Myth Roleplaying Game ver. 2.5

An MC Production


Equipment

Coinage

1/5 Platinum Piece = 1 Gold Piece (gp) = 2 Electrum Pieces (EP) = 10 Silver Pieces (sp) = 100 Copper Pieces (cp) 
One coin weighs 20 g.

Craftsmanship
	Craftsmanship
	Cost Multiplier
	Availability

	Best
	x10
	Drop 2 steps

	Good
	x3
	Drop 1 step

	Common
	x1
	-

	Poor
	x½
	Increase 1 step


Weapons: All weapons presented below are of common craftsmanship. For weapons of better or worse construction, use the following modifiers.
Best – This weapon is one of the best of its kind. When wielding such a weapon in combat, you gain a +1 bonus to hit. In addition, it is less cumbersome than a standard weapon, reducing the overall weight of the weapon by 10%. Also, increase Durability by 50%. Ammunition of the best craftsmanship does not give you a bonus to hit, but its weight is reduced. Weapons of the best craftsmanship are often beautiful, with gemstones set into the pommel, or extra detail in the workmanship. Some weapons of this level of craftsmanship may be plain, but exquisite in its performance.
Good – This weapon is of high quality, with good balance and reliability. It is less cumbersome than a standard weapon, reducing the overall weight of the weapon by 10%. Also, increase Durability by 50%. Ammunition of good craftsmanship confers no benefits.
Common – Weapon has no special properties.
Poor – Weaponry of poor craftsmanship is shoddy and unreliable. When wielding such a weapon in combat, you take a -1 penalty to hit. Also, halve the weapon’s Durability. Poor quality ammunition applies this penalty to the weapon with which it is used. If a poor missile weapon is used with poor ammunition, the wielder takes a -2 penalty to hit.
Armours: All armours presented below are of common craftsmanship. For armour of better or worse construction, use the following modifiers.
Best – A master armourer constructed this armour. It is tailored to the individual so it fits properly. When wearing such armour, you halve the weight value and reduce the penalty by -2.

Good – This is exceptional armour. Though not the best, it was constructed with care and skill. Reduce the weight of this armour by -10% and the penalty by -1.

Poor – Poor armour rarely performs well, with pieces falling off on the battlefield, straps breaking, or is otherwise worn out. Given its sorry state, and the extra effort a character must give to maintain it, this armour adds +50% to the armour’s weight and increases the penalty by +1.
Melee Weapons

