*	See description of weapon for details.


%	Double weapon.  You may attack an extra time this round, as if attacking with two weapons.  Two-weapon penalties apply.


$	Deals subdual damage instead of normal damage.


+	Reach weapon.  Attacks with this weapon are made at targets five to ten feet from wielder.


^	This weapon can be set against a charge as a simple action, making the weapon deal double damage to charging characters.


#	Finesse weapon.  Thi


s weapon may be used with the weapon finesse feat.


&	Cannot be disarmed.  It is not possible for opponets to use this disarm option on this weapon.


=	May be used with the trip action.  If you are tripped during your own trip attempt, you may drop weapon to avoid being tripped.


"	Grants +2 bonus to opposed disarm roll.  Bonus aalso applies to roll to see if you are disarmed in failed attempt.


][	Monk weapon.  Monks may use more favorable attacks per round.


||	To large for one-handed use without training.  Treated as exotic weapon for medium sized creatures using it in one hand.  For medium-sized creatures using it in two hands and large creatures, considered martial weapon.


\\	Master-work weapon that grants a +1 to attack rolls.


@	There is a fifty percent chance this item breaks when used. (applies to most bow and crossbow projectiles)


~	As ammunition for given weapon.





Weapon	Cost	Damage	Critical	Range	Weight	Type	Prof.	Size	Area/Time


Arrows


	Arrow(herald) @	1 sp	1d4	x2	-	1/6 lb	P	Exotic	S	


		~Heraldbow	-	2d6	x3	140	-	P	-	-	Large/Huge


	Arrow(long) @	5 cp	1d4	x2	-	1/8 lb	P	Exotic	T	


		~Comp. Longbow	-	1d8	x3	110'	-	P	-	-	


		~Futhanga Bow	-	1d8	x3	100'	-	P	-	-	Vorox Lands


		~Longbow	-	1d8	x3	100'	-	P	-	-	


	Arrow(short) @	5 cp	1d4	x2	-	1/10 lb	P	Exotic	T	


		~Comp. Shortbow	-	1d6	x3	70'	-	P	-	-	


		~Shortbow	-	1d6	x3	60'	-	P	-	-	


Axes


	Battleaxe	10 gp	1d8	x3	-	7 lb	S	Martial	M	


	Dwarven Urgrosh %^*	50 gp	1d8/1d6	x3	-	15 lb	S/P	Exotic	L	Dwarf Lands


	Dwarven Waraxe ||	30 gp	1d10	x3	-	15 lb	S	M/E	M/L	Dwarf Lands


	Forearm Axe *	1 gp	1d6	19, x2	-	4 lb	S/P	Martial	S	Barbarian Lands


	Greataxe	20 gp	1d12	x3	-	20 lb	S	Martial	L	


	Handaxe	6 gp	1d6	x3	-	5 lb	S	Martial	S	


	Orc Double Axe %	60 gp	1d8/1d8	x3	-	25 lb	S	Exotic	L	Orc Lands


	Throwing Axe	8 gp	1d6	x2	10'	4 lb	S	Martial	S	


Blowguns


	Bluwgun (darts)	3 gp	-	-	-	5 lb	-	Simple	S		


	Blowgun (needles)	1 gp	-	-	-	2 lb	-	Simple	S	


Bolts


	Bolt(normal) @	1 sp	1d4	x2	-	1/10 lb	P	Exotic	T	


		~Heavy Crossbow	-	1d10	19, x2	120'	-	P	-	-	


		~Light Crossbow	-	1d8	19, x2	80'	-	P	-	-	


		~Repeat. Crossbow	-	1d8	19, x2	80'	-	P	-	-


	Bolt(hand) @	1sp	1d2	x2	-	1/20 lb	P	Exotic	F	


		~Hand Crossbow	-	1d4	19, x2	30'	-	P	-	-	


Bows


