Factors in Weapon Selection


Angtamin's Complete Guide to Picking the Best Weapon For You





Introduction


	Greetings, and here is hope that this guide helps you serve some purpose. Whether you are just starting out in Elanthia, and fresh off of the farm, or an experienced warrior, here's hoping that this guide covers all the considerations of picking the best weapon for you.


	


	This guide covers Swingable Melee weapons, hence those of you studying Archery or Hurled weapons may or may not benefit from the information within.





Part 1. Knowing In Advance - Anticipating Needs.





1) Factors affecting your Attack Strength.





	Attack strength (AS is what you see) is combination of factors, punched into a formula that is put into play, every time you swing your weapon at an opponent.


	Two important numbers here.


	First, is your stance. I recommend, as a general rule, to swing from Offensive stance. Gives you the hardest hit, and in return leaves you the most vulnerable to attack. As you develop your attack strength, you may find that you can do suitable or effective damage from an Advanced Stance, which will take approximately 20% off of your Attack, and add it to your defense (usually the route of the older non-spell casters.)





	Second, is mostly a result of your training. If you plan on swinging a blade more than using magic, I would suggest doubling in your weapon of choice. Many warriors and some rogues are actually able to train in 2 different types of weapons, which is possible with good planning of available training points. Another factor in your attack strength is your training in Combat Maneuvers. Generally, more expensive to train in, Combat Maneuvers will benefit you in your attack, and sometimes aid in your defense when you are not in Offensive Stance.


	Exact A.S. formula, then, is as follows:





Stance x (ST bonus + weapon use skill + weapon enchantment bonus + CM/ranks/2) + spells/societal powers. (Offensive Stance here would be equal to 1.0, as you are swinging full power. Advanced stance would be 0.8, Forward 0.6, Neutral 0.4, Guarded 0.2, and Defensive is 0.


	


	Notice the ST bonus in the formula? How strong are you? Strongest characters in the Lands are Giantkin, who receive an additional (+15) to the normal bonus for strength. Bonus is based off of scaled system, and basically normalizes at 25. So, at 100 strength, A giantkin will swing with a bonus of 40.





	Here are the other racial Strength bonuses, for reference:


Human +5, Half-Elf, Sylvankind and Dark Elf get 0 (zero) bonus towards Strength. Elves get (-5), Dwarves get (+10), and Halflings get (-20) to their scaled strength bonus.





Whoa! What if you're not strong enough just yet? Or what if you want to swing harder? What do you do?


	Well, there's a couple more factors... look again at the formula.





	Weapon Enchant Bonus? Yep. Simple. For every 1 Enchant, up to 10 Enchants, you will swing another (+5) harder. Let the magic do the work, I say. Only potential problem here is going to be availability of high enchant weaponry and prohibitive costs. A nice 10 enchant weapon might cost you several million silvers - means you might have to settle on a lesser enchant weapon in the beginning. Also, your age is another factor in what 'magic' you can handle. Well, how do you know you can hold it yet? Easy. Take the enchant and multiply times 5 to get the bonus. 


	1 x = 5


	2 x = 10, and so forth.


	That number, is your bonus to attack, right? Divide that by 2 and round up. 


	3 x = 15 / 2 = 7.5, rounded up to 8.


	So, you would need to be 8 trains to hold a weapon of 3 enchants, or + 15 bonus. (Same applies to magic armor as well, just so you know.)





	Okay, that's covered. What about spells / societal powers? Well, I won't cover big giant game secrets here. (nudge). However, if you choose to join a society, whether Voln or CoL (shh!! - don't discuss CoL openly! Ever!! Assassin will find you and kill you!! I'm serious!) ~ Cough ~ Anyway, after Mastering those societies, you will have powers that will help you hit harder, though those powers will come at some personal expense, such as mana, spirit, 'favor', or some such thing.





	How about spells? Okay, there we go. Many spells will add to your Attack Strength. The most obvious are the 2 strength spells. One is a self-cast Ranger Spell.. Phoen's Strength, which adds 10 to your swing, and the other is Wizard's Strength, which adds 15. (Also the spell found inside the white crystals you might find when hunting.)  