	Type
	Damage
	Parry
	Grip
	STR
	Type
	Weight
	Dur.*
	Price

	Axe, Battle
	1d10
	+0
	1h
	10
	Slashing
	3 kg
	+2
	10 gp

	Axe, Great
	2d8
	+0
	2h
	15
	Slashing
	6 kg
	+2
	20 gp

	Brass Knuckles
	1d4
	n/a
	1h
	1
	Blunt
	0.5 kg
	+5
	1 gp

	Clawed Handwrap
	1d6
	n/a
	1h
	1
	Slashing
	0.5 kg
	+0
	5 gp

	Club
	1d8
	+0
	1h
	3
	Blunt
	2 kg
	+2
	1 gp

	Dagger
	1d6
	-3
	1h
	1
	Piercing
	0.5 kg
	+5
	2 gp

	Falchion
	2d6
	+0
	2h
	10
	Slashing
	4 kg
	+5
	75 gp

	Flail
	1d10
	-2
	1h
	10
	Blunt
	2.5 kg
	+5
	8 gp

	Flail, Heavy
	1d12
	-3
	2h
	14
	Blunt
	5 kg
	+5
	15 gp

	Gauntlet
	1d4
	+0
	1h
	1
	Blunt
	0.5 kg
	+5
	2 gp

	Gauntlet, Spiked
	1d6
	+0
	1h
	1
	Piercing
	0.5 kg
	+5
	5 gp

	Glaive †
	1d12
	+0
	2h
	10
	Slashing
	5 kg
	+2
	8 gp

	Halberd
	1d12
	+0
	2h
	10
	Piercing/Slashing
	6 kg
	+2
	10 gp

	Handaxe
	1d8
	-1
	1h
	5
	Slashing
	1.5 kg
	+2
	6 gp

	Heavy Pick
	1d12
	+0
	2h
	10
	Piercing
	5 kg
	+2
	20 gp

	Kama
	1d8
	+1
	1h
	5
	Slashing
	1 kg
	+2
	2 gp

	Kukri
	1d6+1
	-3
	1h
	2
	Slashing
	1 kg
	+5
	5 gp

	Lance
	1d10
	n/a
	1h
	12
	Piercing
	5 kg
	+3
	10 gp

	Longspear †
	1d10
	-1
	2h
	8
	Piercing
	4.5 kg
	+2
	5 gp

	Mace, Heavy
	1d10
	-2
	1h
	12
	Blunt
	4 kg
	+5
	12 gp

	Mace, Light
	1d8
	-1
	1h
	6
	Blunt
	2 kg
	+5
	5 gp

	Maul
	1d12
	-1
	2h
	15
	Blunt
	15 kg
	+2
	15 gp

	Morning Star
	1d10
	-2
	1h
	8
	Blunt/Piercing
	3 kg
	+2
	8 gp

	Quarterstaff #
	1d8
	+1
	2h
	3
	Blunt
	2 kg
	+2
	1 gp

	Sap
	1d8s
	-5
	1h
	1
	Blunt
	1 kg
	+0
	1 gp

	Scythe
	1d10
	+0
	2h
	10
	Slashing
	5 kg
	+2
	16 gp

	Shield, buckler
	1d3
	+1
	1h
	1
	Blunt
	2.5 kg
	Spec.
	15 gp

	Shield, buckler spiked
	1d4
	+1
	1h
	1
	Piercing
	3 kg
	Spec.
	25 gp

	Shield, heavy 
	1d6
	+3
	1h
	10
	Blunt
	Var.
	Spec.
	Var.

	Shield, heavy spiked
	1d8
	+3
	1h
	10
	Piercing
	Var.
	Spec.
	Var.

	Shield, light
	1d4
	+2
	1h
	5
	Blunt
	Var.
	Spec.
	Var.

	Shield, light spiked
	1d6
	+2
	1h
	5
	Piercing
	Var.
	Spec.
	Var.

	Sickle
	1d8
	-2
	1h
	1
	Slashing
	1 kg
	+2
	6 gp

	Spear
	1d10
	+0
	1h
	5
	Piercing
	3 kg
	+2
	2 gp

	Sword, Bastard
	2d6
	-1
	1h/2h
	15/12
	Slashing
	3 kg
	+5
	35 gp

	Sword, Great
	2d8
	-2
	2h
	15
	Slashing
	4 kg
	+5
	50 gp

	Sword, Longsword
	1d10
	+0
	1h
	8
	Slashing
	2 kg
	+5
	15 gp

	Sword, Scimitar
	2d4
	+0
	1h
	6
	Slashing
	2 kg
	+5
	14 gp

	Sword, Shortsword
	1d8
	-1
	1h
	5
	Piercing
	1 kg
	+5
	10 gp

	Trident
	1d8
	+1
	1h
	5
	Piercing
	2 kg
	+2
	15 gp

	Unarmed
	1d4s
	+0
	1h
	1
	Blunt
	-
	-
	-

	Warhammer
	1d10
	-1
	1h
	7
	Blunt
	2.5 kg
	+2
	12 gp

	Whip
	1d4s
	-4
	1h
	3
	Slashing
	1 kg
	+0
	1 gp


*Durability – The modifier to Durability checks.
† Weapon has reach and may be used against enemies 1 square distant. You suffer a -2 penalty to attacks against adjacent foes.

