Player's Option™:
Combat & Tactics

Foreword

Way back inissue #39 of Dragon® Magazine, | found a greet article cdled Good Hits
and Bad Misses. My friends and | had been playing the AD& D® game for a couple of
years, and we took one look and adopted the article's critica hit and fumble system. We
ignored every piece of advice about responsble use of the system and began using the
critical tablesin our next game.

Our epic battles turned into bloodbaths. Our group of adventurersleft atrail of
dismemberment and sucking chest woundsin our wake. | digtinctly recall one battlein
which my character, a dwarven fighter named Hendd, had the unbelievable misfortune of
losing one leg, an arm, and the other leg at the ankle. He till had 30 hit points | eft, so
Hende kept on battling, swinging his axe with great war-cries as he crawled dong after
his enemies. Tak about your suspended disbelief!

Now it occurs to me that maybe, just maybe, even Conan (or Godzillal) would have
been incapacitated by these injuries. In fact, maybe Hendd, if role- played well, would
have curled up into abal and cried for his mother when helogt that first leg. | sure would
have. But we had a great time with it, even when fumblesled to friendly-fire
decapitations and other such incidents.

The point to dl thisisthat any fantasy role-playing game has a pretty tough job in
creating fast but semi-redlistic combat rules, and the AD& D game, even with variant
rules like the criticd hit system we ran amok with, is basicaly an abstract game. The
Combat & Tactics book is a compromise that adds some detail to combat—not to make it
more realistic, but to make combat more believable. There are darn good reasons why
people stop fighting after they lose a couple of limbs, why 12thleved fighters don't turn
their backs on guys with knivesin their hands, and why people ought to be palite to angry
folks pointing loaded crosshows at them.

If you're one of those players who thinks, "Hey, it'sonly 1d4 points of damage, what
do | care?' (and who hasnt, once in awhile?) you'l find that this book's going to make
you think twice. | can't think of asingle examplein al of fantasy literature where a
character wasn't concerned about someone trying to put aknife or arrow in him; why
should your character be any different? Combat & Tactics rewards common sense and
quick thinking. Taking needless risks and making bad decisons can get aperson killed in
afight. Don't you think your character would see things the same way?

Rich Baker
November, 1994

Before anyone ever thought about creating a role- playing game, there was alittle set of



rules cdled the Chainmail ™ game. With that dim booklet in hand, one could use
miniature figures to conduct medieva battles, from sweeping conflicts in which huge
armies of stedl-clad men fought for honor and booty, to small bands of heroes storming
formidable castles, to forces of dves taking up their bows againgt fearsome dragons.

The Chainmail rules were hardly the last word in historical accuracy, but they were
easy to learn and easy to play. They aso did agreet job of conveying what it might have
been like to see amedievd battle unfolding before you. The Chainmail game eventudly
gaveriseto the fird fantasy campaigns, but a set of miniatures rulesis not arole-playing
game, and it wasn't long before the D& D® game, and later the AD&D game, came adong
to replace it. Nevertheless, the Chainmail rules for tabletop combat remain at the root of
the AD&D game.

The AD&D game is aout more than combat, but what fantasy adventure is complete
without at least one pitched battle where the heroes prevail by the strength of their sword
arms and the sharpness of their wits? The Combat & Tactics book is for anyone whose
heart races (as mine does) a the thought of clashing arms; not just hack 'n dash, but
heroic battles with swirling action, ringing stedl, and eldritch flashes of magic. Y ou wont
find 20 pages of tables telling you exactly where a sword blow lands in this book, but you
will find plenty of ways to make combat more than a dice-rolling contest or an exercisein
subtracting hit points from your character'stotd. If along the way you learn to stay away
from fights unless you're sure your party can win them, that's even better.

Sip Williams
November, 1994
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Chapter One:
Player's Option™
Combat System

This chapter introduces the Player's Option combat system, an advanced set of skirmish
rules designed to add detail and flavor to battlesin an AD&D game. The combet rules
from the Player's Handbook and Dungeon Master® Guide have been expanded and
sreamlined to creste more active, exciting battles.

In most forms of persona combat, thereis alot more going on than a cycle of swing-
and-miss and swing-and- hit actions. In afight, people move around. They press
advantages or fall back when they need to get some room. Consider a pair of boxers.
They're not just throwing punches; they're ducking, dodging, weaving, and trying
different attack strategies such as jabs, hooks, or uppercuts.

Armed combat is much the same. Position isimportant. Enemies try to surround lone
characters to get flank or rear attacks. Large creatures such as giants or dragons use thelr
bulk to knock smaller opponents back and scatter defenses. These are not unusua attacks
or specid maneuvers, they're things that just happen in the chaos of afight.

The Player's Option combat system incorporates these effects and tactics, making
them available for heroes and mongters both. Y our battles will never be the same again.

Does This Belong in My Campiagn? The Player's Option combat sysemisan
integrated set of rulesthat dovetails with the later chaptersin this book. However, you
don't have to use this chapter in order to make use of the other systems.

This chapter presents severd new combat actions, restructures the AD& D initigtive
system, and introduces retrests, fatigue, and critica events. Most of the materia assumes
that you will use these rules with character and monster miniatures on some kind of map.
If you don't want to run combat like this, you'll till find that the new initiative system
and actions can be used without any figures or maps &t all.

