This web supplement contains material
that was developed for Lords of Men, but did
not originally t within the page count allo-
cated. At the end of the day, we managed to

titin, and are able to make it available both
in the book and on the web.

This supplement includes updated rules
for crossbows, statistics for late medieval
arms and armor, expanded rules for armor,
and a few new optional weapons rules. In
addition, it reprints some weapon-related
rules from other ArM5 supplements (City &
Guild and Ancient Magic) for ease of reference,
and includes consolidated melee and missile
weapon tables that list all the weapons from
this previous ArM5 books all in one place.

Arms and armor are the tools of the war-
riors trade. Even nobles who do not person-
ally ght have an interest in the equipping of
their knights, sergeants, and men-at-arms.

Equipment
Avallability

It may be useful to troupes to know ap-
proximately where and when, in historical
Europe, certain weapons and armor were
in use, especially if they want to set their
saga earlier or later in Mythic Europes his-
tory. As just one more example of how this
information may be useful, the storyguide
may sometimes want to out t a ghost, fa-
erie, or other character in equipment from
a bygone age.

00 The ancient period, for this purpose, in-
cludes anything up until the collapse of the
Western Roman Empire around 480 Ap.

00 The early medieval period spans the
sixth through tenth centuries.

00 The high period begins in the 11th cen-
tury and lasts until the end of the 13th.
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Arms and Armor

00 The late medieval period starts at the be-
ginning of the 14th century.

0 A few weapons have regional availabili-
ty. Historically, they were common only
in certain geographic areas; see Notes
on Weapons for an explanation of each
case.

We give statistics for late-medieval
equipment for players who are interested in
them. If your saga starts in 1220, magi, with
their Longevity Rituals, can easily live into
the 14th century. Even if they do, there is
no reason why the history of Mythic Europe
needs to parallel that of the real world. You
may prefer to keep your saga in the high
Middle Ages forever.

Quality of
AIms and
AImor

City & Guild gives rules by which crafts-
men can make goods of shoddy, standard,
superior, or excellent quality (see City & Guild,
pages 67 69). For convenience, those rules
are summarized here:

Shoddy items break easily; they are
destroyed after failing a single stress check
(see The Clash of Weapons, below, or City &
Guild, page 77).

Superior armor grants +1 to Protection.
(A superior helmets bonus applies only to
attacks against the head.) Superior weap-
ons have a +1 bonus to Attack, and superior
shields grant +1 to Defense.

Excellent quality items grant a bonus of
+2, +3, or even higher (see City & Guild, page
69). For weapons, the bonus applies to hoth
Attack and Defense rolls.
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New Weapon
Rules

For clarity, weapons are categorized as
crushing, piercing, or slashing, according to
the type of injuries they cause (see Art & Aca-
deme, pages 43-44). This has no effect on their
Damage or other statistics, but can be useful
in deciding how the weapon interacts with
magical effects or other rules. For example,
the spell Edge of the Razor (ArM5, page 154)
only works on edged or pointed weapons.

Primitive and
Blunted Weapons

Stone weapons do less damage than met-

al ones. Subtract 2 from their Damage modi-

ers, to a minimum Damage modi er of +1.

Statistics for several stone weapons are given
on page 95 of Ancient Magic.

Slashing and piercing weapons may be
blunted to reduce injury in tournaments.
Subtract 3 from the Damage modi er of a
blunted weapon. This can reduce the Dam-
age modi er below zero.

Option: Try Using
the Other End

Several weapons, such as swords, can
deal two categories of damage. The wielder
may normally choose to deal either sort of
damage, as he chooses.

As an optional rule, the order in which
damage categories are listed on the Weapon
Table becomes signi cant. The rst category
is the weapons normal mode of use. Apply a







