Myth Roleplaying Game ver. 2.5

An MC Production


Equipment

Coinage

1 Gold Crown (gc) = 10 Silver Marks (mk) = 100 Silver Pieces (sp) = 1000 Copper Pieces (cp)

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 BV by +1 Hardness and +5 Durability. 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 BV by +5 Durability. 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, reduce BV by -1 Hardness and halve 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
	Specialty
	Weight
	BV*
	Price

	Axe, Battle
	1d10
	+0
	1h
	Slashing
	3 kg
	5/25
	10 mk

	Axe, Great
	2d8
	+0
	2h
	Slashing
	6 kg
	5/50
	20 mk

	Brass Knuckles
	1d4
	n/a
	1h
	Blunt
	0.5 kg
	10/10
	1 mk

	Club
	1d8
	+0
	1h
	Blunt
	2 kg
	5/10
	1 mk

	Dagger
	1d6
	-3
	1h
	Piercing
	0.5 kg
	10/10
	2 mk

	Falchion
	2d6
	+0
	2h
	Slashing
	4 kg
	10/50
	75 mk

	Flail
	1d10
	-2
	1h
	Blunt
	2.5 kg
	10/50
	8 mk

	Flail, Heavy
	1d12
	-3
	2h
	Blunt
	5 kg
	10/100
	15 mk

	Gauntlet
	1d4
	+0
	1h
	Blunt
	0.5 kg
	10/10
	2 mk

	Gauntlet, Spiked
	1d6
	+0
	1h
	Piercing
	0.5 kg
	10/10
	5 mk

	Glaive
	1d12
	+0
	2h
	Slashing
	5 kg
	5/50
	8 mk

	Halberd
	1d12
	+0
	2h
	Piercing/Slashing
	6 kg
	5/50
	10 mk

	Handaxe
	1d8
	-1
	1h
	Slashing
	1.5 kg
	5/10
	6 mk

	Heavy Pick
	1d12
	+0
	2h
	Piercing
	5 kg
	5/50
	20 mk

	Kama
	1d8
	+1
	1h
	Slashing
	1 kg
	5/10
	2 mk

	Kukri
	1d6+1
	-3
	1h
	Slashing
	1 kg
	10/15
	5 mk

	Lance
	1d10
	n/a
	1h
	Piercing
	5 kg
	5/50
	10 mk

	Longspear
	1d10
	-1
	2h
	Piercing
	4.5 kg
	5/50
	5 mk

	Mace, Heavy
	1d10
	-2
	1h
	Blunt
	4 kg
	10/100
	12 mk

	Mace, Light
	1d8
	-1
	1h
	Blunt
	2 kg
	10/50
	5 mk

	Maul
	1d12
	-1
	2h
	Blunt
	15 kg
	5/50
	15 mk

	Morning Star
	1d10
	-2
	1h
	Blunt/Piercing
	3 kg
	5/25
	8 mk

	Quarterstaff
	1d8
	+1
	2h
	Blunt
	2 kg
	5/50
	1 mk

	Sap
	1d8s
	-5
	1h
	Blunt
	1 kg
	0/5
	1 mk

	Scythe
	1d10
	+0
	2h
	Slashing
	5 kg
	5/50
	16 mk

	Shield, buckler
	1d3
	+1
	1h
	Blunt
	2.5 kg
	10/25
	15 mk

	Shield, buckler spiked
	1d4
	+1
	1h
	Piercing
	3 kg
	10/25
	25 mk

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

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

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

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

	Sickle
	1d8
	-2
	1h
	Slashing
	1 kg
	5/10
	6 mk

	Spear
	1d10
	+0
	1h
	Piercing
	3 kg
	5/25
	2 mk

	Sword, Bastard
	2d6
	-1
	1h/2h
	Slashing
	3 kg
	10/35
	35 mk

	Sword, Great
	2d8
	-2
	2h
	Slashing
	4 kg
	10/50
	50 mk

	Sword, Longsword
	1d10
	+0
	1h
	Slashing
	2 kg
	10/25
	15 mk

	Sword, Scimitar
	2d4
	+0
	1h
	Slashing
	2 kg
	10/20
	14 mk

	Sword, Shortsword
	1d8
	-1
	1h
	Piercing
	1 kg
	10/10
	10 mk

	Trident
	1d8
	+1
	1h
	Piercing
	2 kg
	5/25
	15 mk

	Unarmed
	1d4s
	+0
	1h
	Blunt
	-
	-
	-

	Warhammer
	1d10
	-1
	1h
	Blunt
	2.5 kg
	5/25
	12 mk

	Whip
	1d4s
	-4
	1h
	Slashing
	1 kg
	0/5
	1 mk


*First number is hardness, second number is durability.