The Battle Map The Player's Option combat system is played on a gridded battle map
with 1-inch squares. The battle map becomes adiagram of the battlefield that can be used
with figures, sand-up counters, or markers. The exact location of each character or
cregture isimportant, since facing and terrain are critica to the tactics of afight.

A number of games and accessories, such as the Dungeons & Dragons® Adventure
Packs, include gridded maps. Fed free to borrow mapboards and modify them for usein
your own campaign.

Y ou can aso use dry-erase boards, magnetic dungeon tiles, or washable gridded mats
to portray your battlefield. Y ou can make your own maps to customize the battlefield for
each combat. In fact, it'sagood idea for the DM to prepare for an encounter by making a
map of the battlefield beforehand. Aslong as the map is marked in 1-inch squares, it will
do.

Some DM s and players may prefer battle maps marked with hexes instead of squares.
Hexes, however, introduce certain inconveniences to the rules that do not surface with a



square grid. (For example, can figures occupy partia hexes near walls?) Nevertheess,
with afew modificationsit is certainly possible to adgpt the Player's Option combat
system to ahex grid.

Figures and Facing

Every character in afight is represented by a miniature, and-up, or marker of some
kind. Figures show the location of every cregture in the battle and also show the facing of
each creature. In melee scale, one Man-szed cregture fills one square on the map.

Inany fight, facing is very important. It's hard to punch someone standing behind you
unless you turn around. Each figure or marker on the battle map should have an obvious
front facing. For miniatures in strange poses, everyone should agree beforehand what
direction isthe front of figure. "Thisfigure faces the square his sword is pointing &" is
good enough.

All figures have front, flank, and rear spaces. The three spacesin front of afigure are
its front spaces, the two spaces directly beside it are flank spaces, and the three spaces
behind it are rear spaces. Facings can be at the side of a square or at the corner (see
diagram).

Normally, characters can only attack enemiesin their front spaces and gain attack
bonuses when they attack an enemy's flank or rear.

There are two Stuations where more than one figure can occupy asingle square:
grappled figures are both in the defender's square, and charactersin close order (see
Chapter Two) can fit two figuresto asingle square. If there is more than one figurein a
square, eech figure has the same front, flank, and rear spaces; no one is considered to be
in the left Sde of the space, or the back of the space, or whatever.

Tiny (Size T) cregtures can fit an unlimited number in one square, dthough it would
be unusud for more than 10 to be in one space unless they were insect-sized.

Fguresthat are smdler than Man-sized (Size S) normaly occupy one square each, but
if paceistight they'll fight two to a square with no pendty. Smdl cresturesin close
order can fit three figuresin a square.

Large (9ze L) creatures normaly occupy one space on the map. They canfight in
close order smply by occupying adjacent spaces.

Huge (sze H) creatures occupy two to four spaces on the map, depending on their size
and shape. Humanoids such as giants and ettins are two squares wide, creeting an extra
front space and an extrarear space. Horse-like or serpentine creatures have a narrow front
and along body, creating two extra flank spaces. Block-like or massive creatures occupy
afour-space square.

Gargantuan (Size G) creatures occupy at least Sx paces. They can be even bigger if
the DM decides that the creaturée's proportions are truly immense. A dragon with a40-
foot body could take up a block of spaces two wide and eight long! Gargantuan creatures
define front, flank, and rear spaces so that roughly one-third of the adjacent squaresfal
into each category.



F = Front space
Fl= Flank space
R = Rear space




Diagram 2: Facing of Larger Creatures

F = Front space
Fl= Flank space
R = Rear space

Scale In norma combat Situations, each 1-inch sguare on the map represents an area 5
feet square. Thisisreferred to as melee scale. Under certain specia circumstances, each
1-inch sguare can represent 5 yards. Thisis known as missile scae.

Melee Scale
The melee scaleisthe default scale for battles that take place indoors, insgde dungeons, in
darkness or fog, or a close range. Aslong as the combatants are dl starting within 50 or
60 yards of each other, most battle maps are big enough to run in melee scale from the
start. Thiswill save you the trouble of converting from missile scaeto melee scde
during the battle (see Missile Scale, below).

In melee scale, remember that spell and missle ranges are based on yards, not feet. A
thrown dagger normaly has ashort range of 10 yards, or 30 feet. In melee scale, thisis6
squares on the battle map. A spell with a 30-yard range can be targeted 18 squares away.

Range
Most characters and monsters can only make melee attacks againgt creatures standing in
one of their front spaces. However, some weapons provide extra reach for characters, and



some mongters cover agreater area because of size,

Weapons

Many polearms are assigned a range, much like missile wegpons. A polearm with arange
of 2 can drike enemies standing in the character's front square or any adjacent square
beyond the row of front squares.

Some weapons are defined as range only wegpons. Pikes and lancesfal into this
category. These weapons can be used to make norma attacks in the squares they can
reach but cannot be used againgt targets in between the wielder and the wegpon's point.

Creatures wielding range 2 or larger wegpons or natura attack forms cannot make
mel ee attacks through an occupied square to another square unless as part of a spear or
pike hedge (see Chapter Two).

Monsters
Any Large creature armed with aweapon adds 1 to its range, due to its great natural
reach. For example, an ogre wielding aspear (normaly range 1) has arange of 2 with the
weapon. Any Huge cresture armed with aweapon adds 2 to the wegpon'srange. A
Gargantuan creature adds 3 to awegpon's range; atitan swinging a 15-foot sword
endangers an enemy quite aways off.

