Complete Weapons Sheet

Compiled by Justin R. Germino

Simple Weapons - Melee
Cost
Damage
Critical
Range
Weight
Type**
Reference

Unarmed Attacks








Gauntlet
2gp
*
*

2lb
Bludgeoning
Players Handbook

Strike, Unarmed (Med being)
*
1d3$
X2
--
--
Bludgeoning
Players Handbook

Strike, armed (Small being)
*
1d2$
X2
--
--
Bludgeoning
Players Handbook

Tiny






Players Handbook

!Bladed Boots
15gp
1d4
19-20/x2
--
3lb
Piercing
See Entry

Dagger*
2gp
1d4
19-20/x2
10’
1lb
Piercing
Players Handbook

Dagger, Punching
2gp
1d4
X3
--
2lb
Piercing
Players Handbook

Gauntlet, Spiked*
5gp
1d4

--
2lb
Piercing
Players Handbook

Small








!Club, small
--
1d4
X2
10’
2lb
Bludgeoning
See Entry

Mace, light
5gp
1d6
X2
--
6lb
Bludgeoning
Players Handbook

!Shortstaff*
--
1d4/1d4
X2
--
2lb
Bludgeoning
See Entry

Sickle
6gp
1d6
X2
--
3lb
Slashing
Players Handbook

Medium








Club
--
1d6
X2
10’
3lb
Bludgeoning
Players Handbook

Halfspear@
1gp
1d6
X3
20’
3lb
Piercing
Players Handbook

Mace, Heavy
12gp
1d8
X2
--
12lb
Bludgeoning
Players Handbook

Morning Star
8gp
1d8
X2
--
8lb
Bludgeoning & Piercing
Players Handbook

Large








Quarterstaff*++
--
1d6/1d6
X2
--
4lb
Bludgeoning
Players Handbook

Shortspear@
2gp
1d8
X3
20’
5lb
Piercing
Players Handbook

!Telescopic Staff
100gp
1d6/1d6
X2
--
4lb
Bludgeoning
See Entry

Simple Weapons - Ranged
Cost
Damage
Critical
Range
Weight
Type**
Reference

Small








Crossbow, light*
35gp
1d8
19-20/x2
80’
6lb
Piercing
Players Handbook

Bolts, crossbow (10)*
1gp


--
1lb
--
Players Handbook

Dart
5sp
1d4
X2
20’
1/2lb
Piercing
Players Handbook

Sling
--
1d4
X2
50’
0lb
Bludgeoning
Players Handbook

Bullets, sling (10)
1sp


--
5lb
--
Players Handbook

Medium








Crossbow, heavy*
50gp
1d10
19-20/x2
120’
9lb
Piercing
Players Handbook

Bolts, crossbow(10)*
1gp


--
1lb
--
Players Handbook

Javelin
1gp
1d6
X2
30’
2lb
Piercing
Players Handbook

Martial Weapons - Melee
Cost
Damage
Critical
Range
Weight
Type**
Reference

Small








Axe, throwing
8gp
1d6
X2
10’
4lb
Slashing
Players Handbook

!Flail,small*
8gp
1d6
X2
--
3lb
Bludgeoning
See Entry

Hammer, light
1gp
1d4
X2
20’
2lb
Bludgeoning
Players Handbook

Handaxe
6gp
1d6
X3
--
5lb
Slashing
Players Handbook

Lance, light*
6gp
1d6
X3
--
5lb
Piercing
Players Handbook

!Longsword, small
15gp
1d6
19-20/x2
--
3lb
Slashing
See Entry

Pick, light*
4gp
1d4
X4
--
4lb
Piercing
Players Handbook

!Rapier, small*
20gp
1d4
18-20/x2
--
2lb
Piercing
See Entry

Sap
1gp
1d6$
X2
--
3lb
Bludgeoning
Players Handbook

Sword, short
10gp
1d6
19-20/x2
--
3lb
Piercing
Players Handbook

Medium








Battleaxe
10gp
1d8
X3
--
7lb
Slashing
Players Handbook

Flail, light*
8gp
1d8
X2
--
5lb
Bludgeoning
Players Handbook

Lance, heavy*^
10gp
1d8
X3
--
10lb
Piercing
Players Handbook