# Weapon provides a +1 bonus to Defense against melee attacks.
Ranged Weapons

	Type
	Damage
	Range (m)
	Type
	STR
	Weight
	Price

	Arrow (20)
	1d10
	See Bow
	Piercing
	-
	1.5 kg
	1 gp

	Blowgun
	See Dart
	10
	Piercing
	1
	0.5 kg
	1 gp

	Bolas
	1d6
	4
	Blunt
	3
	1 kg
	5 gp

	Bolt (10)
	1d10
	See Crossbow
	Piercing
	-
	1 kg
	1 gp

	Bolts, small (5)
	1d6
	See Crossbow
	Piercing
	-
	0.5 kg
	1 gp

	Bomb
	5d6
	4
	Blast
	3
	1.0 kg
	25 gp

	Bow, Longbow*
	See Arrow
	40
	-
	12
	1.5 kg
	75 gp

	Bow, Shortbow*
	See Arrow
	24
	-
	8
	1 kg
	30 gp

	Bullet, Sling (10)
	1d6
	See Sling
	Blunt
	-
	2.5 kg
	1 gp

	Composite Longbow*
	Arrow +2
	44
	-
	14
	1.5 kg
	100 gp

	Composite Shortbow*
	Arrow +1
	28
	-
	12
	1 kg
	75 gp

	Crossbow, Heavy**
	Bolt +4
	48
	-
	12
	4 kg
	50 gp

	Crossbow, Heavy repeat.
	Bolt +3
	48
	-
	14
	6 kg
	400 gp

	Crossbow, Light**
	Bolt +2
	32
	-
	8
	2 kg
	35 gp

	Crossbow, Light repeat.
	Bolt +1
	32
	-
	10
	3 kg
	250 gp

	Crossbow, Pistol
	Small Bolt
	12
	-
	5
	1 kg
	100 gp

	Dagger, Thrown
	1d6
	4
	Piercing
	1
	0.5 kg
	2 gp

	Dart (5)
	1
	See Blowgun
	Piercing
	-
	-
	1 gp

	Javelin
	1d8
	12
	Piercing
	5
	1 kg
	1 gp

	Net
	Entangle
	4
	-
	3
	3 kg
	20 gp

	Sling
	Bullet
	20
	-
	3
	---
	-

	Spear, Thrown
	1d10
	8
	Piercing
	5
	3.5 kg
	2 gp

	Stiletto
	1d4
	6
	Piercing
	1
	0.5 kg
	1 gp

	Stone, Thrown
	1d3
	6
	Blunt
	1
	0.25 kg
	n/a


* Durability +0
**Durability +2

Armors

	Type
	AB
	Group
	Weight
	Penalty*
	Dex.
	Speed
	Price

	Banded Mail
	+6
	Heavy
	18 kg
	-6
	+1
	-6
	250 gp

	Breastplate
	+5
	Medium
	15 kg
	-4
	+3
	-4
	200 gp

	Chain Mail
	+5
	Medium
	15 kg
