Alternity Revised Arms List: Pre-Modern Weapons and Armor

Alternity is principally designed for present-day or futuristic sci-fi role-playing.  As a result, its charts contain only a few generalized options for pre-modern armaments.  The chart below expands upon and supercedes the arms descriptions in the PHB, and it is especially designed for campaigns set in pre-modern eras (with more realistic historical weapon mass than the PHB).  In order to better reflect the diversity in arms and armor, Low Impact damage has been subdivided into three types:  LI/O (damage inflicted by all hand-held or thrown weapons), LI/Pr (Low Impact/Projectile, damage inflicted by primitive ranged weapons), and LI/En (Low Impact/Energy, referring to flaming oil, caustic liquids, and other “energy” attacks less damaging that lasers and plasma).  Generally, only the heaviest and most advanced pre-modern armors protect against projectiles and hand weapons equally.  HI and En/O play little role in a pre-modern setting (except perhaps for “fantasy” features such as dragon’s breath or magic fireballs).

	Weapon
	Skill
	Acc
	Range
	Damage (O/G/A)
	Type

	Progress Level 0: Stone Age

	Bow, short
	Ranged-bow
	+1
	20 / 40 / 100
	d4w / d4+2w / d4+3w
	LI/Pr

	Club
	Melee-hafted
	0
	Personal
	d4s / d4w / d4+1w
	LI/O

	Dagger
	Melee-hilted
	0
	Personal/Thrown
	d4w / d4+1w / d4+2w
	LI/O

	Quarterstaff
	Melee-pole
	-1
	Personal
	d4+1s / d4+3s / d6w
	LI/O

	Sling
	Ranged-sling
	+1
	10 / 20 / 60
	d4s / d4+2s / d4w
	LI/Pr

	Spear
	Melee-pole
	0
	Personal/Thrown
	d4w / d4+2w / d4m
	LI/O

	Progress Level 1: Bronze/Iron Age

	Gauntlet
	Unarmed Attack
	0
	Personal
	d4+1s / d4+2s / d4-1w
	LI/O

	Hand ax
	Melee-hafted
	0
	Personal/Thrown
	d4+1w / d4+2w / d4+3w
	LI/O

	Javelin
	Athletics-throw
	0
	Per STR
	d4w / d4+1w / d4+2w
	LI/O

	Mace
	Melee-hafted
	0
	Personal
	d6+1s / d4+1w / d6+1w
	LI/O

	Sword, short
	Melee-hilted
	0
	Personal
	d4w / d6w / d6+2w
	LI/O

	Progress Level 2: Middle Ages

	Bow, long
	Ranged-bow
	+1
	40 / 80 / 200
	d4+1w / d6+1w / d4m
	LI/Pr

	Crossbow
	Ranged-crossbow
	0
	50 / 100 / 200
	d4+2w / d6+2w / d4+1m
	LI/Pr

	Flail
	Melee-hafted
	+1
	Personal
	d6+2s / d4+2w / d6+2w
	LI/O

	Great ax
	Melee-hafted
	+1
	Personal
	d6+1w / d6+2w / d4+1m
	LI/O

	Lance
	Melee-pole
	+1
	Personal
	d4w / d4+2w / d4m
	LI/O

	Pick
	Melee-hafted
	0
	Personal
	d4w / d4+1w / d4+2w
	LI/O

	Polearm
	Melee-pole
	+1
	Personal
	d6+1w / d4+3w / d4+1m
	LI/O

	Pole ax
	Melee-pole
	+1
	Personal
	d6+1w / d4+3w / d6+3w
	LI/O

	Sword, broad
	Melee-hilted
	0
	Personal
	d4+2w / d6+2w / d4m
	LI/O

	Sword, long
	Melee-hilted
	0
	Personal
	d4+1w / d6+1w / d4m
	LI/O

	Sword, two-handed
	Melee-hilted
	+1
	Personal
	d6+1w / d6+2w / d6+3w
	LI/O

	Scimitar
	Melee-hilted
	+1
	Personal
	d4+1w / d6+1w / d6+3w
	LI/O


	Weapon
	Actions
	Clip Size / Cost
	Hide
	Mass
	Avail
	Cost

	Progress Level 0: Stone Age

	Bow, short
	3
	10 / 10
	-
	1
	Any
	100

	Club
	3
	-
	+1
	2
	Any
	10

	Dagger
	4
	-
	+2
	0.5
	Any
	20

	Quarterstaff
	3
	-
	-
	2
	Any
	15

	Sling