Longsword
15gp
1d8
19-20/x2
--
4lb
Slashing
Players Handbook

Pick, heavy*
8gp
1d6
X4
--
6lb
Piercing
Players Handbook

Rapier*
20gp
1d6
18-20/x2
--
3lb
Piercing
Players Handbook

Scimitar
15gp
1d6
18-20/x2
--
4lb
Slashing
Players Handbook

Trident@
15gp
1d8
X2
10’
5lb
Piercing
Players Handbook

Warhammer
12gp
1d8
X3
--
8lb
Bludgeoning
Players Handbook

Large








Falchion
75gp
2d4
18-20/x2
--
16lb
Slashing
Players Handbook

Flail, heavy*
15gp
1d10
19-20/x2
--
20lb
Bludgeoning
Players Handbook

Glaive*^
8gp
1d10
X3
--
15lb
Slashing
Players Handbook

Greataxe
20gp
1d12
X3
--
20lb
Slashing
Players Handbook

Greatclub
5gp
1d10
X2
--
10lb
Bludgeoning
Players Handbook

Greatsword
50gp
2d6
19-20/x2
--
15lb
Slashing
Players Handbook

Guisarme*^
9gp
2d4
X3
--
15lb
Slashing
Players Handbook

Halbert*@
10gp
1d10
X3
--
15lb
Piercing and Slashing
Players Handbook

Longspear*^@
5gp
1d8
X3
--
9lb
Piercing
Players Handbook

Ranseur*^
10gp
2d4
X3
--
15lb
Piercing
Players Handbook

Scythe
18gp
2d4
X4
--
12lb
Piercing & Slashing
Players Handbook










Martial Weapons - Ranged
Cost
Damage
Critical
Range
Weight
Type**
Reference

Medium








Shortbow*



60’
2lb
Piercing
Players Handbook

Shortbow, composite*



70’
2lb
Piercing
Players Handbook

Arrow, Standard (20)
1 gp
1d6
X3
--
3lb
--
Players Handbook

!Barbed, single
2 sp
1d6
X3
--
0.2lb
Piercing
See Entry

!Blunt-headed (20)
5 sp
1d3
X2
--
3lb
Bludgeoning
See Entry

!Flaming, single
5 sp
1d3
X2
30/35&
0.2lb
Bludgeoning
See Entry

!Frog crotch, single
2 sp
1d6
X2
--
0.2lb
Piercing
See Entry

!Grappling, single
20 gp
1d4
X2
30/35&
2lb
Bludgeoning
See Entry

!Hummingbulb, single
2 sp
1d2
X2
30/35
0.2lb
Bludgeoning
See Entry

!Message, single
3 sp
1d6
X3
--
0.2lb
Piercing
See Entry

Large








Longbow*



100’
3lb
Piercing
Players Handbook

Longbow, composite*



110’
3lb
Piercing
Players Handbook

Arrow, Standard
1 gp
1d8
X3
--
3lb
--
Players Handbook

!Barbed, single
2 sp
1d8
X3
--
0.2lb
Piercing
See Entry

!Blunt-headed (20)
5 sp
1d4
X2
--
3lb
Bludgeoning
See Entry

!Flaming, single
5 sp
1d4
X2
50/55&
0.2lb
Bludgeoning
See Entry

!Frog crotch, single
2 sp
1d8
X2
--
0.2lb
Piercing
See Entry

!Grappling, single
20 gp
1d6
X2
50/55&
2lb
Bludgeoning
See Entry

!Hummingbulb, single
2 sp
1d3
X2
50/55&
0.2lb
Bludgeoning
See Entry

!Message, single
3 sp
1d8
X3
--
0.2lb
Piercing
See Entry

Exotic Weapons - Melee
Cost
Damage
Critical
Range
Weight
Type**
Reference

Tiny








!Cat gloves*
5gp
1d4
X2
--
2lb
Slashing
See Entry

Kama, halfling*
2gp
1d4
X2
--
1lb
Slashing
Players Handbook

Kukri
8gp
1d4
18-20/x2
--
3lb
Slashing
Players Handbook

Nunchuku, halfling*
2gp
1d4
X2
--
1lb
Bludgeoning
Players Handbook

Singhaim, halfling*
2gp
1d4
X2
--
1lb
Piercing
Players Handbook