Some mongters may aso have natural attacks that alow them to strike opponents at
ranges greater than 1.

Missile Scde

Some baitles may open in missle scae, which isfive yards to the square. The only
reason to set up a battle in missile scale is when the two hostile forces try to engage each
other with spells or missiles at ranges greater than 50 yards or so. Naturdly, this usudly
happens in outdoor settings with good vishility. If neither Sde has any missile or spell
capability, there is no reason to set up the baitle in missle scale. Save yoursdf the trouble
of converting and et it up in melee scae from the art.

For example, the heroes encounter a party of orcs while climbing a high mountain
pass. The DM decides that the two groups spot each other at a range of 500 yards, since
there isn't much cover. Nothing happens until the groups close to 210 yards, since that is
the maximum range of the party's longbows. The DM tells the players that they begin the
battle in missile scale, 42 squares away from the orcs.

In missile scale, characters and monsters move 1/3 asfast asnormd. A character that
could normally move 12 squares in a combat round can only move four spaces per round
in missle scae. There are nine meee squares in a single missile square, so up to nine
Man-szed cregtures can occupy a square when missile scaleisin effect.

Snce dl spdl and missile wegpon ranges are expressed in yards, it is essy to figure
rangesin missle scae. A target eight squares away is actudly 40 yards distant.

Switching Scale
When two opposing creatures move adjacent to each other, it's time to switch the scale
from missile to meee scale. Sdect one figure as an anchor, and move dl the other figures



three times as far from the anchor as they were. In effect, you're zooming in on the bettle.

An easer but less accurate method of zooming in on the battle is to Smply announce
that you're switching scale and dlow both players and monsters to get a second set-up.
Aslong as everyone gticks by the spirit of the set-up, just eyebdl it. Make certain that the
opposing forces have three times as many squares between them as they did before the
scae was zoomed in.

Combined Scale

A handy way to keep track of where the party members are in relation to each other isto
have them set up their marching order in melee scale. Set up the mongter group in melee
scaein relation to each other. Now, assume that al the spaces between the party and the
mongters are missle squares. Make sure you indicate where the scale changes by setting
apencil or ruler on the map.

This combined scale method assures that mongers trying to close under missilefire
have to withstand the norma amount of attacks before they get close enough for melee.
It'sdso useful for determing the areas of effect of any spells cast at the opposing group.
When any two opposing characters come in contact, switch the scale.



| Diagram 3: Combined Scale

The shaded squares arg in missile scale. Note the dice
thathave been used to mark the borders between
missile scalo and malee scale.

The Combat Round In astandard AD&D game, rounds are assumed to be about one
minute long. The combat system round lasts about 10 to 15 seconds, during which a

typica swordsman will make about three to Six swings. Most characters and mongters can
only make one effective attack in thistime; the rest of the swings are feints, parries, or

just for show.

Higher-level characters with multiple attacks are able to make more of these swings
count. Parries are followed up with ripostes. Feints suddenly become attacks when an
opening presentsitsaf. With time and practice, a skillful swordsman can make every
swing of his sword a potentidly lethd attack.

Combat Rounds and Game Time

Combat rounds replace the one-minute round in norma AD& D combat Stuations. If you

need to keep count, five combat rounds equa one norma round, and 50 equd afull turn.
To make things easy, the DM can rule that a battle, regardless of its actud length,

takes one turn. Characters tend to spend severa minutes checking on falen enemies,

surveying their own injuries, and making sure that the enemy has abandoned the fidd



before dropping their guard. Unlesstime is an issue, thisis reasonable.

Spdll Durations

All spellswith durations expressed in rounds last for the exact same number of combat
rounds. Spells with durations mesasured in turns last for the entire battle. If aspell
measured in rounds is in the middle of its duration when the fighting begins, the balance
of its duration runsin combat rounds.

For example, a 5th-level mage casts a haste spell that lasts three rounds, plus one
round per level, for a total of eight rounds. In the fifth round, the party gets into a fight.
The haste spell lasts four combat rounds before expiring.

Everything e se about the spdl| il functions on around-by-round basis, asit did before.
A deric caging heat metal dill inflicts 204 points of searing damage in the third, fourth,
and fifth combat rounds. A wizard with afeather fall spell dill fdls at arate of 120 feet
per combat round. Remember, thisis an abstract system; applying physics properties to
every stuation (such asthe fact that the wizard with feather fall isnow plummeting to the
ground at a hasty 6.8 mph rather than the standard 1.4 mph) may reved lots of facts, but
it won't make for a better game.

Combat Status Any figure involved in combet falls into one of three categories: clear,
threatened, or grappled. This represents the immediacy of an enemy threat and influences
what actions the character can choose for that combat round. A character's options are
extremdy limited when he is caught in an owlbear's hug.

In addition to governing the character's choice of combat actions for the round,
threatening is dso important because it determines who is subject to what are known as
attacks of opportunity (see below).

Clear

Characters who are standing free of the melee and aren't endangered by any adjacent
mongters are consdered clear. (The character can till be attacked by missilefire,
charged, or have a spdll thrown at him, of course)) Aslong as acharacter isnot in the
threatened spaces of any enemy figure, heis clear. The character's choice of combat
action is unredtricted.

