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Choe Pho: 
Armory
 The world of Choe Pho is in a state of 
growth. Adventurers travel into the Plains of 
Marrow to expand the land, seeking peaceful and 
valuable expansions to the world, while pruning 
the undersirable, dangerous, and corrupt segments 
that spring up amid the chaos. 
 While many of the people of Choe Pho prefer 
a peaceful resolution to con�licts when possible, 
violence still occurs. For those who adventure 
in the Plains of Marrow, or eke out a nomadic 
existence on the Isle of Hope, violence is far more 
common. As such, many weapons have been 
devised by the smiths of the land. 
 It is important to note that metalworking on 
the Isle of Hope is limited to copper and tin. Most 
blades are crafted of stones such as �lint, chert, and 
obsidian. Bone, antler, and ivory weapons are also 
available, but somewhat less common. 
 While a game master can certainly use the 
weapons list included in the SRD 5.1 (Available 
online for free at http://media.wizards.com/2016/
downloads/DND/SRD-OGL_V5.1.pdf) in a Choe 
Pho game, the weapons listed in this document 
are designed to be more re�lective of the �lavor 
of the setting. Where an analogue exists for a 
weapon listed below in the SRD 5.1, that weapon’s 
name will be listed in bold text in the weapon’s 
description. Pro�iciency with the SRD version of the 
weapon grants pro�icienct with the version of the 
weapon listed in this supplement. 

Melee Weapons 
Simple Melee Weapons

The following weapons are considered 
simple melee weapons and can best be used by 
characters with that pro�iciency. 

Bo. The bo is a simple wooden staff, roughly 
equivalent to a quarterstaff. 

Bokken. The bokken is a wooden shortsword. 
Frequently the bokken is used for practice, but 

most bokken on Choe Pho are constructed to 
withstand combat use. A bokken in trained 
hands can be an incredibly effective weapon. 

Chui. The chui is a piece of stone, copper, or 
tin, attached to a wooden or bone handle. 
Comparable to a mace. 

Eskrima Stick. The eskrima stick is a length of 
rattan, bamboo, or bone. Often one end of the 
stick is wrapped in leather or cord to serve as a 
handle. Comparable to a club. 

Fu Axe (Hand). The fu axe is a length of wood 
or bone with a bladed head attached to one 
end. This bladed head is typically constructed 
of copper or obsidian. The fu axe comes in 
three different sizes. This version is comparable 
in size and function to a handaxe. 

Hammer. The typical hammer is used more 
as a construction tool than a weapon, though 
its effecacy in combat is undebatable. Most 
hammers are comprised of a length of wood or 
bone with a blunt head attached. Comparable 
to a light hammer. 

Kama. The kama is typically used as a farming 
implement for cutting grain and rice. A typical 
kama is made up of a wooden or bone handle 
with a curved stone blade or large beast’s fang 
attached to one end. The kama is comparable to 
a sickle. 

Kunai. The kunai is a stone or bone implement 
used for prying, farming, masonry, and 
climbing. Due to the sharp pont and hand-hend 
design of the kunai, this tool also serves well as 
a weapon, comparable to a dagger. 

Tanto. Also comparable to a dagger, the tanto 
is designed speci�ically for martial use. Unlike 
the kunai, the tanto is edged, focusing on 
cutting and slashing. 

Te Yari. Designed for hunting, the te yari is a 
shaft of wood or bone with sharpened stone 
or copper af�ixed to the head. Comparable to a 
javelin.
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Yari. Larger in size than the te yari, the yari is 
long enough to serve as a two-handed thrusting 
weapon. Comparable to a spear. 

Martial Melee Weapons
The following weapons are considered 

martial melee weapons and can best be used 
by characters with the martial weapons 
pro�iciency. 

Bishamon Yari. The bishamon yari takes the 
design of the yari one step further. By af�ixing a 
copper or stone axe blade to the sharpened end 
of a yari creates a weapon similar to a glaive. 

Chigiriki. The chigiriki is a bludgening 
weapon. Similar in design concept to the chui, 
the distinguishing feature of the chigiriki is a 
length of cord or sinew that connects the head 
of the chigiriki to the handle. This permits the 
chigiriki to function as a �lail. 