Small








!Bladed fan*
10gp
1d3
X2
--
2lb
Slashing
See Entry

Kama*
2gp
1d6
X2
--
2lb
Slashing
Players Handbook

Nunchuku*
2gp
1d6
X2
--
2lb
Bludgeoning
Players Handbook

Singhaim*
3gp
1d6
X2
--
1lb
Piercing
Players Handbook

Medium








Sword, Bastard
35gp
1d10
19-20/x2
--
10lb
Slashing
Players Handbook

Waraxe, dwarven*
30gp
1d10
X3
--
15lb
Slashing
Players Handbook

Hammer, gnome hooked*++
20gp
1d6/1d4
X3/x4
--
6lb
Bludgeoning & Piercing
Players Handbook

!War cleaver
50gp
2d4
19-20/x2
--
10lb
Slashing
See Entry

Large








!Axe, crushing*
75gp
1d8/1d8
X3/x2
--
25lb
Slashing & Bludgeoning
See Entry

Axe, orc double*++
60gp
1d8/1d8
X3
--
25lb
Slashing
Players Handbook

Chain, spiked*^
25gp
2d4
X2
--
15lb
Piercing
Players Handbook

Flail, dire*++
90gp
1d8/1d8
X2
--
20lb
Bludgeoning
Players Handbook

Sword, two bladed*++
100gp
1d8/1d8
19-20/x2
--
30lb
Slashing
Players Handbook

Urgrosh, dwarven++@
50gp
1d8/1d6
X3
--
15lb
Slashing & Piercing
Players Handbook

Exotic Weapons - Ranged
Cost
Damage
Critical
Range
Weight
Type**
Reference

Tiny








Crossbow, hand*
100gp
1d4
19-20/x2
30’
3lb
Piercing
Players Handbook

Bolts*
1gp
--
--
--
1lb
--
Players Handbook

Shuriken*
1gp
1
X2
10’
1/10lb
Piercing
Players Handbook

Small








!Net, small*
20gp
*
*
10’
5lb
*
See Entry

Whip*
1gp
1d2$
X2
15’*
2lb
Slashing
Players Handbook

Medium








Crossbow, repeating*
250gp
1d8
19-20/x2
80’
16lb
Piercing
Players Handbook

Bolts(5)*
1gp
--
--
--
1lb
--
Players Handbook

!Dueling cloak*
15gp
*
*
10’
3lb
*
See Entry

!Rope dart*
5gp
1d4
19-20/x2
10’
2lb
Piercing
See Entry

Net
20gp
*
*
10’*
10lb
*
Players Handbook

* See the description of this weapon for special rules.

$ the weapon deals subdual damage rather than normal damage.

** When 2 types are given, the weapon is both types

^ Reach weapon.

++ Double weapon




@ 2x damage if set against a charging character.

! Weapons created by Colin Chapman (see his work at www.community3e.com)

Barbed Arrow: Commonly used for fishing, these arrowheads feature 2-6 backwards-facing barbs, ensuring they lodge in the target when they hit. They cause an extra 1d6 damage if removed carelessly, and take twice as long to remove as normal arrows.

Blunt-Headed Arrow: These are common arrows simply made without arrowheads, and are used to hunt small birds and animals, without ruining their pelt.

Flaming Arrow: These arrows typically feature a hollow wooden or cloth head, filled with fabric that has been soaked in oil or pitch, making it extremely flammable, easy to light, and difficult to extinguish. They are used to ignite flammable targets, but also make useful signal flares in dark conditions. Needless to say, flaming arrows are one-use items, as they tend to burn themselves.

