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    Malleus is a game that is heavily based on European LARPs, drawing its inspiration from 
popular games and fiction including: Warhammer Fantasy, Mordhiem, Darkest Dungeon, 
Diablo, and The Savage Tales of Solomon Kane. To maintain a high level of immersion and to 
encourage a higher caliber of game play, Malleus staff has implemented a strict (but fair!) and 
manageable set of costuming and Equipment guidelines. Malleus hopes to challenge players to 
use their costuming and props to help bring Malleus to life.  
 
 
Clothing Basics: 
A more in-depth set of guidelines will be released in the coming weeks, but these general 
guidelines should provide a good foundation for building your costuming. Clothing is an 
extension of your character and tells the story of where they are from and what they are doing. 
Please read the suggestions in the rulebook of the different styles/regions/chapters found in 
Malleus and research and plan accordingly. 
 

1. Dress the part: Dress for your, job, station, and locale  
Who is your character and what do they do?  It is important to keep your character’s job 
and station in mind.  Keeping your character’s socioeconomic class and region of origin 
in mind is a good way to guide yourself to the outfit that's right for you. 

Examples: Playing a frontlines soldier? You should not wear fancy fabrics or 
finery. Playing a blacksmith? Your clothing should be dirty and have traces of soot 
instead of being perfectly pristine.  

 
2. Natural Fibers: Choose natural or natural-looking materials and fabrics  

All clothing must be made of natural fabrics, including wool, linen, cotton, canvas, 
osnaburg, etc.  Convincing blends and/or lookalike fabrics are allowed.  No shiny capes 
made of plastic, club or fetishwear clothing, or Halloween costumes, please. Staff 
reserves the right to ask a player to remove an article of their garb if it does not meet 
genre and game expectations. 

 
3. Period Appropriate: Modern clothing is strictly prohibited. This includes but is not 

limited to sweatpants, jeans, dresses, shorts, cargo pants, tee shirts, hoodies, and other 
modern articles of clothing. Modern under-layers such as Under Armor, long johns, 
thermals, etc. are acceptable underneath a period-appropriate layer.  

a. Footwear: We ask that players attempt to conform their footwear to be more 
period or genre-appropriate; however, we understand that period shoes can be 
extremely cost prohibitive and/or unsupportive depending on individual anatomy 
or health needs. Skate shoes, athletic shoes, and sneakers are always strictly 
prohibited, but many slip on and buckle modern shoes are passable by genre 
standards. You may, however, mask more modern boots using genre leggings, 



 

gaiters, or leg wraps. We ask that modern footwear be restricted to brown/black 
only, with exceptions possible on a case-by-case basis. Please contact staff prior 
to game should you require footwear approval. 

b. Headwear: Historically, hats were commonplace, therefore having your 
character wear a hat is encouraged. Some examples of popular hats include 
cowls, berets, knit/peasant/arming caps, wide-brimmed hats, and wool/felt hats 
with or without pinned brims. We also encourage players to decorate their hats 
with feathers, broaches, hat bands, or pins.  

i. Witch Hunter/Puritan Style Hats: Please note that these hats are 
restricted to members of the Temple Malleus only. In our game world, 
imperial decrees have been passed enforcing this rule and players 
outside of the Temple will not be allowed to wear them.  

c. Eyewear: For player health and safety, there are no restrictions on modern 
eyewear at Malleus; however, we request that you attempt to wear more 
subdued or neutral frames, preferably in earth tones. 
 

 
EQUIPMENT: 
 
            Malleus is a grim adventure game in which we have all been called to the cursed 
frontier of the Drakenwald on a quest for witchstone.  Appearing as if you are prepared for the 
wilds is important.  As with costuming, your station in life, job, and where your character hails 
from should play a part in what equipment you have or carry. 

1. Natural Materials: All equipment must be made from natural materials. Sturdy materials 
such as canvas and leather are preferred, but convincing faux-leather is allowed once 
approved. 

