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Ailettes

Aketon

Brassart

Breastplate

Backplate

Byrne

Camail

Chausses

Coat of Plates

Cuirass

Cuissarts

Chain Shirt

ARMOR PIECES AND GARMENTS

Ailettes: Upright metal pieces worn on the shoulder of

plate mail, usually square, but possibly of other shapes.

Aketon (underpadding): A quilted garment for

protection, the padded armor of the infantry soldier, the

underpadding for other armor in regards to knights and

nobles.

Avant-bras: Armor for the forearm, typically as part of a

suit of plate mail.

Backplate: The solid metal plate protecting the back,

typically the rear piece of a cuirass, the two hinged to form

that.

Bazu bands: A pair of curved plates that cover the outer

arms from wrist to elbow, fastened to a pair of narrow wrist

or arm bands by mail, or hinged to a smaller inner plate at

the wrist.

Brassard: The plate armor for an entire arm.

Breastplate: See backplate above, this plate the front

armor.

Byrnie: An aketon (q.v.) with reinforcing pieces sewn

within it, the latter of horn, leather, or rings.

Camail: Chain mail that covers the neck and shoulders of

the wearer, generally fastened to the helmet.

Chain mail shirt: The upper portion of a suit of chain mail.

Chausses: The close-fitting leg pieces of a suit of plate

mail.

Coat of plates: A knee-length cloth garment of several

layers between two of which there are sewn and riveted

plates of metal, usually steel. The rivet heads show through

the outer layer.

Courdiere: The segment of armor covering the elbow.

Held with a tight band.

Cuirass: The combined backplate and breastplate

covering the wearer from shoulders to waist.

Cuissards: Added defense for the thighs made of heavy

quilted cloth armor or cuir bouille, the pieces worn above

chain. Later versions are of lames or solid steel plate and

become a part of the suit of plate mail.

Demi-Brassarts: Half armor for the upper arm.

Demi-Jambarts: Half armor for the front of the leg.

Demi-Vambraces: Half armor for the upper arm.

Epaulieres: Small shoulder plates that cover the front and

top of the shoulder, fasted to the hauberk by lacing or

points.

Gambeson: An aketon (q.v.) with reinforcing pieces of

small plates of metal sewn within it.

Gauntlets: Glove-like metal armor for the hands,

consisting of overlapping plates for the fingers, a solid

plate covering the back of the hand, this riveted to a wrist

guard.
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Hook-fauchard:  Wooden hafted weapon, about 7 feet in

length, with a metal hook and a scythe-like blade.

Korseke (spetum-like): A spear-like weapon of c. 8-foot

length with side blades to block and catch opponent

weapons.

Kwan dao: A broad thin blade with a small crossguard

placed on top of a thick wooden shaft. The bottom of the

shaft is capped in metal which can be used for striking an

opponent, but also works as a counter weight when

swinging the weapon.

Lucerne hammer: A polearm with a relatively small,

usually three-pointed hammer head at right angles to the

shaft, usually backed by a slightly hooked back-spike. Over

9 feet in length.

Man-catcher: A polearm with two crescent-like blades set

so that when thrust they encircle the opponent, the blades

spring back to make escape difficult.

Monk cudgel: A large mace-like metal head on top of a

wooden haft five feet in length.

Monk spade: A small bladed spade on one end and a small

crescent-shaped blade on the other end of a thick wooden

shaft for a six foot length.

Partizan: A long spear, about six feet in length, to the base

of the head of which are small axe-like side blades for

striking or catching the weapons of an opponent.

Partizan, ox-tongue: As partizan but with a broader spear

point and usually side-mounted axe-heads reduced in size,

and with their upper portions pointed outwards in curved

form.  The weapon is about 6 feet in length.

Pike & Awl Pike: A sharp spearhead on the end of an 18

to 21 foot pole, good only as a thrusting weapon. These

weapons are long and unwieldly and generally best used in

large units of troops.

Ranseur (bohemian ear spoon, chauves souris, runka): A

type of spetum or partisan..

Saber-axe (curved glaive-and pole-axe like): A heavy,

saber-like blade of perhaps two-and-half foot length with

a small head at its base, set on a wooden haft of four or so

feet length.

Scorpion (bill-guisarme-like): A halberd with a long and

thick dagger blade at its top end, and two or three back-

spikes.

Spear-guisarme: A spear to which is affixed at the base of

the head a large hook of guisarme-like sort for catching

opponents, and pulling mounted ones out of the saddle.

The spear-guisarme has reach. You can strike opponents

10 feet away with it, but you can’t use it against an adjacent

foe.

Spetum (korseke): A type of ranseur with a unusualy

long and slender blade and fork spikes.

Spontoon (c. 5’ - 7’): A type of pike with a shorter haft and

a thicker head.  Not used in mass formations.

Tiger fork: As a trident.
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Peninsula:  A body of land surrounded on three sides by

water and connected to mainland on the fourth side.

Plateau:  A broad, elevated, flat area of land, usually with a

steep, rocky cliff composing at least one side.

Prominence:  A raised section of land.