	-5
	+2
	-4
	150 gp

	Chain Shirt
	+4
	Light
	12 kg
	-2
	+4
	Normal
	100 gp

	Cloth
	+1
	None
	5 kg
	0
	+8
	Normal
	5 gp

	Field Plate
	+8
	Heavy
	25 kg
	-6
	+1
	-6
	1.000 gp

	Hide
	+3
	Light
	12 kg
	-3
	+4
	-2
	15 gp

	Leather
	+2
	Light
	7 kg
	0
	+6
	Normal
	10 gp

	Plate Mail
	+7
	Heavy
	25 kg
	-7
	0
	-6
	600 gp

	Scale Mail
	+4
	Medium
	15 kg
	-4
	+3
	-4
	50 gp

	Spider Silk Armor
	+2
	None
	1 kg
	0
	+8
	Normal
	75 gp

	Studded Leather
	+3
	Light
	10 kg
	-1
	+5
	Normal
	25 gp


*Penalty to Acrobatics, Climb, Jump, Stealth, and Swim checks.
Shields

	Type
	Parry
	Group
	STR
	Weight
	Penalty
	Dur.*
	Price

	Buckler – Bone 
	+1
	Shield
	1
	1 kg
	0
	+5
	---

	Buckler – Bronze 
	+1
	Shield
	2
	1.5 kg
	0
	+6
	12 gp

	Buckler – Steel 
	+1
	Shield
	2
	2 kg
	0
	+7
	15 gp

	Buckler – Wood 
	+1
	Shield
	1
	1 kg
	0
	+4
	7 gp

	Heavy Bone Shield
	+3
	Shield
	10
	5 kg
	-2
	+8
	---

	Heavy Bronze Shield
	+3
	Shield
	11
	5.5 kg
	-3
	+9
	15 gp

	Heavy Steel Shield
	+3
	Shield
	11
	6 kg
	-3
	+10
	20 gp

	Heavy Wooden Shield
	+3
	Shield
	10
	5 kg
	-2
	+7
	7 gp

	Light Bone Shield
	+2
	Shield
	5
	4 kg
	-1
	+6
	---

	Light Bronze Shield
	+2
	Shield
	6
	4.5 kg
	-2
	+7
	7 gp

	Light Steel Shield
	+2
	Shield
	6
	5 kg
	-2
	+8
	9 gp

	Light Wooden Shield
	+2
	Shield
	5
	4 kg
	-1
	+5
	3 gp

	Shield Spikes – Bone 
	---
	Shield
	-
	+2 kg
	---
	---
	---

	Shield Spikes – Bronze 
	---
	Shield
	-
	+2.5 kg
	---
	---
	+10 gp

	Shield Spikes – Steel 
	---
	Shield
	-
	+2.5 kg
	---
	---
	+10 gp


*Durability – The modifier to durability checks.
Miscellaneous Equipment
	Item
	Cost
	Weight
	Notes