	The strength spells are handy, because they will also reduce your round time somewhat. (We'll cover round time later.) There are other spells available as well, usually spiritual in nature, that will add to your attacking strength. Oh! And bards have a song that adds to the attack as well. Here is a list of spells.. an old list.. but the following will add to your attack..





	307 Benediction (Cleric Spell.. adds 15)


	317 Zealot (Cleric spell, adds 30, but takes 30 from your defense as well)


	509 Wizard's Strength, mentioned.


	606 Phoen's Strength, mentioned.


	1007 Kai's Song of Triumph - + 10 when in the Bard's Group


	1019 Eonak's Song of Glory  - adds 20 when in the Bard's Group


	117  Spirit Strike - Next swing gets + 75 to your Attack. Also found in blue crystals.





	Most likely a couple more out there, as the spell lists do change from time to time. But, that gives you a good feel for what might be available to you. I would encourage you to plan in advance, so that your reliance on others is minimized. 


	Basically, if strength is going to be a factor in your attack, then figure it so that it either is placed for fast growth, or just put a high number there, if you're starting from scratch. 


	In other words, don't create yourself a Halfling Warrior and then put a 40 in their Strength column. Even if it grows every level, you will be 55 trains before you have a chance of working off that penalty, at the very least. Those would be a long 55 trains. Yep.


	Okay, I think we thoroughly covered your AS, where it comes from, what makes it better or worse, and so forth.





Part 2. Factors In Round Time. 


	Round time is how long it takes you to swing your weapon of choice. Ideally, for most weaponry, you are looking at 5 seconds to swing your weapon at the critter. But, that can variate dramatically... well.. it can be much longer.





	This time, we'll start off with the round time (RT) formula for attacking.





Weapon Base + Armor Factor + Encumbrance + DE Bonus & REF Bonus + Ambushing Time


	


1) Weapon Base Speeds, in Seconds..


	1 - fist, tiger-claw, dagger


	2 - rapier, whip


	3 - crowbill, main gauche, short sword


	4 - pilum, longsword, estoc, scimitar, mace, war hammer


	5 - backsword, cudgel, broadsword, handaxe, quarter staff, halberd, falchion, morning star, spear


	6 - bastard sword with 2 hands, ball & chain


	7 - hammer of Kai, jeddart-axe, flamberge, bastard sword with 1 hand, flail, war mattock


	8 - 2 Handed sword, greatsword, greataxe, battle axe, claidhmore


	9 - lance, awl-pike


	10 - military pike





2) Armor Factor - What armor you are wearing, and if you are trained for it adequately. (Otherwise, we would all wear plate armor from the get go, eh?)


	Armor very well could be a whole other treatise, but let's skip to the meat and potatoes here. In a nutshell, you need to have a certain number of Armor Training ranks, otherwise you will suffer a penalty (you will move slower, because you haven't trained enough in the big giant armor you are trying to wear) 





From a post on the boards way back in 1999 (eww), here is the chart of AsG (Armor Sub Groups) and the amount of skill required to be Fully Trained in the Armor (now, you might actually work off the Round Time slightly before that, but why take chances?)





AsG	Armor Ranks Required	Armor Skill Required	Potential RT Adder


1 -5 		0				0			0	Robes, Clothes


6		4				20			1	Full Leather


7 - 9 		8				40			2	Double Leather


10		18				80			4


11 - 12		30				120			6	Brigandine


13		40				140			7


14 - 15		60				160			8


16		80				180			9	Hauberk


17 		100				200			10	Metal Breastplate


18		120				220			11	


19 		140				240			12	Half Plate


20		160				260			13 	Plate Mail


	


	Of course, there are many other factors in considering Armor. And a high dexterity and reflex will work against the RT adder.. a formula that is used is this:


	(dex bonus + reflex bonus) / 15 = number of seconds of armor round time deducted from your swing round time.