Characters who are clear are allowed to turn to threaten afigure that moves up to them
in the course of a combat round. The character doesn't have to do this; he can ignore the
danger. The character only gets this free facing change once per round, so he can dect to
threeten the firgt figure that moves up to him or to wait upon the arriva of amore
dangerous enemy.

Threatened
Any square that a creature can reach with its weapons or claws aso threatens those
sguares and therefore any characters or creatures standing in one of the threatened
squares. The character's own facing doesn't matter—it's possible to be threstened by
someone standing behind you.

Threatened characters can choose to ignore the creature threatening them and take any



combat action they wish, but if they do, the threstening creature gains an immediate
attack of opportunity. The following actions create an attack of opportunity for the
threatening cregture:

Attempting missile combat (other than at the threatening cresture, and only in the
combat round when it first threatens the character).

Moving away from the threatening cregture. This includes move, charge, and run, but
not withdraw.

Turning so that the threstening creature is now in arear square.

Attempting an unarmed attack againgt any foe except an unarmed humant-like
cresture.

Mongters and characters threaten al eigible squares throughout the entire round. If a
character tries to sprint through the threatened squares to get by the defender, the
defender gets an attack of opportunity as the character runs by. If the creature being
attacked suffers from a successful knockdown roll or if acritica hit from the attack of
opportunity is suffered, then it must stop moving. Otherwise, it may run by the cresture
threstening it.

Unusual Monstersand Threatening

There are anumber of cregtures that do not have a clear front facing. Who can tell what
the dangerous end of an ochre jely or otyugh is? These amorphous mongters don't have
rear or flank spaces, and therefore threaten any character who moves next to them.



1 = Squares threatened by range 1
or 2 weapons.

2 = Squares threatened by range 2
or 3 weapons.

3 = Squares threatened by range 3
weapons. ;

Grappled

Grappled characters are physically restrained by their foes. There are a number of ways

to grapple with an opponent; wrestling, martia holds, pinning, and grabbing are all

possible. In addition, some mongters have specid attacks that grapple their victims. For

example, agiant scorpion can pinits prey inits claws, or an owlbear can hug avictim.
Grappled creatures must get free before they can move. The only combat actions a

grappled creature can take are:

Respond with unarmed combat.
Attack the grappling creature with asize S weapon.
Attempt to escape. Each grappling method defines ameans of escape.

Grappling crestures occupy the same square on the battle map, unlessthereis
something unusua about the mongter doing the grappling. For example, aroper can
grapple characters up to 10 squares away with its specia tentacle attack.

Grappling figures never threaten other squares.

Attacks of Opportunity

Attacks of opportunity occur when athreatened character or creature ignores the enemy
next to it or turnsits back on afoe. The threstening enemy gets to make an immediate
melee attack (or sequence of attacks for monsters with multiple attacks) againgt the
threstened creature. Attacks of opportunity cannot be performed with missile weapons.



Thisisafree attack that does not take the place of any actions the threatening creature
had dready planned.

A cregture can't make more than one atack of opportunity against asingle opponent in
the course of acombat round, but if severa enemies leave themsdlves open, the creature
can make one free attack againgt each one.

Thereisalimit to the number of attacks of opportunity a single cresture may makein
one round. Warriors and monsters can make three attacks of opportunity plus one per five
levels or Hit Dice. All other characters can make one attack of opportunity plus one per
five levels Thirty kobolds trying to swarm past afighter in anarrow passage will take
losses, but some will il get through.

Surprised characters and monsters cannot make attacks of opportunity during the
round in which they are surprised.

Movement Obvioudy, movement is an important part of afight. If acharacter is
widding asword, he can't hurt anyone with it unless he gets very close to them. The
more time a character spoends moving, the less heis able to do when he gets there.

In the stlandard AD& D game, every character and monster has a base movement rate.
Since Player's Option combat rounds are shorter than AD& D rounds, each point of that
base movement rate allows a PC, NPC, or creature to move one square per combat round
inmelee scde. A human fighter with a movement rate of 12 can move 12 squares, or 60
feet, in one combat round. If a character moves diagondly, it costs 3 movement points for
each 2 squares, rounded up. If a character moves three squares diagondly, it costs 5
movement points. 3 for the first two squares and 2 for the the third square.

Remember, thisis a conservative advance. Figures can exceed their normal movement
ratesby charging, running, or sprinting (see Attack Options, below). The same human
fighter sprints 180 feet in a combat round, which isn't bad for an untrained runner
wearing sturdy boots, heavy clothes, and carrying a sword.

Characters determine their combat system movement in three steps:

Determine the character's base movement rate from his character race;
Adjust the base movement rate for exceptiona ability scores,
Modify the character's movement due to his encumbrance.

Base Movement
Every character (and monster) begins with a base movement determined by race. For

mongters, this information gppears in the gpropriate Monstrous Manual ™ accessory
under Movement. For characters, the base move varies by race:

Character Race Movement Rate

Human 12
EIf or HAf-df 12
Dwarf 6
Gnome 6
Hdfling 6

Unless the DM wants to generate ability scores for every NPC in the game, it's safe to



assume that any generic member of the race has the base movement rate listed. However,
player characters and exceptional NPCs may be able to move fagter than normd.

Exceptional Abilities

and Movement

Characters with exceptional Strength or Dexterity scores can increase their base
movement rate beyond the norma limits of their race. Similarly, characters with
weaknesses in these areas are dower than others of their kind.