2. What You See Is What You Get (WYSIWYG): Malleus is not an item card-based 
game. Instead, there are physical props for players to retrieve which represent stone, 
resources, and treasure. It is recommended that players travel into the wilds appearing 
as if they are prepared to retrieve these items, such as by wearing pouches, haversacks, 
knapsacks, and canteens.  

a. Period Appropriate:  As with costuming, period appropriate or genre-adhering 
equipment is required. Modern military surplus gear is therefore not allowed, 
including but not limited to ammo pouches, gas mask bags, rucksacks, and 
coats.  

i. Lighting: Malleus is a game where you are expected to do a lot of 
adventuring in the dark. LED torches and candles are encouraged, but 
please try to keep all lighting options genre such as by avoiding LED 
lanterns that look like 1800s kerosene lamps.  

b. Weapons (Firelocks): If you intend to use a firelock in Malleus as your weapon, 
we strongly encourage you to appear as if you are prepared to do so with the 
appropriate props. Some suggestions include carrying a powder horn or 
chargers, shot bag, or powder flask. This is not required, but it is highly 
encouraged so that you may appear to realistically load your firelock. 
 



 

 
DECORATIONS: 
 
Malleus is a game where decoration and set dressing is taken very seriously and is enforced. If 
you are unsure about whether something will break genre, please do not hesitate to ask a staff 
member.  
 

1. Smoking: 21st century tobacco products (including all vapes) are to be smoked in 
designated areas only. Modern lighters are also restricted to these areas. Outside of 
these designated areas, only pipes, cigars, and brown paper filterless cigarettes may be 
smoked when lit with a with wooden match.  Please remember that we will be in the 
woods and that we are guests on the campgrounds, so police your butts and dispose of 
wooden matches with care. Be mindful of the weather conditions and the state of the 
ground around you to avoid accidentally causing a fire. 

2. Feasting:  
a. Gear: We would like each player to have genre eating gear or mess kit. This 

includes a cup, utensils, and dishes. Modern dishes, paper plates, plastic 
utensils, disposable cups, etc. are all prohibited.  

b. Cooking: Cooking at Malleus should remain genre and in character where 
possible while using correct genre tools over an open fire. Modern kitchens 
(when available) on site may also be used where permitted. All modern cooking 
equipment such as hot plates, griddles, crock pots, etc. must also be used in 
designated areas out of site of play such as in out of character kitchens. Using 
these items in in game areas such as the tavern is strictly prohibited. 

3. Camping: Cabins and your personal areas must remain genre. Modern items such as 
coolers, clothes, phones etc.  must remain hidden. If you must keep something on your 
bunk, we encourage you to cover it with genre bedding. We want players to take pride in 
decorating their cabins with their faction mates, and factions/individuals who put effort 
into keeping these spaces within genre may be rewarded. 

 
WEAPONS AND ARMOR: 
 
Malleus strives to be a WYSIWYG game, and therefore requires realistic facsimiles of actual 
weapons and armor.  
 

1. Weapons: All weapons including clubs, swords, spears, etc. must be produced by a 
reputable maker of foam/latex weapons. Boffer weapons (such as those made with PVC 
and pool noodles) are strictly prohibited- no exceptions. Cosplay weapons, even if LARP 
safe, are prohibited if they are recognizable copies from common fiction (such as Ice 
from Game of Thrones). We ask that you try to match your weapon choice with your 
character’s aesthetic and origin story.  
While we have high standards for all visuals in Malleus, safety is the most important 
factor to consider. A weapon, regardless of its appearance, is subject to staff approval. 

a. Ranged Weapons: All ranged weapons including bows and crossbows must be 
preapproved by staff prior to engaging in play. The draw limit for all bows should 



 

be approximately 30 pounds, but please be respectful and mindful that this is not 
a full combat game.  

i. Arrows: Arrows, like swords and spears must come from a reputable 
maker of LARP-safe arrows. All arrows must be preapproved.  

b. Firelocks/Guns: All gun props must resemble historical matchlocks, wheel 
locks, and flintlocks. These weapons are expected to be band guns that fire 
surgical tubing with a channel drilled for a small black cat firework which will 
create a BANG! once fired. All gun props must be approved by Malleus staff with 
no exceptions.  

2. Armor: All armor must be made of realistic, armor-appropriate materials including 
steel/aluminum, chain mail, leather, etc. Convincing vegan/lightweight options are 
acceptable if they are highly realistic and approved by Malleus staff. Armor, like 
costuming, must make sense with your character design and backstory. 

 

These rules are expected to expand. Please be mindful of revision dates as indicated at the 
conclusion of this document. We thank you for taking the time to read these guidelines and look 
forward to building the collaborative Malleus experience together.  
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