heavy mail		12		3		20		50

		Brigandine		12		2		50		50

		Plate		14		3		100		60

		Heavy Plate		16		4		150		70

		Field Plate		18		5		200		80
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		Chestpiece		Resistance		Weight		Price		Armor HP

		Light leather		4		3		4		12

		Medium leather		6		4		6		20

		Heavy leather		8		5		8		30

		Light mail		8		4		20		30

		Medium mail		10		5		30		40

		Heavy mail		12		6		40		50

		Brigandine		12		5		100		50

		Plate		14		6		200		60

		Heavy Plate		16		7		300		70

		Field Plate		18		8		400		80
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Sheet1

		Movement rate		Price				Combat		Price

		3, 5, 10		0.8				Skittish		0.8

		3, 6, 12		1				Saddle Horse		1

		3, 7, 14		1.5				Trained		1.5

		3, 8, 16		2				Warhorse		2

		3, 9, 18		3

								Physique		Price

		Stamina		Price				15		0.9

		4 Willpower		0.8				20		1

		6 Willpower		1				25		1.25

		8 Willpower		1.5				30		1.5

		10 Willpower		2



Arthur Tuxedo:
2 x carrying capacity for their respective physiques
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Sheet1

		Leggings		Resistance		Defense		Stealth		Price		Armor HP		Movement

		Light leather		4						2		12

		Medium leather		6		1		1		3		20

		Heavy leather		8		2		2		4		30

		Light mail		8		1		1		10		30

		Medium mail		10		2		2		15		40

		Heavy mail		12		3		3		20		50		Cannot sprint

		Brigandine		12		2		2		50		50

		Plate		14		3		3		100		60		Cannot sprint

		Heavy Plate		16		4		4		150		70		Cannot run or sprint

		Field Plate		18		5		5		200		80		Cannot run or sprint
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		Helmet		Resistance		Sight		Hearing		Price		Armor HP		Areas exposed

		Skullcap		10						2		20		All but general head, temple

		Mail Coif		10				15		10		20		Entire face

		Open-faced		14				30		50		40		Face except for nose

		Close-faced		14		2		30		100		40		Eyes

		Great Helm		18		4		60		200		80		Eyes
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		Size		HtH def bonus		Projectile def bonus		HP		Price		Modifiers

		Small		1		-4		20		10		Can be put away

		Reinforced						40		20

		Medium		2		0		30		20		Medium or larger must be carried

		Reinforced						60		40

		Tower		1		4		40		50		Provides hard cover

		Reinforced						80		100

		Wall		0		Special		50		75		Requires both hands, Provides hard cover

		Reinforced						100		150






_1199431392.xls
Sheet1

		Modifier		Price

		Hopeless		0.25

		Crude		0.5

		Normal		1

		Masterwork		3

		Legendary		10

		Primitive		0.25

		Cheap		0.5

		Normal		1

		Quality		3

		Exotic		10