Ridge:  A long, narrow elevation, especially in hills or moun-

tains, with steep vertical sides and at least one side extend-

ing down.

Rise:  A long, broad area of raised land that climbs gently

from its surroundings.

Rolling Land:  An expanse of relatively flat land that has

small peaks and valleys reminiscent of small waves, some-

what resembling the calm surface of the ocean.

Tor:  A prominent, rocky peak or hill.

Upland:  A relatively high area of land, especially compared

to lower surrounding areas such as a valley or lowland.

Mountains

Dome Mountains: The surface is arched by a deep-seated

intrusion of igneous or molten rock.

Fault-Block Mountains: The crust of the earth is lifted

vertically in great blocks, caused by the movement of rock

along faultlines, or deep cracks in the ground.  The edges

of the raised blocks then appear as mountains, and the de-

pressed edges as valleys.  Massive earthquakes can speed

this process considerably.

Mount:  A single mountain or high hill, often used in a

proper name (e.g. Mount Erde).

Mountain:  A natural elevation of the surface of  the earth,

consisting of stone and dirt with generally steep sides and

a relatively small summit, higher and bulkier than a hill.

Peak:  The pointed top of a mountain; also used to refer to

an individual mountain, particularly one with an unusually

sharp summit.

Volcano:  A mountain or hill that ejects, or has ever ejected,

lava, steam, ash, and/or other geothermal debris.

March: A frontier region, lying between states or a state

and wild lands.  Terrain can be of any sort, although it will

generally be wild on the outer portion, that away from the

state.

Marsh/Swamp

Bayou: A sluggish or stagnant creek, commonly an off-

shoot of a lake or river in some lowland region that fre-

quently flows through swampy terrain.

Bogs:  Spongy, wet ground, characterized by decaying

mosses that form peat.  Bogs receive water only from rain

and have acidic, and poorly mineralized water, particu-

larly if sphagnum mosses (highly absorbent, spongelike,

grayish peat mosses) are abundant.

Fens:  The groundwater sources in these areas of low, flat

marshy land is often more mineralized, and dominated by

sedges, which are grasslike flowering plants.

Marshland/Wetland:  A marsh is a treeless region that

can be freshwater or salt, its emergent vegetation typified

by grasses, reeds, cat-tails, and sedges, their roots satu-

rated with water if not in soil, their leaves held above the

murky water.  Freshwater marshes form when lakes and

ponds become filled with sediment, or develop along the

shallow margins of slow-moving rivers.  Salt marshes oc-

cur on coastal tidal flats.

Moor:  A tract of rolling, marshy wasteland, its open, roll-

ing lands usually covered with heather.

Peatlands:  More common in northern regions, partially

decomposed plant material, called peat, accumulates be-

cause plants are produced more quickly than they can

decay.

Swamps:  Swamps occur in a variety of flooding condi-

tions; along shallow lakes, along river floodplains, and

along tropical to subtropical coasts.  The dominate veg-

etation are trees or shrubs, usually growing in standing

water, which can be present all year, or just a short part of

the year.  Where considerable tree growth is present, the

result is a “jungle swamp”.

Plains/Grasslands

Bottomland:  Low-lying land near a river or stream formed

by sedimentary deposits from the river or stream.

Brush:  Land covered in dense bushes and shrubs.

Bush:  An area dense with trees and/or shrubs; a thicket.

Downs: A rolling, usually treeless upland with sparse soil.

Flat:  A flat stretch of land.  Often used in the plural (e.g

salt flats).

Pampas:  A vast, grassy, treeless plain.

Plain:  A generally flat, mostly treeless expanse of land.

Prairie:  A large area of level to slightly rolling grasslands.

Savannah:  A level grassland in tropical or subtropical

climes.

Scrub:  An area of stunted vegetation; a thicket or area of

woodland, often characterized by the name of the prin-

ciple plant within (e.g. oak scrub).

Steppe: Vast, grassy plains consisting of short grasses oc-

curring in sparse clumps or bunches, scattered shrubs,
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Appendix H:  Crimes

Accessory after the Fact:  Whoever, knowing that an

offense has been committed, receives,  relieves, comforts

or assists the offender in order to hinder or prevent his

apprehension, trial or punishment, is an accessory after the

fact.

Accessory to a Crime:  Whoever is not the chief actor in

the perpetration of the offence, nor present at its

performance, but is some way concerned therein, either

before or after the fact committed.

Adulterating Food or Drink:  The introduction of foreign

agents into food or drink for gain.

Adultery:  Voluntary sexual relations between a married

person and another person who is not their married spouse.

Aiding/Comforting an Enemy:  The provision of

assistance to a hostile foreign power or a member of such

a force; see also Treason.

Armed/Highway Robbery:  The act or an instance of

unlawfully taking the property of another

by the use of violence or intimidation, with the present

ability to carry out the threat by the use of a dangerous

weapon or device.  Highway robbery refers to banditry

generally taking place upon remote or unpatrolled roads.

Arson:  A criminal offense occurring when a person

intentionally sets fire to or burns something; and the person

acted wrongfully and without justification, or the person

did something which was a substantial step toward

committing the crime.