Dadao. The dadao is a massive, bladed weapon. 
Made almost exclusively of copper with 
wooden handles (though a few obsidian and 
bone examples exist), dadao are comparatively 
rare but powerful weapons, comparable to a 
greatsword.  

Dao. The dao is another rare bladed weapon, 
typically crafted of copper. Dao are sharpened 
on one side to allow for slashing cuts. Dao are 
comparable to a scimitar. 

Fu Axe. This represents the mid-range size of fu 
axes, comparable to a battleaxe.

Fu Axe (Huge). This represents the largest size 
of fu axes, comparable to a greataxe.

Hu Cha. The hu cha is a farming or �ishing 
implement, comprised of a wooden or bone 
staff and a three pronged head forged of copper. 
Comparable to a trident. 

Jian. The jian is a bladed weapon with a hilt 
and wooden handle. The double edged blade 

is often crafted from copper, obsidian, or jade. 
Comparable to a rapier.   

Kanabo. The kanabo is a length of heavy wood, 
which is studded with copper or stone studs. 
Usually, the kanabo will have a leather, sinew, 
or cord wrapping to form a handle. Comparable 
to a maul or �lail. 

Katana. This special sword is incredibly rare 
on Choe Pho. Forged of copper or obsidian, the 
katana is light, sharp, and tempered through 
strange alchemy to craft an extremely durable, 
yet thin blade. Though the weapon itself is a 
work of incredible mastery, there are Master 
Forged versions of the katana, which offer 
increased damage capabilities and represent 
the absolute �inest sword crafting in all of 
Choe Pho. Both versions of the katana are 
comparable to the longsword. 

Kwan Dao. Like the bishamn yari, the kwan dao 
is a length of wood or bone with a sharpened 
head af�ixed to one end. Kwan dao tend to have 
a larger blade than the bishamon yari, crafted 
from copper, bone, the fangs of large creatures, 
or sharp stone such as jade or obsidian. 
Comparable to a halberd. 

Lan Ya Ban. This weapon takes a similar 
head to that found on the chui and af�ixes it 
to a longer shaft of heavy wood or bone. This 
creates a weapon similar to a morningstar. 

Nagae Yari. The nagae yari is a longer version 
of the bishamon yari, drawing a closer parallel 
to a pike. 

Nunchuck. The nunchuck is a pair of wooden 
sticks attached by a cord, rope, or sinew. The 
closest analog in the SRD is a club, though the 
nunchuck as presented here enjoyes additional 
properties and is considered a martial weapon.

Omi Yari. The omi yari is another variation on 
the basic yari design, with a blade similar to 
that of a jian attached to one end. This weapon 
is comparable to a lance. 
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Otsuchi. An otscuchi is an enormous wooden 
mallet, frequently used to break down doors, 
and knock enemies unconscious. Comparable 
to a maul. 

Wakasaki. This blade often serves as a 
companion to the katana or jian. Comparable to 
a scimitar. 

Whip. This is a length of cord or leather used 
for beating and �logging. Comparable to whip. 

Whip Chain. This is a series of wooden, bone, 
or stone clubs connected by whip-like cords of 
leather or sinew, which can be used as a whip, 
but deals bludgeoning damage. Comparable to 
whip. 

Zhua. The zhua is a length of wood or bone 
with a clawed or hooked chunk of stone, 
bone, or copper on the end. This can be used 
to disarm an opponent, try to pull down 
their shield, or simply deliver a nasty poke. 
Comparable to a war pick.  

Ranged Weapons
Simple Ranged Weapons
 The following weapons are considered 
simple ranged weapons and can best be used 
by characters with that pro�iciency. 

Light Crossbow. This is effectively no different 
than the light crossbow described in the SRD 
5.1. 

Dart. Crafted from wood, stone or bone, this 
functions as the dart listed in the SRD 5.1.

Shortbow. As described in the SRD 5.1

Shuriken. This weapn is similar to a dart, but 
is capable of making a cutting attack due to its 
multiple sharpened edges. Typcally made of 
copper or ceramic. 