Ranged Weapons

	Type
	Damage
	Range (m)
	DB
	Weight
	Price

	Arrow (20)
	1d10
	See Bow
	See Bow
	1.5 kg
	1 mk

	Bolas
	1d6
	4
	None
	1 kg
	5 mk

	Bolt (10)
	1d10
	See Crossbow
	See Crossbow
	1 kg
	1 mk

	Bolts, small (5)
	1d6
	See Crossbow
	See Crossbow
	0.5 kg
	1 mk

	Bow, Longbow*
	See Arrow
	40
	None
	1.5 kg
	75 mk

	Bow, Shortbow*
	See Arrow
	24
	None
	1 kg
	30 mk

	Bullet, Sling (10)
	1d6
	See Sling
	See Sling
	2.5 kg
	1 mk

	Composite Longbow*
	See Arrow
	44
	+2
	1.5 kg
	100 mk

	Composite Shortbow*
	See Arrow
	28
	+1
	1 kg
	75 mk

	Crossbow, Heavy**
	See Bolt
	48
	+4
	4 kg
	50 mk

	Crossbow, Heavy repeat.
	See Bolt
	48
	+3
	6 kg
	400 mk

	Crossbow, Light**
	See Bolt
	32
	+2
	2 kg
	35 mk

	Crossbow, Light repeat.
	See Bolt
	32
	+1
	3 kg
	250 mk

	Crossbow, Pistol
	See Small Bolt
	12
	None
	1 kg
	100 mk

	Dagger, Thrown
	1d6
	4
	None
	0.5 kg
	2 mk

	Javelin
	1d8
	12
	None
	1 kg
	1 mk

	Net
	Entangle
	4
	n/a
	3 kg
	20 mk

	Sling
	See Bullet
	20
	None
	---
	-

	Spear, Thrown
	1d10
	8
	None
	3.5 kg
	2 mk

	Stone, Thrown
	1d3
	6
	None
	0.25 kg
	n/a


*Hardness 5, Durability 5

**Hardness 5, Durability 10

Armors

	Type
	AB
	Group
	Weight
	Penalty*
	Dex.
	Speed
	Price

	Banded Mail
	+6
	Heavy
	17.5 kg
	-6
	+1
	-4
	250 mk

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

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

	Chain Shirt
	+4
	Light
	12.5 kg
	-2
	+4
	Normal
	100 mk

	Field Plate
	+8
	Heavy
	25 kg
	-6
	+1
	-6
	1.500 mk

	Hide
	+3
	Light
	12.5 kg
	-3
	+4
	-2
	15 mk

	Leather
	+2
	Light
	7.5 kg
	0
	+6
	Normal
	10 mk

	Plate Mail
	+7
	Heavy
	25 kg
	-7
	+0
	-4
	600 mk

	Quilted
	+1
	Light
	5 kg
	0
	+8
	Normal
	5 mk

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

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


*Penalty to most uses of Acrobatics, Athletics, and Stealth checks.

Shields

	Type
	Parry
	Group
	Weight
	Penalty
	BV*
	Price

	Buckler
	+1
	Shield
	2 kg
	0
	10/25
	15 mk

	Heavy Steel Shield
	+3
	Shield
	6 kg
	-3
	10/100
	20 mk

	Heavy Wooden Shield
	+3
	Shield
	5 kg
	-2
	5/75
	7 mk

	Light Steel Shield
	+2
	Shield
	5 kg
	-2
	10/50
	9 mk

	Light Wooden Shield
	+2
	Shield
	4 kg
	-1
	5/35
	3 mk

	Shield Spikes
	---
	Shield
	+2.5 kg
	---
	---
	+10 mk


*First number is Hardness, Second number is Durability.

