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Weapons & Armour
This article presents additional armour 
and weapon options inspired by the types 
available in the 1970s Advanced 1st Edi-
tion rules and the 1984 Companion rules.

Weapons

Weapon Cost (gp)
Weight 
(Coins)

Bastard sword 15 80
Blackjack 1 10
Blowgun 3 5
Bolas 5 40
Garotte 1 5
Net 5 100
Whip 10 50

Ammunition
Ammunition Cost (gp)
Blowgun dart (pouch of 5) 1

Armour

Armour AC
Cost 
(gp)

Weight 
(Coins)

Padded armour 8 [11] 5 100
Furs 7 [12] 10 250
Studded leather 6 [13] 25 300
Banded mail 4 [15] 50 450
Full plate 2 [17] 1,000 700

Encumbrance (Optional Rule)
If the optional rules for encumbrance are 
used (see Old-School Essentials), armour 
worn is treated as follows.

Option 1: Basic Encumbrance
Padded armour, furs, and studded leather 
count as light armour, banded mail and 
full plate count as heavy armour.

Option 2: Detailed Encumbrance
The listed weight of armour and weapons 
is tracked. The listed weight of missile 
weapons already includes the weight of 
the ammunition and its container.

Armour Descriptions
Padded armour: Layers of cloth and 
quilted padding.
Furs: Thickly layered furs and pelts of 
any kind. Commonly worn by those who 
lack the resources to create better armour.
Studded leather: A suit of flexible leather 
studded with hundreds of metal rivets.
Banded mail: Horizontal bands of metal 
riveted to a padded leather backing, with 
sections of chain mail at the joints. 
Full plate: Perfectly interlocking plates 
of metal over a backing of chain mail and 
padding. A suit of full plate armour must 
be crafted on request, and is tailored and 
balanced for a specific individual. Wear-
ing another person’s full plate armour is 
awkward and only grants AC 3 [16].

Usage of New Armour Types
Characters who can use leather armour: 
Can use padded armour and furs.
Characters who can use chainmail: Can 
use studded leather.
Characters who can use plate mail: Can 
use banded mail and full plate.

Thieves and Studded Leather 
(Optional Rule)
Thieves and similar classes normally 
limited to leather armour (e.g. acro-
bats, assassins) may be allowed to use 
studded leather armour. When wearing 
studded leather, climbing, balance, and 
acrobatics skills suffer a –25% penalty 
and stealth skills suffer a –10% penalty.
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Damage: Die rolled when using the 
optional rule for variable weapon damage 

(see Combat in Old-School Essentials).

Weapon Combat Stats
Weapon Damage Qualities
Bastard sword 1d6+1 Melee, Versatile (1d8+1)
Blackjack 1d2 Blunt, Knock-out, Melee, Stealth
Blowgun None Missile (5’-10’ / 11’-20’ / 21’-30’)
Bolas 1d2 Blunt, Entangle, Missile (5’–20’ / 21’–40’ / 41’–60’)
Garotte 1d4 Melee, Stealth, Strangle, Two-handed
Net None Blunt, Entangle, Missile (5’-10’ / 11’-20’ / 21’-30’)
Whip 1d2 Entangle, Melee

Weapon Descriptions
Bastard sword: A long sword that can be 
wielded either one- or two-handed.
Blackjack: A small, leather pouch filled 
with sand or lead shot. Used to quietly 
knock victims out.
Blowgun: A 3’ tube through which tiny 
darts are blown. The darts inflict no dam-
age but may administer a bloodstream 
poison (for example, those described in 
Old-School Essentials Advanced Fantasy).
Bolas: A cord and weighted balls, whirled 
around and thrown at a target.
Garotte: A 2’ length of thin cord or wire 
with a grip at each end. Used to quietly 
strangle victims.
Net: A 6’ square mesh of cord. Thrown to 
entangle a human-sized or smaller target.
Whip: A 10’ long strap of braided leather. 
On a successful attack, the attacker must 
decide to either inflict damage or entan-
gle the target.

Weapon Qualities
Blunt: May be used by clerics.
Knock-out: On a successful hit, the tar-
get must save vs paralysis or be knocked 
out for 1d6 turns.
Melee: Close quarters weapon (5’ or less).
Missile: Thrown or fired weapon (greater 
than 5’ distance). The distances for short 
(+1 to hit), medium, and long (–1 to hit) 
range are shown in parentheses.
Entangle: On a successful hit, the target 
must save versus paralysis or be unable 
to move or act. A new save is allowed 
each round to escape.
Stealth: May only be used to attack an 
unaware person (i.e. human / demihu-
man of any level or humanoid monster of 
up to 4+1 HD) from behind. (Non-living 
creatures are immune.)
Strangle: Following a successful hit, 
inflicts automatic damage each round. The 
victim cannot move and suffers a –2 pen-
alty to attack rolls. A successful hit on the 
attacker allows the victim to break free.
Two-handed: Requires both hands; the 
character cannot use a shield.
Versatile: May be used with one or two 
hands. When wielded two-handed, the 
damage listed in parentheses is used (the 
character cannot use a shield).