	Antitoxin
	50 gp
	-
	+5 bonus to Fort. save vs. poison

	Arcana Orb
	50 gp
	¼ 
	Capacity: 5 Magic Points

	Arrows, Armor Piercing
	2 gp
	1
	-1 to Armor Bonus

	Arrows, Regular
	1 gp
	1
	10 arrows

	Arrows, Shredder
	2 gp
	1
	Armor Bonus +1, +1 damage

	Backpack
	2 gp
	1
	Capacity: 25 kg

	Bandolier
	5 gp
	1
	Capacity: 10 potions/scrolls

	Bedroll
	1 sp
	2½
	

	Belt Pouch
	1 gp
	-
	Capacity: 2 kg

	Bolt Case
	1 gp
	½
	Holds 20 bolts

	Bolts, Armor Piercing
	2 gp
	1
	-1 to Armor Bonus

	Bolts, Regular
	1 gp
	1
	10 bolts

	Bolts, Shredder
	2 gp
	1
	Armor Bonus -1, +1 damage

	Caltrops
	1 gp
	1
	2x2 m area

	Candle
	1 cp
	-
	Duration: 1 hour

	Crowbar
	2 gp
	3
	

	Druidic Amulet
	50 gp
	-
	Capacity: 5 Magic Points

	Flint and Steel
	1 gp
	-
	

	Grappling Hook
	1 gp
	2
	

	Healer’s Kit
	50 gp
	½
	+1 to Treatment checks

	Healing Balm
	10 gp
	½
	

	Holy Symbol
	50 gp
	-
	Capacity: 5 Magic Points

	Holy Water
	25 gp
	-
	1d10 damage to undead

	Journeybread
	50 gp
	½
	10 days

	Lantern
	10 gp
	1
	

	Lockpicks
	30 gp
	½
	

	Manacles
	15 gp
	1
	Break DC 25, Escape DC 30

	Matches
	5 gp
	-
	5 sticks

	Oil
	1 sp
	½
	Half a litre, Duration: 6 hours

	Quiver
	1 gp
	½
	Holds 20 arrows

	Rope, Hempen
	1 gp
	5
	15m

	Rope, Silk
	10 gp
	2½
	15m

	Sack, large
	2 sp
	½
	Capacity: 15 kg

	Sack, small
	1 sp
	¼ 
	Capacity: 7 kg

	Sash
	1 gp
	½
	Capacity: 4 potions/scrolls

	Slingbag
	1 gp
	¾ 
	Capacity: 20 kg

	Spellbook
	15 gp
	1½
	

	Sunrod
	2 gp
	½
	Duration: 6 hours

	Tent
	10 gp
	10
	2 persons

	Thunderstone
	30 gp
	½
	4m radius spread, Fort DC 15

	Torch
	1 cp
	½
	Duration: 1 hour

	Trail Rations
	5 gp
	5
	10 days

	Waterskin
	1 gp
	½
	


Mounts and Accessories 
	Type
	Cost
	Notes

	Barding, Chain
	400 gp
	AB +4

	Barding, Leather
	50 gp
	AB +2

	Cart
	15 gp
	

	Dog, Hunting
	10 gp
	

	Dog, War
	25 gp
	

	Griffon
	5.000 gp
	

	Horse, Draft
	100 gp
	

	Horse, Riding
	75 gp
	

	Horse, War
	150 gp
	

	Mule
	8 gp
	

	Pegasus
	3.500 gp
	

	Pony
	30 gp
	

	Raken
	10.000 gp
	

	Saddle and harness
	15 gp
	

	Saddle bags
	4 gp
	Capacity: 20 kg

	Varsk
	300 gp
	

	Wagon
	35 gp
	


Stats

Dog, Hunting

Initiative +3, Hit Points 6, Speed 16, Defense 15 (+1 size, +3 dex, +1 natural), Attack Bite +0 (1d4), Space 1x1, Reach 1, SA -, SQ Low-light vision - Scent, Plot Points 0
Saves: Fortitude +3, Reflex +5, Will +3
Abilities: Strength 10, Dexterity 17, Constitution 12, Intelligence 2, Wisdom 16, Charisma 6
Skills: Jump +6, Listen +7, Spot +7, Search +6, Unarmed Attack +0
Talents: None
Dog, War

Initiative +3, Hit Points 7, Speed 16, Defense 14 (+1 size, +2 dex, +1 natural), Attack Bite +2 (1d6), Space 1x1, Reach 1, SA Trip, SQ Low-light vision, Plot Points 0
Saves: Fortitude +4, Reflex +4, Will +1

Abilities: Strength 13, Dexterity 15, Constitution 15, Intelligence 2, Wisdom 12, Charisma 6
Skills: Jump +7, Listen +5, Spot +5, Unarmed Attack +2
Talents: Trip
Griffon
Initiative +2, Hit Points 59, Speed 12 fly 32, Defense 17 (-1 size, +2 dex, +6 natural), Attack Bite +11 (2d8) and 2 Claws +8 (1d6), Space 2x2, Reach 1, SA Pounce – Rake (1d8), SQ Darkvision – Low-light vision - Scent, Plot Points 0
Saves: Fortitude +8, Reflex +7, Will +5
Abilities: Strength 18, Dexterity 15, Constitution 16, Intelligence 5, Wisdom 13, Charisma 8
Skills: Jump +8, Listen +6, Spot +10, Unarmed Attack +10
Talents: Iron Will, Multiattack, Weapon Focus (Bite)

Pounce (Ex) – If a griffon dives upon or charges a foe, it can make a full attack, including two rake 
attacks. 

Rake (Ex) – Attack bonus +8 melee, damage 1d8. 