Strength

Add the character's hit probability adjustment to her base movement rate. If you are also
playing with the Skills & Powers rulebook, add the hit probability adjustment based on
the character's Strength/Stamina (not Strength/Muscle) instead.

Dexterity
Add the character's reaction adjustment to his base movement rate. If you are dso playing
with the Skills & Powers rules, use the adjustment for Dexterity/Baance instead.

For example, Loftos the Swift, a human fighter, has a Srength of 17 and a Dexterity of
16. His Strength gives him a hit probability bonus of +1, and his Dexterity giveshima
reaction bonus of +1, too. His base movement rate, therefore, is12+1+1, or 14.

Diagram 5:
Movement

If the figure moves along patk e travels a total of 6 spaces.
Path 2 is 7 space: 3 from diagonal
movemeant are 3 25 long, and note that
the other figure will gain attacks spportunity as the first
figure moves past him.




Encumbrance

Even the fastest sprinter won't move so quickly when he's carrying 140 pounds of armor,
wegpons, and adventuring gear. A character's encumbrance fals into five categories:
none, light, moderate, heavy, and severe. Encumbrance is described in the Player's
Handbook in Chapter 6: Money and Equipment.

To determine the character's encumbrance category, find his Strength and read across
the table. The numbers on the table are the breakpoints for each category. A character
with a Strength of 14 is not encumbered until he has 56 pounds of gear, lightly
encumbered until he has 86 pounds of gear, moderately encumbered until he carries 116
pounds of gear, and heavily encumbered up to aload of 146 pounds.

To calculate amongter's strength for this purpose, add 31/2 points per size category
(rounded down) to the mongter's base Hit Dice (ignoring plusses). Thus, an ogre has a
generic Strength score of 18 (Large creature is Size category 4, x 31/2 = 14, plus 4 Hit
Dice = 18).

Character  Encumbrance Category
Strength Lt. Mod. Hvy. Severe

3 6 7 8 10
4-5 11 14 17 20
67 21 20 39 47
89 36 51 66 81
10-11 41 59 77 97
12-13 46 70 94 118
14-15 56 86 116 146
16 71 101 131 161
17 86 122 158 194
18 111 150 189 228

18/01 136 175 214 2583
18/51 161 200 239 278
18/76 186 225 264 303
18/91 236 275 314 353
18/00 336 375 414 453

A cregtures find movement is figured by comparing current encumbrance with natura
base movement.

Base Encumbrance Category
Move None Lt. Mod. Hvy. Severe
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7 7 5 4 2 1

8 8 6 4 2 1

9 9 7 5 2 1
10 10 7 5 3 1
11 11 8 6 3 1
12 12 9 6 3 1
13 13 10 7 3 1
14 14 11 7 4 1
15 15 12 8 4 1
16 16 12 8 4 1
17 17 13 9 4 1
18 18 14 9 5 1

In addition to affecting how far a character can move in a combat round, encumbrance
a0 affects how well a character can fight. Moderately encumbered characters suffer a—1
pendty to attack rolls. Heavily encumbered characters suffer a—2 attack penalty, and
their Armor Class suffersa +1 penalty. If the character is severely encumbered, he suffers
a—4 pendlty to dl attacks and a+3 pendlty to his Armor Class. Fatigue may temporarily
increase a character's effective encumbrance; see Fatigue for more information.

Smplified Encumbrance

If the standard encumbrance rules aren't worth the trouble, heré's an easier way to do it.
Most of the weight a character carriesisin armor and wesgpons. To streamline things,
only use the character's armor, shield, and largest wegpon when figuring the total weight
caried. Thisdightly favors PCs, but it's much faster than tracking every addition of
weight.

In Chapter Seven, armor is rated with a base encumbrance. Thisis the typica
encumbrance leve of ahuman wearing that armor. For example, plate mail israted as
moderate encumbrance, with amovement of 6 for atypica human. These default values
make it easy to eyeball NPC movement rates.

If you use the smplified encumbrance rule, make sure that it is not abused. If the DM
fedsthat a PC istaking advantage of thisrule (for example, carrying dozens of wegpons
or vast amounts of adventuring gear), he can ingst on using the more detailed accounting
of the norma encumbrance rules.

Opening the Battle Now that you know what the map looks like, how to handle long-
and short-range battles, and how the figuresinteract on the map, it'stime to discussthe
set-up and presentation of afight. What effect does surprise have? Where do terrain
features go? Who sets up their figures where?

Surprise

Before a battle begins, one or both sdes may have to check for surprise. The Dungeon
Magter has the find word on whether or not a surprise check gpplies. There are Situations
in which one side may have to make a surprise check but their opponents don't—for
example, an ambush or a nighttime encounter with enemies carrying bright lights.

Surprise conditions and modifiers are discussed extensvely in the DMG and the PHB



(Chapter 11: Encounters for both).

The surprise check isad10 roll, modified for the surrounding conditions and any
specia preparations one party or the other makes. Normally, agroup is surprised on arall
of 1, 2, or 3. The surprisers get afree round of atacks, movement, or spells against the
surprised members of the other group.

Encounter Distance

The distance between two groups is an important part of setting up the beattle. The terrain
and wegther have a greet effect on encounter distance; even an eagle-eyed character will
have a hard time spotting his enemiesin adense fog or pitch-black night.