Frog Crotch Arrow: This unusual arrow has a V-shaped arrowhead, the two prongs of which form the points of the arrow. The inside edge of the V is sharpened, making this arrowhead well-suited to severing rope or cord (reduce the DC of such attempts by 5).

Grappling Arrow: The grappling arrow features a scaled-down grappling hook as a head, and trails a strong but light, 100' length of cord. The grappling arrow fired in order to reach locations the user would not otherwise be able to throw a normal grappling hook.

Hummingbulb Arrow: The bulbous tips of this arrow is carved and hollow, producing a loud, high-pitched whistle when fired that can be heard up to a mile away in good weather conditions, making it a useful signalling device. Hummingbulb arrows break with any firm impact, making them one-use items.

Message Arrow: The screw-apart shaft of a message arrow has a narrow, hollow compartment into which a small, rolled piece of parchment may be slipped. In all other ways, it behaves as a normal arrow.

Bladed Boots: These boots feature a retractable broad steel blade in each sole, and heel-click mechanism to spring the blade. Your opponent cannot use a disarm action to disarm you of bladed boots. An attack with a bladed boot is considered an armed attack. The cost and weight given is for a pair of bladed boots. You can use the Weapon Finesse feat (see page 86 of the Players Handbook) to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a bladed boot.

Bladed Fan: The elegant bladed fan remains a rare weapon, save for its use among a handful of courtesans, and female assassins and duelists. While these weapons appear to be ornate, attractive, folding ribbed fans, they are also useful weapons. The ribs of the fan are inevitably constructed of metal, the tip of each rib sharpened, allowing it to be used as a slashing weapon, and the "fabric" of the fan itself is commonly made of fine silk, heavily decorated. You can use the Weapon Finesse feat (see page 86 of the Players Handbook) to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a bladed fan.

Cat Glove: Cat gloves are tough yet supple leather gloves, each finger tipped with a small but sharp steel claw. These weapons are used to rake an opponent with a clawing action. There surreptitious nature makes them a favorite weapon of some assassins and rogues. Your opponent cannot use a disarm action to disarm you of cat gloves. An attack with a cat glove is considered an armed attack. The cost and weight given is for a single glove. You can use the Weapon Finesse feat (see page 86 of the Players Handbook) to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a cat glove.

Club, Small: A small wooden club suitable for gnomes, halflings, and other Small humanoids.

Crushing Axe: A crushing axe is a double weapon, consisting of strong shaft, with a heavy battle axe blade at one end, and a heavy mace head at the other. You can fight with it as if fighting with two weapons, but if you do so, you incur all of the normal attack penalties associated with fighting with two weapons: a one-handed weapon and a light weapon. (See "Attacking with Two Weapons", page 128 of the Players Handbook). A creature using a double weapon in one hand, such as an ogre using a crushing axe, can't use it as a double weapon.

Dueling Cloak: This large, heavy, often elaborate cloak is weighted along the bottom edge with numerous small lead beads sewn into the seam. It is often used to parry with, wound around a character's off-hand to act as a buckler (+1 Armor Bonus, -1 Armor Check Penalty, 5% Arcane Spell Failure), but may also be thrown like a net to entangle opponents.

When you throw a dueling cloak, you make a ranged touch attack against your target. The cloak's maximum range is 10 feet, and you suffer no range penalties to throw it even to its maximum range. If you hit, the target is entangled. An entangled creature suffers -2 on attack rolls and a -4 penalty on effective Dexterity. The entangled creature can only move at half speed and cannot charge or run. If the entangled creature attempts to cast a spell, it must succeed at a Concentration check (DC 15) to be able to cast the spell.

The entangled creature can escape with an Escape Artist check (DC 10) that is a full-round action. The cloak has 3 hit points and can be burst with a Strength check (DC 20, also a full-round action).

A dueling cloak is only useful against creatures between Tiny and Medium size, inclusive, and need not be folded to be thrown effectively.

Flail, Small: With a flail you get a +2 bonus on your opposed attack roll when attempting to disarm an enemy (including the roll to avoid being disarmed if you fail to disarm your enemy).