	2
	10 / 5
	+2
	<1
	Any
	25

	Spear
	3
	-
	-
	2
	Any
	35

	Progress Level 1: Bronze/Iron Age

	Gauntlet
	4
	-
	+3
	1
	Com
	10

	Hand ax
	3
	-
	+2
	1
	Any
	50

	Javelin
	1
	-
	-
	1
	Com
	50

	Mace
	2
	-
	+1
	2
	Com
	75

	Sword, short
	3
	-
	+1
	1
	Com
	100

	Progress Level 2: Middle Ages

	Bow, long
	2
	10 / 10
	-
	1
	Com
	200

	Crossbow
	1
	10 / 15
	-
	2
	Con
	400

	Flail
	2
	-
	-
	3
	Com
	150

	Great ax
	2
	-
	-
	4
	Com
	100

	Lance
	1
	-
	-
	3
	Con
	50

	Pick
	3
	-
	+1
	2
	Con
	50

	Polearm
	1
	-
	-
	3
	Com
	50

	Pole ax
	1
	-
	-
	3
	Con
	50

	Sword, broad
	2
	-
	-
	2
	Con
	200

	Sword, long
	3
	-
	-
	2
	Con
	200

	Sword, two-handed
	2
	-
	-
	4
	Con
	300

	Scimitar
	3
	-
	+1
	2
	Com
	100


	Armor
	Skill
	AP
	LI/O / LI/Pr / LI/En (HI/En)
	Hide
	Mass
	Avail
	Cost

	Progress Level 0: Stone Age

	Hide armor
	Armor Op
	+1
	d6-3/d4-2/d6-4 (d4-3/d6-4)
	-
	10
	Any
	100

	Progress Level 1: Bronze/Iron Age

	Articulated armor
	Armor Op
	+1
	d6-2/d4-1/d6-3 (d6-4/d6-4)
	-
	9
	Con
	450

	Breastplate
	Combat
	+2
	d6-1/d6-2/d6-3 (d6-4/d6-4)
	-
	15
	Con
	600

	Helmet, light
	Armor Op
	+1
	+1/0/0 (0/0)
	-
	2
	Com
	200

	Helm, closed
	Combat
	+2
	+1/+1/+1 (0/0)
	-
	4
	Con
	300

	Leather armor
	-
	0
	d6-2/d6-3/d6-4 (d6-4/d6-4)
	+2
	7
	Any
	350

	Mail, light
	-
	0
	d6-2/d4-1/d6-3 (d6-4/d6-4)
	+1
	12
	Com
	500

	Shield, small
	Armor Op
	+1
	+1/0/0 (0/0)
	+1
	3
	Any
	75

	Shield, medium
	Combat
	+2
	+2/+1/0 (0/0)
	-
	5
	Any
	300

	Progress Level 2: Middle Ages

	Chain mail
	Armor Op
	+1
	d6-1/d6-1/d6-3 (d6-4/d6-4)
	+1
	15
	Com
	750

	Mail, heavy
	Combat
	+2
	d6/d6/d8-4 (d8-5/d6-4)
	+1
	20
	Con
	1,000

	Plate, full
	Combat
	+3
	d6+1/d6+1/d8-3 (d6-3/d6-3)
	-
	25
	Con
	2,000

	Quilted armor
	-
	0
	d6-4/d6-3/d6-4 (d4-3/d6-4)
	+2
	5
	Any
	100

	Shield, large
	Combat
	+2
	+2/+2/+1 (0/0)
	-
	7
	Con
	400

	Progress Level 3: Age of Reason

	Armored coat
	-
	0
	d6-3/d4-2/d4-2 (d4-3/d6-4)
	+3
	5
	Any
	500


Item Descriptions

Only new armaments or armaments with changed descriptions from the PHB are detailed below.

Quarterstaff:  This stout piece of wood around 2 meters long requires two hands to wield in combat.

Mace:  This category of weapon consists of any club with a weighted head, including war hammers.  Mace heads may be studded, flanged, or spiked.  Whenever a mace inflicts Amazing damage, the target has a +1 step penalty to the Stamina-endurance skill check to avoid knockout.

Sword, short:  This category of weapon consists of the earliest bronze blades, such as the Greek xiphos and the Roman gladius.  It continued to see use in later periods as long, steel-bladed knives.

Flail:  This category of weapon consists of a sturdy handle attached by a chain to a weighted head, which is often spiked.  The knightly morning star is an example of a military flail.  Whenever a flail inflicts Amazing damage, the target has a +1 step penalty to the Stamina-endurance skill check to avoid knockout.

Great ax:  This category of weapon includes all short, heavy battle axes requiring two hands to wield in battle.