Horse, Draft

Initiative +1, Hit Points 24, Speed 20, Defense 13 (-1 size, +1 dex, +3 natural), Attack Hoof -1 (1d8), Space 2x2, Reach 1, SA -, SQ Low-light vision - Scent, Plot Points 0
Saves: Fortitude +6, Reflex +4, Will +2
Abilities: Strength 16, Dexterity 13, Constitution 18, Intelligence 2, Wisdom 12, Charisma 6
Skills: Listen +4, Spot +4, Unarmed Attack -1
Talents: None.
Horse, Riding

Initiative +1, Hit Points 22, Speed 24, Defense 13 (-1 size, +1 dex, +3 natural), Attack Hoof -2 (1d6), Space 2x2, Reach 1, SA -, SQ Low-light vision - Scent, Plot Points 0
Saves: Fortitude +5, Reflex +4, Will +2
Abilities: Strength 14, Dexterity 13, Constitution 15, Intelligence 2, Wisdom 12, Charisma 6
Skills: Listen +4, Spot +4, Unarmed Attack -2
Talents: None
Horse, War

Initiative +1, Hit Points 23, Speed 24, Defense 14 (-1 size, +1 dex, +4 natural), Attack 2 Hooves +4 (1d6), Space 2x2, Reach 1, SA -, SQ Low-light vision - Scent, Plot Points 0
Saves: Fortitude +6, Reflex +4, Will +2
Abilities: Strength 16, Dexterity 13, Constitution 17, Intelligence 2, Wisdom 13, Charisma 6
Skills: Listen +4, Spot +4, Unarmed Attack +4
Talents: Multiattack
Mule

Initiative +1, Hit Points 23, Speed 12, Defense 13 (-1 size, +1 dex, +3 natural), Attack Hoof +4 (1d6), Space 2x2, Reach 1, SA -, SQ Low-light vision - Scent, Plot Points 0
Saves: Fortitude +6, Reflex +4, Will +1

Abilities: Strength 16, Dexterity 13, Constitution 17, Intelligence 2, Wisdom 11, Charisma 6
Skills: Listen +6, Spot +6, Unarmed Attack +4
Talents: None
Pegasus
Initiative +2, Hit Points 34, Speed 24 fly 48, Defense 14 (-1 size, +2 dex, +3 natural), Attack 2 Hooves +7 (1d8) and 1 Bite +2 (1d4), Space 2x2, Reach 1, SA -, SQ Darkvision – Low-light vision – Scent, Plot Points 0
Saves: Fortitude +7, Reflex +6, Will +4
Abilities: Strength 18, Dexterity 15, Constitution 16, Intelligence 10, Wisdom 13, Charisma 13
Skills: Insight +9, Listen +8, Spot +8, Unarmed Attack +7
Talents: Fly-by Attack, Iron Will
Pony

Initiative +1, Hit Points 11, Speed 16, Defense 13 (+1 dex, +2 natural), Attack Hoof -3 (1d4), Space 1x1, Reach 1, SA -, SQ Low-light vision - Scent, Plot Points 0
Saves: Fortitude +4, Reflex +4, Will +0
Abilities: Strength 13, Dexterity 13, Constitution 12, Intelligence 2, Wisdom 11, Charisma 4
Skills: Listen +5, Spot +5, Unarmed Attack -3

Talents: None
Raken
Initiative +1, Hit Points , Speed 8 fly 24, Defense 18 (-1 size, +1 dex, +8 natural), Attack Bite +x (2d8), Space 2x2, Reach 2, SA Trip, SQ Low-light vision - Scent, Plot Points 0
Saves: Fortitude +7, Reflex +6, Will +x
Abilities: Strength 22, Dexterity 12, Constitution 15, Intelligence x, Wisdom x, Charisma x
Skills: Listen +x, Spot +x, Unarmed Attack +x
Talents: Trip

Varsk
Initiative +1, Hit Points 33, Speed 18, Defense 16 (-1 size, +1 dex, +6 natural), Attack Bite +4 (1d8), Space 2x2, Reach 1, SA -, SQ Low-light vision – Scent – Cold Resistance (5), Plot Points 0
Saves: Fortitude +7, Reflex +4, Will +2

Abilities: Strength 17, Dexterity 13, Constitution 17, Intelligence 2, Wisdom 13, Charisma 6

Skills: Listen +5, Spot +5, Unarmed Attack +5
Talents: Toughness
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