You can also use this weapon to make trip attacks. If you are tripped during your own trip attempt, you can drop the flail to avoid being tripped.

Longsword, Small: A scaled down version of the classic, straight-bladed sword, for use by Small characters.

Net, Small: A small fighting net, for use by characters such as gnomes and halflings. A fighting net has small barbs in the weave and a trailing rope to control netted opponents. You can use it to entangle opponents.

When you throw a net, you make a ranged touch attack against your target. A net's maximum range is 10 feet, and you suffer no range penalties to throw it even to its maximum range. If you hit, the target is entangled. An entangled creature suffers -2 on attack rolls and a -4 penalty on effective Dexterity. The entangled creature can only move at half speed and cannot charge or run. if you control the trailing rope by succeeding at an opposed Strength check while holding it, the entangled creature can only move within the limits that the rope allows. If the entangled creature attempts to cast a spell, it must succeed at a Concentration check (DC 15) to be able to cast the spell.

The entangled creature can escape with an Escape Artist check (DC 20) that is a full-round action. The net has 3 hit points and can be burst with a Strength check (DC 25, also a full-round action).

A small net is only useful against creatures between Tiny and Medium size, inclusive.

A net must be folded to be thrown effectively. The first time you throw your net in a fight, you must make a normal ranged touch attack roll. After the net is unfolded, you suffer a -4 penalty on attack rolls with it. It takes 2 rounds for a proficient user to fold a net and twice that for a nonproficient one to do so.

Rapier, Small: You can use the Weapon Finesse feat (see page 86 of Players Handbook) to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a small rapier.

Shortstaff: This is the favored weapon of Small travelers, peasants, and wizards. You can strike with either end, allowing you to take full advantage of openings in your opponent's defenses.

A short staff is a double weapon. You can fight with it as if fighting with two weapons, but if you do, you incur all the normal attack penalties associated with fighting with two weapons as if you are using a one-handed weapon and a light weapon (see Attacking with Two Weapons, page 124 Players Handbook). A creature using a double weapon in one hand, such as a Medium-sized creature using a short staff, can't use it as a double weapon.

Rope Dart: The rope dart is a peculiar weapon, featuring a dagger attached to the end of a 10' length of cord. When wielded by a skilled user, the rope dart can be used like a dagger, but can also be whipped out to entangle an opponent, limb, or weapon, or used to attack like a thrown dagger at short range (while continuing to hold the cord itself, allowing for easy and rapid retrieval). In emergencies, it can even be used as a short makeshift rope and grapple. Due to its versatile nature, and ease of concealment, the rope dart is popular with some assassins. You can use the Weapon Finesse feat (see page 86 of the Players Handbook) to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a rope dart.

A skilled wielder can use a rope dart as a projectile weapon with a maximum range of 10 feet and no range penalties, although it is kept in hand.

Because the rope dart can wrap around an enemy's leg or other limb, you can make trip attacks with it. If you are tripped during your own trip attempt, you can drop the rope dart to avoid being tripped.

Telescopic Staff: Resembling nothing more than a 12” long iron tube when retracted, the telescopic staff is a popular innovation, and is often disguised as a scroll tube. With the touch of a button, it instantly telescopes out at both ends to form a 6’ staff of tubular iron. Pressing the button again causes the internal spring mechanism to retract the staff.

A telescopic staff is a double weapon. You can fight with it as if fighting with two weapons, but if you do so, you incur all of the normal attack penalties associated with fighting with two weapons: a one-handed weapon and a light weapon. (See "Attacking with Two Weapons", page 128 of the Players Handbook). A creature using a double weapon in one hand, such as an ogre using a telescopic staff, can't use it as a double weapon.

War Cleaver, Hobgoblin: A war cleaver is a heavy-bladed, broad, curved, single-edged sword (as depicted on page 120 of the Monster Manual), favored by some of the most powerful and skilled Hobgoblin fighters. A war cleaver is too awkward to use in one hand without special training; thus it is an exotic weapon. A Medium-size character can use a war cleaver two-handed as a martial weapon, or a Large creature can use it one-handed in the same way.