Mundane Equipment

Clothing

Attire

Cost
Weight
Availability

Rags

1 cp
0.5
Abundant

Poor

1 sp
1
Abundant

Common

5 sp
1.5
Plentiful

Good

1 mk
2
Common

Best

10 mk
3
Average

Robes

5 mk
3
Average

Costume/Entertainer
3 mk
4
Average

Uniform

4 mk
2
Scarce

Noble’s Garb

75 mk
5
Rare

Royal Garb

200 mk
7.5
Very Rare

Cloak

5 sp
1
Plentiful

Overcoat

1 mk
2
Plentiful

Hat, simple

3 sp
n/a
Plentiful

Hat, wide-brimmed
8 sp
n/a
Plentiful

Hood or Mask
5 sp
0.25
Common

Food & Drink

Food & Drink
Cost
Weight
Availability

Ale, mug

4 cp
0.5
Plentiful

Beer, mug

5 cp
0.5
Abundant

Keg of Ale (gallon)
2 sp
4
Abundant

Keg of Beer (gallon)
3 sp
4
Abundant

Fodder per Day
5 cp
5
Plentiful

Food per Day (Poor)
1 sp
-
Plentiful

Food per Day (Average)
3 sp
-
Common

Food per Day (Good)
5 sp
-
Average

Rations (per day)
5 sp
0.5
Common

Cheap Pie

1-3 cp
0.5
Common

Loaf of Bread
2 cp
0.25
Abundant

Side of Meat

2 mk
4
Average

Delicacy

5+ sp
0.25
Scarce

Spirits, Bottle
1 ss
0.75
Average

Wine, Common
2 sp
0.75
Common

Wine, Quality
10 mk
0.75
Average

Carrying Equipment

Container

Cost
Weight
Availability

Backpack

2 mk
1
Plentiful

Case, map or scroll
1 mk
0.25
Scarce

Chest

2 mk
12.5
Average

Flask, leather

3 cp
0.5
Average

Flask, metal

2 sp
0.75
Scarce

Jug, clay

3 cp
4.5
Plentiful

Pouch

1 mk
0.25
Plentiful

Purse

2 mk
0.25
Plentiful

Sack

1 sp
0.25
Plentiful

Saddlebags

4 mk
4
Average

Slingbag

2 mk
0.75
Average

Water Skin

1 mk
2
Plentiful

Lighting

Light Source

Cost
Weight
Availability

Candle, tallow
1 cp
-
Plentiful

Candle, wax

2 cp
-
Average

Firewood (per day)
1 cp
10
Plentiful

Oil, lamp (flask)
1 sp
0.5
Plentiful

Lamp

1 sp
0.5
Plentiful

Lantern

7 mk
1
Average

Lantern, Storm
12 mk
1
Scarce

Matches (5)

1 sp
-
Average

Torch

1 cp
0.5
Plentiful

Miscellanea

Item

Cost
Weight
Availability

Bedroll

1 sp
2.5
Common

Blanket

5 sp
1.5
Plentiful

Cooking Pot

5 sp
5
Plentiful

Cutlery, wooden
3 sp
-
Plentiful

Cutlery, metal
1 mk
0.25
Common

Cutlery, silver
5 mk
0.25
Scarce

Deck of Cards
5 sp
-
Plentiful

Dice (bone)

3 sp
-
Plentiful

Instrument

5 mk
Varies
Common

Kettle

7 sp
3
Plentiful

Ladder (4m)

5 cp
10
Common

Lock, average
40 mk
0.5
Common

Lock, quality

80 mk
0.5
Scarce

Mirror, small steel
10 mk
0.25
Rare

Paper (sheet)