The DM can smply assgn an encounter distance based on his estimation of the
gtuation, or he can roll on the table below. In many cases, the range of the encounter is
obvious, if aparty of heroes kicks down a dungeon door and storms a guardroom, it
stands to reason that the gnoll warriors are somewhere in that room.

Situation Range (melee scale)

Both groups surprised 1d4 squares

One group surprised 1d6 squares

No surprise:
Smoke or heavy fog 1d8 squares
Jungle/dense forest 2d10 squares
Light forest 4d6 squares
Scrub/brush/bush 4d12 squares
Grasdand/fidd 10d6 squares
Dungeon/night Limit of vision
No cover Long misslerange

Note that dungeon or night encounters refer to the vison limits of whoever can seethe
farthest. If aparty of heroes equipped with lanterns can see 30 feet in adark forest, a
hunting party of orcs that can see 60 feet may try to open the battle with avolley of arrow
fire out of the darkness.

If agtuation arises where thereisno red cover or the enemy's approach is detected
hundreds of yards away, the encounter should be set up a the maximum range of the
longest-range missile wegpon in the fight. In this case, it will probably be necessary to
begin the battle in missle scde and move to melee scale when the groups close.

Set-up

The last sep before garting the fight is setting up the battlefield and the location of the
combatants. The DM should first arrange the batlefidd; if the fight istaking placeina
room insde a dungeon, the DM notes the room's Sze, shape, and interesting contents
before placing any creaturesin it. Chapter Three describes battlefields of dl kindsin
great detal.

If one side has spotted the other without being seen, or has surprised the other group,
they can make their opponents set up first and then place their own combatants to take
advantage of the Stuation. (They Hill have to observe the encounter distance dictated by
the DM, though.)



If neither Sde is surprised, or if other specid circumstances exit, the DM can dictate
the pogitions of dl characters and mongters a the beginning of the battle. The PCs should
be set up in their norma marching order, with any adjusments the DM deems
appropriate. Someone had to open the door to the guardroom, after al. The monsters are
placed by the DM as she seesfit.

If the DM knows something the players dont, there's no reason she can't keegp some
figures off the map until the players have reason to spot them. If theré's agiant spider on
the celling and no one looks up, the DM should fed free to spring a fiendish surprise
when a character walks under it.

The Five Basic of Every Combat Round With the exception of two skilled
fighters using smilar wespons or styles, combeat is utter chaos. It's ludicrousto believe
that any set of game rules could begin to gpproach an accurate smulation of fights that
range from barroom brawls to fantastic duds between archmages and dragons.

However, there has to be some way to resolve combat. In the Player's Option combat
system, battles are divided into combat rounds, and each round is divided into five basic
steps. These steps are:

Step One: Mongter Action Determination
Step Two: PC Action Declaration

Step Three: Initiative

Step Four: Resolution of Actions

Step Five: End-of-Round Resolution

Step One;

Monster Action Determination

Before the players announce what their characters are doing this round, the DM secretly
decides what actions the monsters take. Once the DM decides what the monsters will do,
he should tick by it—he's on his honor not to switch actions after learning the players
decisons. After dl, the mongters don't know what the PCs are going to do before they do
it. If necessary, the DM can miake notes about mongter actions to remind himself of what
they intend to do.

Generaly, mongters and NPCs have the same actions available to them that the player
characters do. They can charge, attack, or withdraw, just like the PCs. Mongters normally
choose the most advantageous and sensible actions for the Stuation. Refer to Chapter
Nine: Mongers, for more information.

Step Two: Player Action Declaration
After the DM has decided what the monsters will do, each player must announce his
character's action for the combat round.

Step Three: Initiative

Inthis step, dl charactersin afight determine when their declared actions actudly take
place. The Player's Option combat system resolves actions in a series of initiative phases,
with the resolution time of different actions affected by wegpon choice, creature size, and
other factors. See Initiative, below, for more information on the initiative system.



Step Four: Resolution of Actions

The declared actions of al characters and mongters are resolved using the initiative phase
system. A character can abort his planned action and do something ese, but the new
action takes place at the very end of the combat round.

Step Five: End-of-Round Resolution
After dl actions have been resolved, there are severd things that need to be done before
the round ends. The four parts of this step are fatigue, retreats, morale, and status.

Fatigue is ameasure of the character's endurance over a prolonged combat. At the end
of each round, the character checksto seeif the combat has lasted long enough for him to
become fatigued or exhausted.

Retreats occur when afigure isforced to fal back by the press of the fight. This can
have the effect of breaking up an enemy line or forcing the retreating character over a
diff, into quicksand, and so on.

The DM makes morale checks for the monsters, if appropriate. Most crestures don't
careto carry alosing bettle to their own desths and will try to breek off the fight if things
aren't going their way.

Last but not least, characters who are suffering from spdll effects, poison, or specid
critica hits suffer damage or fight off the effect. The exact procedure is determined by
the type of condition the character is suffering from.

Initiative Timing iseverything in combat. Does afighter try to get in aquick blow
before his enemy can react, or does he wait for a better opening? Who getsto go firgt
when a barbarian warrior istrying to cut down a mage casting apdl? Theinitigtive
structure presented here is designed to answer those questions and provide your character
with better aternatives for combat.