Sling. As described in the SRD 5.1

Martial Ranged Weapons
The following weapons are considered 

martial ranged weapons and can best be 
used by characters with the martial weapons 
pro�iciency. 

Hand Crossbow. As described in the SRD 5.1. 

Heavy Crossbow. As described in the SRD 5.1. 

Fukiya. The fukiya is a blowgun made of 
bamboo or bone. 

Kipinga. The kipinga is a multi-bladed 
throwing knife crafted from bone, copper, or 
obsidian. Unlike the symmetrical shuriken, 
the kipinga has numerous blades of various 
lengths rising up from a cord-bound handle. 
Comparable to a dart, but far nastier. 

Net. As described in the SRD 5.1. 

Yumi Bow. This bow is an asymmetric length of 
bamboo, wood or bone, strung with hemp rope. 
Comparable to a longbow. 
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Contagion, the Contagion game setti  ng, Contagion Points, all artwork and design elements, specifi c layout and trade dress, Choe 
Pho, Choe Pho: A New World of Fantasy, the Choe Pho game setti  ng, specifi c race and class descripti ons apart from game system & 
rules informati on, Marrow, and the Plains of Marrow are hereby declared PRODUCT IDENTITY as  descrbed in the OGL.

All systems and rules additi ons are hereby declared Open Game Content, pursuant to the license below. 

The terms of the Open Gaming License Version 1.0a  are as follows:  

OPEN GAME LICENSE Version 1.0a  

The following text is the property of Wizards of the  Coast, Inc. and is Copyright 2000 Wizards of the  Coast, Inc (“Wizards”). All Rights 
Reserved.  

1. Defi niti ons: (a)”Contributors” means the  copyright and/or trademark owners who have  contributed Open Game Content; 
(b)”Derivati ve  Material” means copyrighted material including  derivati ve works and translati ons (including into  other computer 
languages), potati on, modifi cati on,  correcti on, additi on, extension, upgrade,  improvement, compilati on, abridgment or other  form 
in which an existi ng work may be recast,  transformed or adapted; (c) “Distribute” means to  reproduce, license, rent, lease, sell, 
broadcast,  publicly display, transmit or otherwise distribute;  (d)”Open Game Content” means the game mechanic  and includes 
the methods, procedures, processes  and routi nes to the extent such content does not  embody the Product Identi ty and is an 
enhancement  over the prior art and any additi onal content clearly  identi fi ed as Open Game Content by the Contributor,  and means 
any work covered by this License,  including translati ons and derivati ve works under  copyright law, but specifi cally excludes Product  
Identi ty. (e) “Product Identi ty” means product and  product line names, logos and identi fying marks  including trade dress; arti facts; 
creatures characters;  stories, storylines, plots, themati c elements, dialogue,  incidents, language, artwork, symbols, designs,  
depicti ons, likenesses, formats, poses, concepts,  themes and graphic, photographic and other visual  or audio representati ons; 

Free Pre-generated 1st Level Characters 
available for download at 

http://www.drivethrurpg.com/browse/pub/338/Aegis-Studios/subcategory/559_26929/5e-Compatible
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names and descripti ons of  characters, spells, enchantments, 
personaliti es,  teams, personas, likenesses and special abiliti es;  
places, locati ons, environments, creatures,  equipment, magical 
or supernatural abiliti es or  eff ects, logos, symbols, or graphic 
designs; and any  other trademark or registered trademark 
clearly  identi fi ed as Product identi ty by the owner of the  
Product Identi ty, and which specifi cally excludes the  Open Game 
Content; (f) “Trademark” means the  logos, names, mark, sign, 
mott o, designs that are  used by a Contributor to identi fy itself 
or its  products or the associated products contributed to  the 
Open Game License by the Contributor (g) “Use”,  “Used” or 
“Using” means to use, Distribute, copy, edit,  format, modify, 
translate and otherwise create  Derivati ve Material of Open 
Game Content. (h) “You”  or “Your” means the licensee in terms 
of this  agreement. 