4 sp
-
Very Rare

Parchment (sheet)
2 sp
-
Rare

Perfume or Cologne
5 mk
-
Common

Rope, hempen 20m
1 mk
5
Common

Rope, silk 20m
10 mk
2.5
Scarce

Signal Whistle
8 sp
-
Common

Tankard, pewter
1 mk
0.5
Plentiful

Tankard, wooden
7 sp
0.25
Plentiful

Telescope

100 mk
0.5
Rare

Tent

10 mk
10
Common

Tinderbox

1 mk
-
Plentiful

Whetstone

2 cp
0.5
Common

Tools

Item

Cost
Weight
Availability

Book, Illuminated
150 mk
2-5
Very Rare

Book, Printed
50 mk
2-5
Very Rare

Chain, per meter
8 mk
0.5
Rare

Crowbar

2 mk
2.5
Common

Disguise Kit

50 mk
4
Scarce

Fish Hook and Line
1 sp
-
Common

Grappling Hook
1 mk
2
Average

Healer’s Kit

50 mk
0.5
Scarce

Lock Picks

30 mk
0.5
Average

Manacles

15 mk
1
Average

Pick

3 mk
5
Average

Pole, 4m

2 sp
4
Plentiful

Sledge Hammer
3 mk
10
Common

Snare

1 sp
-
Common

Spade

3 sp
4
Common

Spike

1 sp
0.25
Common

Wooden Wedge
1 cp
-
Plentiful

Writing Kit

10 mk
0.25
Average

Vehicles

Item

Cost
Weight
Availability

Boat, River

3.000 mk
n/a
Rare

Boat, Rowing
50 mk
50
Average

Cart

15 mk
100
Common

Coach

100 mk
300
Rare

Ship

10.000 mk
n/a
Scarce

Wagon

35 mk
200
Common

Mounts

Mount

Cost
Weight
Availability

Barding
Medium
x2
x1
Average


Large
x4
x2
Average

Draft Horse

200 mk
n/a
Common

Harness

1 mk
1
Common

Mule

8 mk
n/a
Common

Pack Horse

40 mk
n/a
Common

Pony

30 mk
n/a
Common

Riding Horse

75 mk
n/a
Common

Saddle

5 mk
15
Common

Warhorse, heavy
400 mk
n/a
Scarce

Warhorse, light
250 mk
n/a
Scarce

Livestock

Livestock

Cost
Weight
Availability

Cat

1 sp
n/a
Plentiful

Chicken

2 cp
n/a
Plentiful

Cow

10 mk
n/a
Plentiful

Dog (pedigree)
3 mk
n/a
Plentiful

Dog, War

25 mk
n/a
Rare

Donkey

8 mk
n/a
Common

Goat

1 mk
n/a
Plentiful

Hawk (trained)
80 mk
n/a
Rare

Ox

15 mk
n/a
Plentiful

Pig

3 mk
n/a
Plentiful

Pigeons, Homing
1 mk
n/a
Average

Sheep

2 mk
n/a
Plentiful

Travel Services

Mode of Travel
Cost*

Availability

Cart or Wagon
1 cp/15 cp

Plentiful

Cart with 2 horses
1 sp/3 mk

Plentiful

Coach

1 mk/7 mk

Average

River Boat

1 sp/5 sp

Plentiful

Ship’s Passage
1 mk/5 mk

Common

Wagon, 3 horses
10 sp/4 mk

Common

*First number is the minimum cost for short trips, the second number is per 10 miles (longer trips).

Lodging

Lodging/Amenities

Cost

Bath


5 sp

Inn, Common Room per night
5 sp

Private Room

2 mk

Stabling, per horse per night
5 sp

Services

Service

Cost/Day
Cost/Week
Availability

Artisan

34 cp
17 sp
Common

Entertainer

28 cp
14 sp
Common

Labourer

10 cp
5 sp
Common

Physician

60 cp
30 sp
Common

Servant

12 cp
6 sp
Common

Oddities

Item

Cost
Weight
Availability

Antitoxin Vial
50 mk
0.5
Scarce

Healing Balm
5 sp
0.5
Common

Lucky Charm
10 mk
-
Average

Availability

	
	Difficulty by Population

	Availability
	DC
	Below 100
	Below 1.000
	Below 10.000 
	10.000 or more

	Very Rare
	25
	GM
	25
	20
	15

	Rare
	20
	25
	20
	15
	10

	Scarce
	15
	20
	15
	10
	8

	Average
	10
	15
	10
	8
	5

	Common
	8
	10
	8
	5
	0

	Plentiful
	5
	8
	5
	0
	Automatic

	Abundant
	0
	5
	0
	Automatic
	Automatic
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