3) Encumbrance. Stay light! Will help you swing faster. How do you know how much you weigh? Take everything off. Weigh yourself. Now. How much should you carry? Another formula:





(15 + STR Bonus)% of Your body weight. (Dwarves get an extra 5% because they are solid.)





	Simple math: If you have a 15 bonus to your Strength, and weigh 180 pounds, then you should carry no more than .... ready... 54 pounds. Unless you're a dwarf, in which case it's 63 pounds. Be careful here. 


	Backpack is 20 pounds. Shield is usually 10 pounds, weapon is 6 pounds average - Okay there's half. Ooh, nice cloak. 10 pounds. Found a box. 20 pounds. Next thing you know, you're swinging slower.  


	Encumbrance will increase your round time by 1 second for every 5% of your body weight that your load is past that percentage. So, ease up on the fluff, eh? (poke)





4) Dexterity and Reflex Bonuses. You would think that it would be how strong you are to determine ultimately how big of a weapon you can swing quickly, right? Nope. Wrong. Dexterity and Reflex bonuses can be the biggest contributors to reduced round times. 





	I'm going to summarize here the total maximum bonuses available by race, including racial factors. (Base is 25 for a '100' stat, bear in mind.) So, with perfect Dexterity and Reflexes, your chart would look like this:


		Human		25 + 25 = 50


		Giantkin	20 + 20 = 40


		Half-Elf		35 + 30 = 65


		Sylvan		30 + 30 = 60


		Dark Elf		30 + 35 = 65


		Elf		40 + 30 = 70


		Dwarf		20 + 25 = 45


		Halfling		35 + 40 = 75





	Now, we take that number and divide by 15, and round up. Subtract that from the Round Time. Well, what if you're not perfect at 100 just yet? Hmm. Okay.. use this chart here:





	DE + RE Bonus		Modifier to Round Time


	- 37 to - 23		+ 2 (yes, Add 2 seconds clumsy)


	- 22 to - 8 		+ 1


	- 7 to 7			0


	8 to 22			- 1


	23 to 37		-2


	38 to 52		- 3


	53 to 67		- 4


	68 to 75		- 5	





	Here are some thoughts now. Was pretty easy before. Now, it's getting complicated. With perfect scores, or close to it, we see 2 important things.


 First of all, no matter what, all other factors being maximized to the fullest.. just a couple observations.





	A Giant kin will never be fast with the bigger pole arms.


	Elves and Halflings have the only chance of swinging a larger weapon, at a reasonable round time. 





5) Ambushing. This really should be called 'Aiming', because the word 'Ambush' is used interchangeably as 


	1) a skill that you train in.


	2) aiming for a certain body part.





	For the first one, the more training you have in Ambush, the more potential critical damage you will do when you attack from hiding only.


	For the second one, it's a verb that you use with your weapon such as


		>Ambush Angtamin Head


	Means that you are Aiming for a critter and a certain body part. This VERB adds 3 seconds to your attack round time. 


	Now, you can AIM from Hiding.. and get the possible benefit of hitting the body part you are aiming for as well as the additional damage of attacking from hiding... but, you can easily aim from the open as well. Either way, Aimed attacks add 3 seconds to your swing. Period.





	Okay, now you know where your Round Time comes from. The only time that ever changes is with the use of the Wizard Haste Spells. Otherwise, it will be 5 seconds or more.


 	A couple thoughts on Round Times in usage.





	Let's take our extremes.. the Giant vs. The Halfling. Goliath Vs. Davey.





	Giant attacks from hiding, and aims his shot. To keep this at 5 seconds, he would have to be unencumbered (easy enough for a 300 pound giant), maximum possible Reflex and Dexterity (negating the 3 second round time adder), and fully trained for his armor. 


	I would suggest the weapon of choice for this giant be a longsword. The smaller the weapon base, the more accurate the aim. In truth, though, this could be done with a falchion or axe as well. There just wouldn't be much room for error. But, that extra 1 second gained from the longsword beats a few years of waiting for reflex and dexterity to catch up, or to walk around with no snacks or goodies.





