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Introduction
When  I  made  MYFAROG  I  wanted  it  to  be  free  of
anachronisms. My objective was to create a game where
the setting would  feel believable also to those who know
their history. With the setting aimed to be mainly like that
of  the  Bronze Age and Classical  Antiquity  of  Europe,  I
knew that  I  had to  sacrifice  a  number  of  weapons and
armours known from other games, such as warhammers,
plate armours and rapiers. 

Now, I achieved what I wanted, but I see no reason why
you can not include those anachronisms if you want to, or
perhaps just some of them (arguably the dane axe and the
pike  could actually fit well in MYFAROG, and so would
the  scimitar  as  a  weapon  of  choice  for  the  Arbîs  or
Khemetians). Perhaps one or two of these weapons exist
in  your  version  of  Thulê?  Perhaps  one  such  special
weapon is  for  some reason given to  a  character  by the
gods? You as the myth master decides... 

In  any  case,  I  figured  that  I  should  make  this  little
supplement, and offer it as a free PDF to those interested. 

New Mêlée Weapons
New Swords & Daggers: longsword, great sword, rapier, 
scimitar.
New Spear Weapons: dane axe, halberd, pike.
New Concussion Weapons: warhammer. 
New Crossbows: heavy crossbow.

Weapons & Armour Period
Dane axe Early Medieval
Full helmet Mid Medieval
Great sword Late Medieval
Halberd Late Medieval
Heavy crossbow Mid Medieval
Longsword Late Medieval
Mail hauberk Mid Medieval
Pike Early Medieval
Plate armour Late Medieval
Rapier 16th - 17th century
Scimitar Early Medieval (Foreign)
Warhammer Late Medieval

The Best of Swords?
The rapier is possibly one of the best sword designs ever; a result 
of thousands of years of innovation and experimentation with 
sword design here in Europe. It is light, fast and highly deadly in 
the hands of a good swordsman. In MYFAROG the rapier does 
not cause a bleeding as easily as other swords, nor does it deliver 
much base damage (only a D4)! This is done to reflect the nature 
of the sword: the blade is very thin, so if you are hit by it it does 
very little damage. However, a competent swordsman will be 
able to deliver deadly blows with easy, so if you are hit well with 
it, you will soon suffer your death, and therefore the damage mod 
for the rapier is multiplied by two – making it a highly deadly 
mêlée weapon, and possibly one of the deadliest there is. 

Pikes in Charges
Naturally, since a pike is even longer than a spear or other very 
long weapons, a character with a pike will be able to attack first in
a charge, unless his opponent too is carrying a pike, in which case
initiative will be checked normally between the them. See 
Charges. 



New Mêlée Weapons
Damage   

Mêlée Weapon1 (Min. Str2) Cut/Shock3  Weight   Real Value
Concussion Weapons
Warhammer, short (-3 DV)4 D8 (+0) +1/-2 2 lbs 4 s (240 c)
Warhammer, long (2H)4/5 D10 (+0) +1/-2 3 lbs 4 s (240 c)
Spear Weapons
Dane axe (2H)7/8 D12 + 1 (+0) +0/+0 5 lbs 4 s (240 c)
Halberd (2H)4/6/7 D12 + 1 (+0) +0/+0 6 lbs 7 s (420 c)
Pike (2H)8 D10 (-1) -1/+1 4 lbs 3 s (180 c)
Swords & Daggers
Longsword (2H)5/9 D10 + 1 (-1) -2/+2 4 lbs 2 g (2400 c)
Great sword (2H)5 D12 + 1 (+1) -2/+2 6 lbs 48 s (2880 c)
Rapier (+1 DV)5/11 D4 (-3) +0/+2 2 lbs 32 s (1920 c)
Scimitar (-1 DV)10 D10 (-2) -3/+2 3 lbs 32 s (1920 c)
1If a character uses two weapons (dual-wielding) at the same time or a shield and a weapon the best (or least negative) DV modification is used – and the
user also gets a +1 to his OV. A character dual wielding uses only one of these weapons as his main weapon each time he attacks, but the player can choose
which one his character uses as his main weapon (see Weapon Damage, page 31).
2A character with less than minimum Str must subtract the difference between his Str and minimum Str from OV, DV and damage when using that mêlée
weapon. See the skill Crafts and Trade (The Land of Thulê).
3If damage is inflicted the Cut/Shock result is modified depending on which weapon is used. The first number modifies Cut test and the latter Shock test.
See To Hit & Damage Resolution.
4Very good armour penetration of weapon negates 1 AV of opponent. 
5Long reaching weapon (+2 initiative). -2 OV/DV in confined space. 
6Very long reaching weapon (+4 initiative). -4 OV/DV in confined space. 
7+2 OV against opponents using a large shield or a deeply-dished shield, or +1 OV against opponents using a small shield or a wicker shield (assuming the
weapon is used to hook the shield of the opponent).
8Extremely long reaching weapon (+6 initiative). -8 OV/DV in confined space. 
9The European longsword, also known as the bastard sword, was designed to be used two-handed, but it can fairly easily be used one-handed as well, and
to reflect this the penalty for using it one-handed it not as big as for other weapons (+2 Minimum Str instead of +3). 
10Poor armour penetration of weapon, due to poor thrusting capabilities, gives +1 AV for opponents wearing armour. 
11The damage mod (see To Hit & Damage Resolution) for this weapon is * 2. 

New Missile Weapons
 Damage  Cut/Shock 
Missile Weapon  (Min. Str)1 Mod Weight Base Range (in feet)2 Real Value
Heavy crossbow (+1 OV)3 D10 + Str -1/+3 6 lbs 50 6 s (360 c)
1A character with less than minimum Str must subtract the difference between his Str and minimum Str from DV (to a minimum of +0) and add the
difference to the MS penalty when using that shield. See the skill Crafts and Trade (The Land of Thulê). Bows, crossbows and thrown rocks are listed with
Str added to the damage of the weapon. This means that a rock used by or a weapon made for a creature with e. g. +2 Str, has a minimum Str of +2.
2When shooting/throwing in confined space (e. g. indoors or in a dense forest) long range is the maximum range for crossbows and medium range is the
maximum range for shuriken. 
3You can normally shoot a heavy crossbow only every third round, meaning it takes two rounds to load a crossbow (or one if you have the Sharpshooter
Talent). 

New Armours
  Stealth Swimming
Armour   AV  MS1 Weight (lbs) DD DD Real Value
Mail hauberk aurichalcum 52 -2 mod 35 +3 +7 566 g (679200 c)

iron 42 -2 mod 35 +3 +7 8 g (9600 c)
Plate armour aurichalcum 7 -3 mod 40 +4 +8 642 g (770400 c)

iron 6 -3 mod 40 +4 +8 4 g (4800 c)
1Negative modification negated by positive Str. E. g. a character with +1 Str using a plate armour suffers a -2 mod on MS instead of a -3 mod, because -3 + 1
= -2. In relation to the Tempo skill the MS mod is * 2.5 and rounded off to nearest whole 5 (e. g. a -3 MS mod [-3 * 2.5 = -7.5] becomes -10).
2Total AV (including the AV from sorcery and helmets) -1, to a minimum of 0, when hit by a concussion weapon.  This does not apply if the mail shirt is a
mail shirt with scales. See the skill Mêlée. 

  Perception
Helmet AV1 Weight & Missile Mod Real Value
Full helmet 2 6 lbs -2 4 s (240 c)
1Add the sum to the AV of any armour worn. 