	Comp. Heraldbow	120 gp	-	-	-	3 lb	-	Martial	L	


	Comp. Longbow	100 gp	-	-	-	3 lb	-	Martial	L	


	Comp. Shortbow	75 gp	-	-	-	2 lb	-	Martial	M	


	Futhanga Bow*	100 gp	-	-	-	5 lb	-	Exotic	L	Vorox Lands


	Heraldbow	100 gp	-	-	-	8 lb	-	Martial	H	Large/Huge


	Longbow	75 gp	-	-	-	3 lb	-	Martial	L	


	Shortbow	30 gp	-	-	-	2 lb	-	Martial	M	


Bullet	1 cp	1d4	x2	10'	1/2 lb	B	Simple	S	


	~Sling	-	1d4	x2	50'	-	B	-	-	


Chains


	Spiked Chain +#="*	25 gp	2d4	x2	-	25 lb	P	Exotic	L	Oriental


Clubs


	Club (small)	free	1d4	x2	10'	2 lb	B	Simple	S	


	Club (medium)	free	1d6	x2	10'	3 lb	B	Simple	M	


	Greatclub	5 gp	1d10	x2	-	10 lb	B	Martial	L	


	Sap	1 gp	1d6$	x2	-	3 lb	B	Martial	S	


Crossbows *


	Hand Crossbow	100 gp	-	-	-	3 lb	-	Exotic	T	


	Heavy Crossbow	50 gp	-	-	-	9 lb	-	Simple	M	


	Light Crossbow	35 gp	-	-	-	6 lb	-	Simple	S	


	Repeating Crossbow	250 gp	-	-	-	16 lb	-	Exotic	M	Oriental


Daggers


	Dagger #	2 gp	1d4	19, x2	10'	1 lb	P	Simple	T	


	Kukri	8 gp	1d4	18, x2	-	3 lb	S	Exotic	T	Oriental


	Punching Dagger	2 gp	1d4	x3	-	2 lb	P	Simple	T	Orienal


Darts


	Throwing Dart	5 sp	1d4	x2	20'	1/2 lb	P	Simple	S	


	Blowgun Dart	3 sp	1	x2	10'	1/10 lb	P	Simple	T	


		~Blowgun (dart)	-	1	x2	20'	1/10 lb	P	-	-	


Flails


	Dire Flail %="	90 gp	1d8/1d8	x2	-	20 lb	B	Exotic	L	


	Heavy Flail ="	15 gp	1d10	19, x2	-	20 lb	B	Martial	L	


	Light Flail ="	8 gp	1d8	x2	-	5 lb	B	Martial	M	


Gauntlets


	Gauntlet	2 gp	*	*	-	2 lb	B	Unarmed	S,M	


	Spiked Gauntlet	5 gp	1d4	x2	-	2 lb	P	Unarmed	S,M	


Grapple Hook	


Hammers


	Gnome(hooked) %*	20 gp	1d6/1d4	x3/x4	-	6 lb	B/P	Exotic	M	Gnome Lands


	Light Hammer	1 gp	1d4	x2	20'	2 lb	B	Martial	S	


	Dwarven Maul ||	28 gp	1d10	x3	-	20 lb	B	M/E	M/L	Dwarf Lands


	Warhammer	12 gp	1d8	x3	-	8 lb	B	Martial	M	


Javelins


	Heavy Javelin	1 gp	1d8	x2	30'	3 lb	P	Simple	L


	Javelin	1 gp	1d6	x2	30'	2 lb	P	Simple	M	


	Light Javelin	1 gp	1d4	x2	30'	1 lb	P	Simple	S	Hurachai


Juggling Ball	1 cp	1d3$	x2	10'	1/2 lb	B	Simple	S	Bards love it.


	~Sling	-	1d3$	x2	50'	-	B	-	-	


Lances *


	Heavy Lance+	10 gp	1d8	x3	-	10 lb	P	Martial	M	


	Light Lance	6 gp	1d6	x3	-	5 lb	P	Martial	S	


Maces


	Heavy Mace	12 gp	1d8	x2	-	12 lb	B	Simple	M	


	Light Mace	5 gp	1d6	x2	-	6 lb	B	Simple	S	


Morningstar	8 gp	1d8	x2	-	8 lb	B+P	Simple	M	


Needle	1 gp	1	x2	-	1/50 lb	P	Simple	D	


	~Needle Blowgun	-	1	x2	10'	-	P	-	-	


Nets


	Weighted Net *	20 gp	-	-	15'*	2 lb	*	Exotic	S


Nunchakus


	Nunchaku ][	2 gp	1d6	x2	-	2 lb	B	Exotic	S	Oriental


	Nunchaku(halfling) ][	2 gp	1d4	x2	-	1 lb	B	Exotic	T	Oriental


Picks


	Gnome(hooked) %*	20 gp	1d4/1d6	x4/x3	-	6 lb	P/B	Exotic	M	Gnome Lands


	Heavy Pick	8 gp	1d6	x4	-	6 lb	P	Martial	M	


	Ice Axe *	4 gp	1d4	x3	-	4 lb	P	Martial	M	Arctic/Mts.