	Now, let's take the Halfling. If unencumbered (huge factor), and trained in it's armor (important factor), a Halfling has a much better chance of swinging or aiming a shot at 5 seconds.. with a larger weapon. In fact, only Elves and Halflings have the potential to AIM a claidhmore at 5 seconds - now, that's just scary.








Part 2. Fleshing Out The Weapon - Planning and Deciding Factors.





1. Hunting Style and Opponents.


	I am of the firm belief that very few weapons are perfect "all-around" weapons. Your weapons needs will change as your hunting areas change, as your hunting style changes, and as your budget for the right weapon grows (Well, it's true!)





I'm going to cover Damage Factors and AvD in the next section. Right now, let's take a look at YOU. 


How do you see yourself on the field of battle? What is your hunting style? What do I mean, you ask? Okay, let's take examples from fiction, so you can picture this in your mind a little better.. 





	Example # 1: Zorro! Hee hee. Zorro is the typical Fencer. He uses a very light weapon, stays lightly armored, attacks from hiding (maybe), and AIMS every single shot. Now his base weapon is very fast, which leads to its accuracy.. Rapier, Cutlass, Dagger.. he could even swing 2 rapiers as a Human, as his dexterity and reflexes were very good. (That's why he didn't need armor.. all that dancing and jumping around represented the High Defenses of those highly dextrous types, also some Combat Maneuver training I imagine..) 


		Rule # 1: The smaller the weapon, the easier it is to AIM a specific body part. Body parts are formulaically ranked for difficulty (much easier to hit someone in the chest than in the right eye, right?) and that formula is in place whenever you AIM an attack.


	In this example, full armor training, light weaponry, moderate dexterity and reflexes, and you have a highly effective AIMing attack. Zorro does not hack and slash - he aims every single shot. To be successful in example 1, you would have to plan on that. 





	Example # 2: Conan The Barbarian. Hercules. The Highlander. Much bigger than our friend Zorro. Giant kin. Here's the differences. No Shields. 2 Handed weapons mostly. Sometimes blades, sometimes clubs, erm blunt weapons. They move slower, and hence get hit more. But, being the big lugs they are, can take a few hits and not fall. They rely on the power and the prowess of the weapon to do the work, and easily hack and slash through hordes of critters / foes while getting a few scratches along the way because they are not as fast as our friend in Example # 1. 





	Example # 3: Any movie with a Dragon in it. (Dragonheart, comes to mind this moment). More traditional weapon work here. Heavier armor, one handed weapons, and shield. These are the long drawn out battles. Usually the hero fares much better, taking only a light wound through the armor here and there. Usually our hero goes between hacking and slashing and aiming the shots. A fine balance, and most likely more than 50% of what you will encounter as a fighting style in the lands.





	Now, obviously, there are tons of examples from fiction of different Renaissance Era heroes and heroines and their weapon, armor and shield work, fighting styles and what not. But, consider what you will enjoy, and consider what is realistic.





	You can't be a fast pole armer. You can't be a hack and slash dagger wielder. Not against anything you have a chance of learning from, that is. Not in any type of reality, outside of your imagination. 





	Okay, now.. take your hunting style.. and flesh out your opponents. Are they big, Titans and Giants, with lots of power at their disposal to splat you? Or, are they smaller, humanoid-ish, Orcs, Trolls, Kobolds, et cetera, wearing a little more armor and swinging a little faster? Or maybe, they are animals? Beasts.. faster.. but no armor at all?





	If you're small and fast.. and you hunt against big and powerful.. you can't go toe to toe with them. You have to be slick.. hide, chop off a leg.. hide again.. chop off a head.. otherwise you will go toe to toe and they will outlast you, and beat you.





	If you're average size and speed, maybe you Can outpower humanoid opponents, like the trolls and so forth. If they are still too powerful, you need to rely again on stealth.





	Beasts, in general, will have better senses of smelling, and will smell you hiding most of the time. Stealth is least likely to be effective against a like aged beast or animal type critter. However.. they don't wear armor.. and hence.. if you wait for an opening.. you can easily stun and disable those types of critters.