Assault:  Whenever one person makes a willful attempt or

threat to injure someone else, and also has an apparent,

present ability to carry out the threat such as by flourishing

or pointing a dangerous weapon or device at the other.

Assault with a Deadly Weapon:  Whenever one person

makes a willful attempt or threat to injure

someone else, and also has an apparent, present ability to

carry out the threat and presents a dangerous or grievous

weapon likely to seriously injure or kill the other.

Battery:  The unlawful touching of another person by the

aggressor himself, or any other substance put in motion by

him. It must be either wilfully committed, or proceed from

want of due care.

Begging without License:  The solicitation of assistance

from others, without licensure, with

entreaties or pleas, as a means of income.

Breaking & Entering:  Parting or dividing by force and

violence a solid substance, as a door or window, or

piercing, penetrating, or bursting through the same with

violence and a felonious intent.

Bribery of an Official:  Giving, offering or promising

something of value to a public official, with the intent to

influence an official act by the agent or to persuade the

agent to omit to do an act in violation of the agent’s lawful

duty.

Burglary:  Any unlawful entry into, or remaining in, any

building with the intent to commit a crime.

Coercion:  Positive or direct coercion takes place when a

person is by physical force compelled to do an act contrary

to their will.

Coin Shaving:  The act of debasing coins with a lessar

metal.

Counterfeiting:  Passing, with intent to defraud, any coin

or note in likeness to local monetary units; the creation of

same without national, local, or royal consent.

Cowardice in the Face of the Enemy:  Fleeing from, or

not acting against, a known enemy of the state, when

confronted, or having a reasonable opportunity to resist

their intent.

Criminal Trespass:  To commit an unlawful injury to the

person, property, or rights of another, with actual or

implied force or violence, especially to enter onto

another’s land wrongfully.

Debt:  A sum of money due by certain and express

agreement; a claim for money. It may denote any kind of a

just demand; such as the debts of a bankrupt.

Desecration:  To violate the sacredness of a place or

object, usually through touch or presence.

Desertion:  An offence which consists in the abandonment

of the public service, in the army or navy, without leave.

Destruction of Private Property:  The rendering of

property unusable by neglect or intent.

Destruction/Theft of Government Property:  The

removal or dissolution of property involving a

governmental agency, without consent.

Disobeying a Lawful Order:  Ignoring an officers

directive, either armed forces or civil, which

does not counter locally observed law.

Disorderly Conduct:  Disturbing the public peace or

decorum.

Disrespect to a Noble or Ecclesiastic:  Acting in a manner

insulting to the dignity of one or the other.

Drunk & Disorderly Conduct:  Disturbing the public

peace or decorum while intoxicated.

Embezzlement:  The wrongful or willful taking of money

or property belonging to someone else after the money or

property has lawfully come into the possession or control

of the person taking it.

Endangering life by careless use of magic:  Careless and/

or unlawful use of magic that poses an immediate and

credibly realistic danger to anothers life.

Endangering property by careless use of magic:

Careless and/or unlawful use of magic, usually within city

limits, that poses an immediate and possibly catastrophic

danger to another property.

Extortion:  The use, or the express or implicit threat of the

use, of violence or other criminal means to cause harm to

person, reputation, or property as a means to obtain

property from someone else with his consent.
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This book is published under the Open Game License version

1.0a, the d20 System Trademark License version 3.0, and the d20

System Guide version 2.0 by permission of Wizards of the Coast.

Some Open Game Content herein originates in the draft version of

the System Rules Document (SRD), and is used by permission

from Wizards of the Coast.  Subsequent printings of this book will

incorporate and comply with any new versions of the licenses or

final versions of the SRD.  Open Game Content may only be Used

under and in terms with the Open Game License, below.

Designation of Open Game Content: All text contained in

outlined gray  boxes and containing a d20 logo are hereby

designated as Open Game Content subject to the Product Identity

below.

Designation of Product Identity:   Product Identity is not Open

Game Content.  The following is hereby designated as Product

Identity in accordance with Section 1(e) of the Open Game

License Version 1.0a:  (1) Troll Lord Games and any and all Troll

Lord Games logos, identifying marks and trade dress, including the

phrase “Worlds of Epic Adventure”, as well as all Troll Lord

Games Product and Product Line names, including but not limited

to, The Codex of Erde; (2) all artwork, illustration, graphic design,

maps and cartography, logos, and symbols, including any text

contained within such artwork, illustration, maps and cartogra-

phy; (3) the stories, storylines, plots, thematic elements, dialogue,

incidents, language, likenesses, poses, concepts, and themes; (4)

and the proper names and descriptions of the following characters,

personalities, teams, personas, likenesses, events, histories,

places, and locations: Aufstrag, Codex, Erde, Luneberg Plains,

Magdeburg, and Vorelberg Mountains; (5) Trigee Enterprises

Company and any and all Trigee Enterprises Company logos,

logos, identifying marks and trade dress, including Lejendary

Adventure, the Lejendary Adventure logo, Gary Gygax’s World

Builder and Gygaxian Fantasty Worlds.

OPEN GAME LICENSE Version 1.0a
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