	Light Pick	4 gp	1d4	x4	-	4 lb	P	Martial	S	


Pole-Weapons


	Boarding Pike +^=	10 gp	1d8	x3	-	10 lb	S/P	Martial	L	Sea-Faring


	Glaive +	8 gp	1d10	x3	-	15 lb	S	Martial	L	


	Guisarme +=	9 gp	2d4	x3	-	15 lb	S	Martial	L	


	Halberd ^=	10 gp	1d10	x3	-	15 lb	S/P	Martial	L	


	Longspear ^+	5gp	1d8	x3	-	9 lb	P	Martial	L	


	Ranseur +"	10 gp	2d4	+3	-	15 lb	P	Martial	L	


Quarterstaff %	free	1d6/1d6	x2	-	4 lb	B	Simple	L	


Scythe	18 gp	2d4	x4	-	12 lb	S+P	Exotic	L	


Shuriken *	1 gp	1	x2	10'	1/10 lb	P	Exotic	T	


Siangham


	Siangham ][	3 gp	1d6	x2	-	1 lb	P	Exotic	S	Oriental


	Siangham(halfling) ][	2 gp	1d4	x2	-	1 lb	P	Exotic	T	Oriental


Sickles


	Sickle	6 gp	1d6	x2	-	3 lb	S	Simple	S	


	Kama ][	2 gp	1d6	x2	-	2 lb	S	Exotic	S	Oriental


	Kama(halfling) ][	2 gp	1d4	x2	-	1 lb	S	Exotic	T	Oriental


	Kusari-Gama +#="*	10 gp	1d6	x2	-	3 lb	S	Exotic	M	Oriental


Slashdisk *	30 gp	1d6	x2	10'	6 lb	S	Exotic	S	Tinker Lands


Sling *	free	-	-	-	1/10 lb	-	Simple	S	


Spears


	Halfspear ^	1 gp	1d6	x3	20'	3 lb	P	Simple	M	


	Shortspear ^	2 gp	1d8	x3	20'	5 lb	P	Simple	L	


Spikes


	Armor*	+50 gp*	1d6	x2	-	+10 lb*	P	Martial	-	


	Shield*	+10gp*	1d6	x2	-	+5 lb*	P	Martial	-	


Stone @	free	1d3	x2	10'	1/2 lb	B	Simple	S	


	~Sling *	-	1d3	x2	50'	-	B	-	-	


Swords


	Bastard Sword ||	35 gp	1d10	19, x2	-	10 lb	S	M/E	M/L	


		Katana ||\\	400 gp	1d10	19, x2	-	6 lb	S	M/E	M/L	Oriental


	Broadsword	10 gp	2d4	20, x2	-	4 lb	S	Martial	M


	Falchion	75 gp	2d4	18, x2	-	16 lb	S	Martial	L	


	Greatsword	50 gp	2d6	19, x2	-	15 lb	S	Martial	L	


	Longsword	15 gp	1d8	19, x2	-	4 lb	S	Martial	M	


	Rapier #	20 gp	1d6	18, x2	-	3 lb	P	Martial	M	


	Scimitar	15 gp	1d6	18, x2	-	4 lb	S	Martial	M	


	Shortsword	10 gp	1d6	19, x2	-	3 lb	P	Martial	S	


		Wakizashi \\	300 gp	1d6	19, x2	-	3 lb	S	Martial	S	Oriental	


	Two-bladed Sword %	100 gp	1d8/1d8	19, x2	-	15 lb	S	Exotic	L	


	Vorox Glankesh	20 gp	1d8	19, x3	-	6 lb	S	Exotic	M	Vorox Lands


Trident ^"	15 gp	1d8	x2	10'	5 lb	P	Martial	M	


Unarmed Strikes


	Small	natural	1d2$	x2	-	-	B	Unarmed	S	


	Medium	natural	1d3$	x2	-	-	B	Unarmed	M	


	Large	natural	1d4$	x2	-	-	B	Unarmed	L	


	Huge	natural	1d6$	x2	-	-	B	Unarmed	H	


Whip ="*	1 gp	1d2$	x2	15'*	2 lb	S	Exotic	S	








Weapon	Description/Special Qualities


Axe, Dwarven Urgrosh		This double weapon is both an axe and a spear.  The axe does 1d8.  The spear does 1d6 and may be set for a charge.  Either end may be used as the primary head.