	Rule # 2: Although most 4 legged beasts do not wear armor, many of them have tougher hides that are the equivalent of leather or higher armors. Bear this in mind as the beasts you fight get older.


	Okay.. great! You've absorbed all that, so far, right? Now, you can picture your fighting style, your average opponent, and now.. the technical decisions.





2. AvD, Armors, and Damage Factors of Opponents.


	You know what happens when you swing right? Let's take this example, and break it down.





	You swing an enruned silvery rolaren broadsword at a red bear!


	 AS: +159 vs DS: +135 with AvD: +30 + d100 roll: +97 = +151





	Well, we know what the first part is.. Attack Strength.. versus the Defensive Strength of the opponent.. okay, easy enough. With AvD? What's that? Well, every weapon is shaped differently, and therefore inherently has a different advantage of penetrating different armors. In fact, there's a chart for all weapons and their AvD's.. I'll list a few here to give you an idea.





	(I will post references and additional resources at the end of this document, if you need to research further.)





AsG �
1 �
5 �
6�
7 �
8 �
9�
10�
11�
12 �
13�
14�
15 �
16�
17�
18�
19�
20�
�
�
�
Dagger �
25�
23 �
22�
21�
20�
15�
13�
11�
9 �
10�
6 �
2 �
-2 �
0�
-6�
-12�
-18�
�
�quote MERGEFORMAT ��Main  Gauche�
27 �
25�
24�
23�
22�
20�
18�
16�
14�
20�
16�
12�
8 �
20�
14�
8�
2�
�
Handaxe�
30�
32�
31�
30�
29�
38�
36�
34�
32�
41�
37�
33�
29�
41�
35�
29�
23�
�
Scimitar�
30�
31�
30�
29�
28�
30�
28�
26�
24�
30�
26�
22�
18�
30�
24�
18 �
12�
�
Rapier �
45�
40�
39�
38�
37�
30�
28�
26�
24�
35�
31�
27�
23�
15�
9 �
3 �
-3�
�
Short  Sword �
40�
36�
35�
34�
33�
30�
28�
26�
24�
25�
21�
17�
13�
25�
19�
13�
7�
�
Falchion�
35�
37�
36�
35�
34�
38�
36�
34�
32�
39�
35�
31�
27�
39�
33�
27 �
21�
�
Broadsword �
36�
36�
35�
34�
33�
36�
34�
32�
30�
37�
33�
29�
25�
36�
30�
24�
18�
�
Longsword �
41�
42�
41�
40�
39�
43�
41�
39�
37�
37�
33�
29�
25�
35�
29�
23�
17�
�
Backsword �
38�
38�
37�
36�
35�
34�
32�
30 �
28�
38�
34�
30�
26 �
34�
28�
22�
16�
�
Estoc�
36�
38�
37�
36�
35�
35�
33�
31�
29�
40�
36�
32�
28�
30�
24�
18�
12�
�
Bastard(1h)  �
30�
31�
30�
29�
28�
31�
29�
27�
25�
32�
28�
24�
20 �
31�
25�
19�
13�
�






	The Damage Factor comes into play next. The AvD only determines if you hit or not. It's the damage factor that plays the role of dictating how much damage you're going to do to the beast (obviously, right?)





	Let's look at that chart, then.


Armor Class�
Skin�
Leathers�
Scale �
Chain �
Plate�
�
Dagger�
.200�
.125�
.100�
.080�
.040�
�
Main Gauche�
.220�
.130�
.110�
.090�
.060�
�
Handaxe�
.420�
.300�
.270�
.240�
.210�
�
Scimitar�
.300�
.225�
.175�
.150�
.125�
�
Rapier�
.220�
.120�
0.95�
0.070�
0.035�
�
Short Sword�
.300�
0.225�
.200�
.150�
.125�
�
Falchion�
.450�
.325�
.250�
.250�
.175�
�
Broadsword�
.450�
.300�
.250�
.225�
.200�
�
Longsword�
.425�
.275�
.225�
.200�
.175�
�
Backsword�
.440�
.310�
.225�
.240�
.150�
�
Estoc�
.425�
.300�
.200�
.200�
.150�
�
1h Bastard Swrd�
.450�
.325�
.275�
.250�
.185�
�






	Without getting too much into Critical Ranks.. Let's just say this.. Skin and robes take 3 raw points per crit rank, leathers take 5, scale armors take 7, chain armors take 9, and plate takes 11. This is an important factor using unweighted weaponry.