2. The License: This License applies to any Open  Game Content 
that contains a noti ce indicati ng that  the Open Game Content 
may only be Used under and  in terms of this License. You must 
affi  x such a noti ce  to any Open Game Content that you Use. No 
terms  may be added to or subtracted from this License  except 
as described by the License itself. No other  terms or conditi ons 
may be applied to any Open  Game Content distributed using 
this License.

3.Off er and Acceptance: By Using the Open Game  Content You 
indicate Your acceptance of the terms of  this License.  

4. Grant and Considerati on: In considerati on for  agreeing to use 
this License, the Contributors grant  You a perpetual, worldwide, 
royalty\free, non\ exclusive license with the exact terms of this 
License  to Use, the Open Game Content.  

5.Representati on of Authority to Contribute: If You  are 
contributi ng original material as Open Game  Content, You 
represent that Your Contributi ons are  Your original creati on and/
or You have suffi  cient  rights to grant the rights conveyed by this 
License.  

6.Noti ce of License Copyright: You must update the  COPYRIGHT 
NOTICE porti on of this License to  include the exact text of 
the COPYRIGHT NOTICE of  any Open Game Content You are 
copying, modifying  or distributi ng, and You must add the ti tle, 
the  copyright date, and the copyright holder’s name to  the 
COPYRIGHT NOTICE of any original Open Game  Content you 
Distribute.  

7. Use of Product Identi ty: You agree not to Use any  Product 
Identi ty, including as an indicati on as to  compati bility, except as 
expressly licensed in  another, independent Agreement with the 
owner of  each element of that Product Identi ty. You agree not  
to indicate compati bility or co\adaptability with any  Trademark 
or Registered Trademark in conjuncti on  with a work containing 
Open Game Content except  as expressly licensed in another, 
independent  Agreement with the owner of such Trademark or  
Registered Trademark. The use of any Product  Identi ty in Open 
Game Content does not consti tute a  challenge to the ownership 
of that Product Identi ty.  The owner of any Product Identi ty used 
in Open  Game Content shall retain all rights, ti tle and interest  in 
and to that Product Identi ty.

8. Identi fi cati on: If you distribute Open Game  Content You 
must clearly indicate which porti ons of  the work that you are 
distributi ng are Open Game  Content.  

9. Updati ng the License: Wizards or its designated  Agents may 
publish updated versions of this License.  You may use any 
authorized version of this License  to copy, modify and distribute 
any Open Game  Content originally distributed under any version 
of  this License.  

10. Copy of this License: You MUST include a copy of  this License 
with every copy of the Open Game  Content You Distribute.  

11. Use of Contributor Credits: You may not market  or adverti se 
the Open Game Content using the name  of any Contributor 
unless You have writt en  permission from the Contributor to do 
so.  

12. Inability to Comply: If it is impossible for You to  comply 
with any of the terms of this License with  respect to some or 
all of the Open Game Content due  to statute, judicial order, or 
governmental regulati on  then You may not Use any Open Game 
Material so  aff ected.  

13. Terminati on: This License will terminate  automati cally if You 
fail to comply with all terms  herein and fail to cure such breach 
within 30 days of  becoming aware of the breach. All sublicenses 
shall  survive the terminati on of this License.  

14. Reformati on: If any provision of this License is  held to be 
unenforceable, such provision shall be  reformed only to the 
extent necessary to make it  enforceable.  

15. COPYRIGHT NOTICE   Open Game License v 1.0a Copyright 
2000, Wizards  of the Coast, Inc.  

System Reference Document 5.0 Copyright 2016,  Wizards of 
the Coast, Inc.; Authors Mike Mearls,  Jeremy Crawford, Chris 
Perkins, Rodney Thompson,  Peter Lee, James Wyatt , Robert J. 
Schwalb, Bruce R.  Cordell, Chris Sims, and Steve Townshend, 
based on  original material by E. Gary Gygax and Dave Arneson.

Choe Pho: A New World of Fantasy Copyright 2016,  Aegis 
Studios

Choe Pho: Armory Copyright 2017,  Aegis Studios

END OF LICENSE 