Axe, Forearm		Forearm axes consist of an axe-head held-in/strapped-to the weilder's hand.  Strapping on a forearm axe requires a full round action that provokes attacks of opportunity and prevents disarm attempts.  While a hand is strapped to a forearm axe, it may not be used for any purpose other  wielding the axe. 


Bow, Futhanga		Futhanga bows require a large creature with three or four limbs to use it; two to hold the bow and one or two to knock an draw arrows.  The bow has two strings running parallel to one another, each of which can be knocked and drawn at the same time.  This allows users with four arms to fire an additional arrow from the bow each round at their highest attack bonus.  Characters using the Rapid Shot feat get yet another shot each round, but all shots are still at the -2 penalty.


Chain, Spiked		Both a normal and a reach weapon, capable of attacking foes anywhere up to 10' away.	


Crossbow(heavy/light/repeat.)		Crossbows require two hands to use regardless of the users size.  Creatures can shoot, but not load, a crossbow with one hand at a -4 penalty to hit.  Using a crossbow in each hand adds a -6 penalty to hit in addition to normal two weapon penalties.


Crossbow, Hand		Hand crossbows can be loaded by hand, using a move-equivalent action that provokes an attack of opportunity.


Crossbow, Heavy		Heavy crossbows can be loaded with a winch, using a full-round action that provokes an attack of opportunity.


Crossbow, Light		Light crossbows can be loaded by lever pull, using a move-equivalent action that provokes an attack of opportunity.


Crossbow, Repeating		Repeating crossbows typically hold five bolts, allowing the user to shoot according to normal number of attacks as long as the crossbow holds bolts.  Repeating crossbows can be loaded by inserting a new case, using a full-round action that provokes an attack of opportunity.  Filling a case with bolts is also a full-round action that provokes an attack of opportunity.


Gauntlet		Gauntlets allow unarmed characters to do normal damage instead of subdual damage.  Medium and heavy armor may include gauntlets.


Hammer/Pick, Gnome(hooked)		This double weapon is both a hammer and a light pick.  The hammer does 1d6(crit. x3).  The pick does 1d4(crit. x4).  Either end may be used as the primary head.


Kusari-Gama		Both a normal and a reach weapon, capable of attacking foes anywhere up to 10' away.


Lance		Lances do double damage when used in a mounted charge.


Pick, Ice Axe		An ice axe may be used to burrow through ice at a rate of 5' per hour.


Net		Nets have a maximun range of 10' (varies), suffer no range penealties, must be folded to be thrown effectively, and can trap tiny to large targets.  Throwing a net uses a ranged touch attack.  Creatures hit suffer -2 to attack, -4 to effective dexterity, must make concentration checks to cast spells (DC 15), must make an opposed srength roll to move away from the net's user, move at half speed, and cannot charge or run.  To escape a net, creatures must deal 5 points of slashing damage, make a strength check (DC 25), or make an escape artist check (DC 20).  Escaping a net is a full round action that provokes an attak of opportunity.  It takes 2 rounds for a proficient user to fold a net. (4 rounds for others) Throwing an unfolded net imposes a -4 penalty to hit.


Slashdisk		The slashdisk is a steel plate, sharpened around the entire edge.  A slit in the center allows the disk to be grasped safely.  The slashdisk acts as a small, steel shield (+1 armor bonus to AC) with armor spikes, without having the spikes.  It is also balanced for throwing.


Sling, Stone		Slings have a -1 penalty to hit when used to throw stones.


Shuriken		You may throw up to three shuriken at a time(at one target).  Shuriken do not benefit from strength bonuses to damage.


Spikes, Armor		Spikes are an addition to armor, adding to cost and weight.  Attacking with armor spikes requires a successfull grapple check.


Spikes, Shield		Spikes are an addition to a shield, adding to cost and weight.  Attacking with shield spikes is treated as a shield bash.  Spikes may not be added to a buckler or tower shield.


Sword, Glankesh		Cresent-shaped sword similar to the chinese deerhook sword.


Whip		Whips are treated as ranged weapons with a maximum range of 15'. (range varies by whip) Whips are unable to penetrate armor, and do not do damage against targets with a +1 armor or a +3 natural AC bonus.