The Initiative Roll
The Player's Option combat system resolves actionsin five action phases: very fast, fast,
average, slow, and very slow. A character's action phase is determined by his base
initiative, modified by his wegpon speed and the combat action he sdects for the round.
Striking at an opponent stlanding next to you doesn't take much time a dl, but running
hafway across the battlefield in along charge will take alittle more time.
At the beginning of each round of combeat, both sides roll ad10. The sde with the
lowest roll winsinitiative. In each action phase, the Sde that has won initiative atacks
and movesfirg. In any given action phase for one side of afight, attacks and spells occur
before movement takes place. (In other words, if you and your companion both take an
action in the average phase, your buddy getsto fire an arrow or cast a spell down that
halway before you actualy begin running down it.) If there are fast creatures on both
Sdes of the fight, the fast creature that won initiative strikes before the fast creature that
logt initiative. Fast creatures strike before average creatures, even if the average creature's
gdewon initiative.
Some initiative rolls provide unusud results
A roll of 1 accelerates the action phase of that Sde by one, so adow character getsto
go in the average phase;



A rall of 10 dowsthe action phase of that Sde by one step;

A tiereaultsin acriticd event. Rerall theinitiative dice until one sde or the other
wins, and then consult the Critical Event Table bdow.

Base Initiative

A creatures base initiative is the timeit begins to move or makes an attack if it attacks
without wegpons. Mongters that normaly fight with natural weaponry are smply
assigned a base initiative determined by their size and speed.

Monster Size Base Initiative
Tiny or Smadl Very Fast
Man-Sized Fast

Lage Average

Huge Slow
Gargantuan Very Slow

Improve base initiative one grade for amovement rate of 18 or better, and reduce base
initiative one grade for amovement rate of 6 or less. Also, moderately encumbered
characters and mongters suffer a one-phase initiative pendty, heavily encumbered
cregtures are dowed by two phases, and severely encumbered creatures suffer athree-
phese initiative pendty.

Note that most player characters have abase initiative of fast. Remember, this doesn't
take into account weapon speeds or combat actions. Record the character's base initiative
on the character sheet—it's used in each and every round of combeat.

Weapon Speeds

Characters armed with wegpons modify their base initiative with their weapon speed. All
wegpons are assigned a speed rating of fast, average, dow, or very dow. When the
character makes an attack, his action phase is his base initiative or weapon speed,
whichever islater. A fast human armed with a two-handed sword, a dow weapon, attacks
in the dow phase of the round. The base initiatives of magica weapons are modified as
follows

Magical Bonus  BaseInitiative Modifier

+1 none
+2 or +3 one phase
+4 or more two phases

Thus, ahuman widding atwo-handed sword + 2 gains a one- phase modifier, attacking in
the average phase rather than the dow phase.

Critical Events
Strange things happen in the fog of war. Many battles hinge on alucky bresk or an
unforeseen complication. In the Player's Option combat system, thisis reflected by the
critical event rall.

Critica events are provided to add color and excitement to the melee. They create



openings or opportunities that quick-thinking PCs can take advantage of. They adso dlow
the DM to present amore active and visud portrayd of the charactersin battle.

The DM isfreeto rule that the critical event does not occur, or even dter it to reflect
the exact circumstances of the battle. For example, if the battle istaking place on a
mountains de beneath an overhang of snow, the DM can decide that the criticd event is
an avalanche triggered by the fighting.

Asagened rule, critica events should not directly inflict damage to a character or
cregture, athough they can force saving throw rolls or ability checks to avoid damege.
Use critical events to creste chaos and disorder on the battlefield, but avoid favoring one
Sde or the other.

Critical Event Table

d20rall Result

1-2 Armor Trouble
34 Battlefidld Damaged
5 Battlefidd Shifts
6 Close Quarters
7 Item Damaged
8 Item Dropped
9-11 Knock Down
12 Lucky Break
13 Lucky Opening
14-15 Mount Trouble
16 Reinforcements
17 Retreat

18 Sip

19-20 Wesgpon Trouble

Armor Trouble

A random combatant has trouble with hisarmor. Roll 1d6 for the exact problem. The
character can remedy the Stuation by soending one round standing still and repairing his
armor.

dérall Result

1-2 Helm log, victim's head is exposed
35 Shied lost

6 Pate logt, +2 to AC (plate armor only)

Battlefield Damaged
Something in or around the battlefield gets broken. If the fight occurs indoors, it might be
apiece of furniture, awindow, or akeg of de.

Battlefield Shifts
Thetide of battle carries dl figures 1d6 squares in arandom direction from their current
location. Nobody gains any attacks of opportunity.



Close Quarters
Two enemies that threaten each other find themsdves insde one ancther's reach and are
effectively grappled.

Item Damaged
A random combatant has something damaged by a wild swing. Choose anything except a
wegpon and roll an item saving throw to seeiif it broke.

Item Dropped
As above, but the item is spilled, dropped, or cut free from the owner's person.

Knock Down

A random combatant engaged in melee is knocked to the ground by a collison with
someone near him. The nearest figure (friend or foe) must roll a successful saving throw
vs. pardyzation or fal down next to him.

Lucky Break
A random combatant is favored by fate and gains a +4 bonus to his Armor Class and
saving throws for this round only.

L ucky Opening
A random combatant sees his chance. He gets a +4 bonus to the attack roll against
whatever enemy he had planned to attack this round.