Lance:  This is a long spear designed for use on horseback.  If used while mounted, the Accuracy is -1.  A lance normally has a sharp tip, but it can be equipped with a blunted tip (used in jousts) that degrades damage one level (e.g., wound becomes stun).

Pick:  This weapon includes bladed rods, spiked hammers, and all other arms designed to break open armor.  Armor roll penalties (PHB, p. 191) due to damage inflicted by a pick are doubled (e.g., the penalty for excessive wound damage is -2), and the normal -1 penalty for wound damage is applied after the pick inflicts any primary wound damage.  There is no effect on helmets or shields.  Armor damaged by a pick may be repaired as normal.

Polearm and Pole ax:  The polearm includes any long wooden pole with a sharp, stabbing head (such as ranseurs, pikes, or guisarmes).  The pole ax includes any long wooden pole with a heavy, cutting head (such as halberds, glaives, or volges).  Polearms and pole axes usually have hooks or curved blades useful against mounted opponents.  If used on foot against a mounted opponent, the Accuracy is -1.  Both the polearm and the pole ax require two hands to wield.

Sword, broad:  This category of sword features a wide steel blade generally up to 32 inches long.  It first appeared in Roman times as a cavalry sword and evolved into the dominant combat weapon of the 10th to the 12th centuries.

Sword, long:  This category of sword features a narrow, straight steel blade generally up to 36 inches long.  It appeared in the Middle Ages and evolved into the dominant combat sword of the 13th to the 16th centuries.

Sword, two-handed:  This category of sword features an extra long hilt and a heavy, straight steel blade generally around 48 inches long.  Swords like this, such as the Scottish claymore and the continental great sword, saw use in the 15th and 16th centuries.  Of course, this sword requires two hands to wield.

Sword, scimitar:  This category consists of any sword with a sharp, single-edged, curved blade.  It was common in the Middle East (especially among Arab armies) throughout the entire medieval period.

Hide armor:  This category of armor includes any primitive layering of animal hides or bones.  Its high mass reflects the awkward distribution of weight as well as some ornamental decoration (such as stones or skulls).

Articulated armor:  This category of armor consists of an overcoat of either horizontal metal bands (such as the Roman lorica segmatata and the medieval banded mail) or vertical, laced metal plates (such as the laminella armor of Japanese samurai).

Breastplate:  This refers to the classical-period armor consisting of a bronze cuirass, pteryges (belt with hanging armored straps), and usually greaves (for the shins).  It was generally made obsolete by later armors.

Helmet, light:  This category refers to all open-face helmets, such as the medieval sallet or basinet.

Helm, closed:  This category refers to all full-face helmets, such as the Greek “Attic” helm or the medieval heaume.  Perception checks involving hearing or sight suffer a +1 step penalty while wearing a closed helm.

Leather armor:  This category of armor consists of a hardened-leather cuirass, belt with hanging protective straps, and usually pads for the shoulders and shins.

Mail, light:  This category of armor includes any long shirt of overlapping metal scales (“scale mail”) or woven iron mesh.  Relatively effective and easy to wear, this style of light armor continued to be used well into the 17th century.

Shield, small:  This category includes all primitive wooden shields, as well as the smaller, metal-reinforced bucklers and targets of the Middle Ages.  Such shields are generally never more than half a meter in diameter.

Shield, medium:  This category consists of round, oval, or rectangular wooden shields generally over half a meter in diameter or length, reinforced with a metal frame or boss.  Examples include the Greek hoplon, Roman scutum, and the medieval “kite” shield.

Chain mail:  This category of armor consists of a long shirt and head coif of tightly linked steel rings, worn over an undershirt of silk or dense linen (called an “arming jack”).  It was common among medieval foot soldiers.

Mail, heavy:  This category of armor refers to a full-body hauberk of chain mail, or (by the 13th century) a suit of steel plates for the chest, arms, and legs with underlying chain mail (the “partial plate” of the PHB).  This armor includes two gauntlets as part of its cost and weight.

Plate, full:  This category of armor refers to the full-body harness of fitted steel plates worn by knights in the 15th and 16th centuries.  This armor includes two gauntlets as part of its cost and weight.

Quilted armor:  This category of armor includes any jerkin or doublet of felt, dense wool, or thick linen padding, commonly worn by medieval bowmen.  Cheap and easy to wear, quilted armor generally only offered some protection against arrows.

Shield, large:  This category refers to the tapered, body-length “tower” shields used primarily by medieval mounted knights.

Armored coat:  This category refers to cuir bouilli (a coat of stiffened leather) or “brigandine” (a leather coat with underlying metal studs).  Armored coats first appeared in the 15th century and continued to see use into the 17th century.