	So, the idea is to gain advantage so that you have a more solid hit, right?





Let's compare the broadsword vs. longsword in AvD Vs. Double Leather, for example, and Damage Factors.





175 End Roll with a broadsword. 75 x .300 = 23 raw points of damage. Insert critical factors here.





181 End Roll with a Longsword (higher AvD). 81 x .275 = 22 raw points of damage. Insert critical factors here. 





	Okay, so you did one more point of damage using a broadsword. But, if you had aimed your shot, that extra point would have cost you a second of round time, because the longsword is 1 second faster. So, go back to our 3 warrior examples, right? You do 1 less point of damage but aim your shot? Or do you do as much damage as possible all the time?





3. The nature of weapons and other factors of consideration.


	Nature of weaponry will determine the damage it does, the critical damages, and it's overall usefulness.


	Some additional considerations...





	Blades, both single and 2 handed,  do Slash and Puncture Damage. The wider the blade base, the more likely it is to do Slash damage. The more likely a blade is to puncture, the easier it is to aim your shot. Bear this in mind, as many creatures, such as undead and golems are immune to puncture damage.





	Most Blunt weapons do Crush Damage. Crush damage, while less likely to sever limbs, is more likely to stun or knock down the opponent. 





	Pole Arm Training will allow you to TRIP your opponent, sometimes causing damage as well.





	Weapons with flares or weighting will not be able to be blessed, and hence not useful at all if you plan on fighting undead (i.e. Voln)





	Weighting adds additional critical or blood damage after the initial  hit calculations.


	Most newer weapons with elemental flares will flare on average every 6 to 10 successful hits, and will do from 5 to 35 points of damage per flare. However, the critical damage done, depending on the flare itself, can easily result in stuns or deaths, depending on the nature of the critter and its weaknesses. On the other end, Ice Flares against an Ice Troll are absolutely harmless. Just as fire flares are harmless to most creatures on Teras Isle.





	If you choose, later on, to swing from Advance Stance instead of Offensive Stance, your Weapon's enchantment plays a role in your body Defense against other weapons. (Parrying, we call it) Specifically in this formula.. 


	Weapon DS = stance x (ST bonus + weapon use skill + weapon enchantment)


	(Where, Advance would be worth .2 in this formula, as it's a defense formula.)





	For example.. human double trained at 40 trains using a 5 Enchant blade with 100 strength, would get another 47 added to their body Defense in advanced stance, or 52 with a 10 enchant blade. 





Conclusion: 


	More to picking your weaponry than how shiny it is, eh? I hope this helps you a bit. If you ever care for a mild discussion of your weaponry options, you are more than welcome to send me a scroll, or stop me in the Lands if I'm not looking too busy. 





Some additional Sources of information can be found in my Library and Portal, but I will list the sources used here, as well as very good additional sources.





Facts and Rumors, by Juspera: http://members.aol.com/zilal/gemfacts.html


Jypsie's Elanthian Library: http://members.aol.com/_ht_a/Jypta/library3.html


Kulbaen's Enlightenment: http://www.se.mediaone.net/~kulbaen/infofiles.html


Relkur's Infopedia: http://infopedia.netcoaster.com/


The Coven's Library: http://www.zone9.com/coven/library/





By my hand,


Angtamin Keyotiblades


Tir'Ar Faendryl of Wyrdeep Forest


Lorekeeper and Historian of the House Sil'Draug


Travelling  Private  Merchant and Part Time Auctioneer