Mount Trouble
A random mounted combatant experiences difficulty with hisanima. Roll 1d6:

dérall Result

1-3 Mount bolts. It sprints for 1d10 rounds in arandom direction or until the
rider rolls a successful riding proficiency check.

4-5 Mount rears. The rider must roll a successful riding proficiency check or
fdl off the mount.

6 Mount fdls. The thrown rider must roll a successful saving throw vs.

paralyzation or be stunned for 1d6 rounds.

Reinfor cements
Allies of the DM's choice show up for one side or the other.

Retreat
The press drives back al threatened figures of one side or the other. See Retresats, below.

Sip
A random combatant dips and fdls, spending the round on his back.

Weapon Trouble



A random combatant experiences difficulty with hisweapon. Roll 1d6:

dérall Result

1-2 Combatant disarmed unless a successful saving throw vs. pardyzation is
rolled.

3-5 Hard parry may break weapon. Roll a successful item saving throw vs.
crushing blow to avoid.

6 If the character killed an opponent last round, his weapon is stuck in the

foe's body. Take around to pull it out.

Combat Actions Combet actions are basic strategies that a character can follow in a
round of combat. Does Argath the Brave stand his ground and wait for the orcs to come
to him, or does he charge rashly into the center of their line? Does Rowan the Mage cast
aspdl or spend her round moving to a better vantage point? Y ou decide when you select
your character's combat action for that round.

There are severd factorsinvolved in choosing acombat action. It is dangerous to do
anything but attack or parry when your character is threatened by an adjacent opponent.
It's downright useless to declare a charge when your character is grappled by a giant
congtrictor snake.

Player characters have the right to choose any action they like in combat, aslong as
they meet the basic requirements for it. (It makes no sense for a character without
meagica items to announce that he will use one for his combat action.) However, once the
requirements have been met, al options are open. The DM should not disdlow a combat
action except under the most extreme circumstances. No matter how foolish or difficult
something may seem, let the PC try it if he redly wantsto. (Of course, the DM can assgn
difficulty modifiersif she deemsit necessary.)

The following choices are available as combat actions in the Player's Option combat
Sysem:

Attack FireMissiles Run

CastaSpdl Guad Sprint

Charge Move UseaMagicd Item
Cover Parry

Each of these actionsis explained in more detall later in this section.

Combat Actions and Movement
A character's choice of combat action governs how far he can move in a given combat
round. For example, awizard certainly can't move a consgderable distance, picking his
way through swinging wegpons and uneven footing, while attempting to cast a gpell,
which requires great concentration and precision. Likewise, awarrior cannot safely
withdraw from afight merdly by turning and walking away a norma speed. Certain
kinds of actions naturally preclude movement, while other choices are actudly more
effective when larger distances are crossed. Some choices alow for arange of movment
options.

The various combat actions fit into three basic movement categories. These categories



indude no-move actions, haf-move actions, and full-move actions. Some of the combat
actions ligted above may fit into only one category, while others may function with two
or even dl three types of movement.

No-Move Actions

No-move actions are just that—the character performs some sort of action during her
proper action phase, whether it isfighting an opponent or using awand, without moving
ggnificantly during the round. Even if a character chooses any one of the no-move
actions, however, she can gtill adjust her position during her action phase. She can move
one square in any direction and choose any facing as a free adjustment to her postion. If
the character is threatened, she can adjust her position without provoking an attack of
opportunity by making sure that her adjustment does not take her out of the enemy's front
squares or turn her back to him. No-move actions include:

Attack

Cast a Spdll

Cover

FireThrow Missles (norma ROF)
Guard

Parry

Unarmed Combat

UseaMagicd Item

Half-M ove Actions

Hdf-move actions alow a character to move up to haf his norma movement rate and
gill perform some other action, such as attacking with awegpon or firing missiles. There
are, however, limitsto what can be done or how far a character can move and il
accomplish these actions. Half-move actions include:

Attack

Charge

Fire/Throw Missles (hdf the norma ROF)
Guard

Unarmed Combat

Withdraw

Full-move Actions
Full-move actions involve a character moving his full norma movement rate (or even
more, in some cases) before attempting other actions. Full-Move actions include:

Charge
Move
Run

Sprint



Movement and Initiative

Compare these two actions: one character with areadied bow decidesto fire at an orc
chieftain 40 feet away, and a second character with a readied sword decides to run over to
the orc and take aswing a him. Which action is resolved first? Obvioudy, the archer's
attack will arrive before the swordsman gets his swing. Moving takes time, especidly ina
10-15 second combat round.

Characters don't instantaneoudy blink across a battlefidld just because it's their turn to
move. They begin their move at one point in time and then finish moving sometime later.
A character who begins his move when fagt actions are resolved may finish his move
while average or dow actions are resolved.

Movement always begins in a character's base initiative phase and is performed in
half-move increments, one phase a atime. For a haf-move action, the total amount of
movement takes place in a single phase. For a full-move action, the character moves no
more than haf of histota movement in each of two consecutive phases, so a orinting
character is actudly travelling 1.5 times his full norma movement in each of histwo
movement phases. After any movement is completed for the character, the rest of the
combat action is resolved. Note that an action may be ddayed by movement, but it will
never occur sooner than normal because of movement. In other words, if afast character
with atwo-handed sword (a dow weapon) chooses to make a half-move and attack, the
hdf-move occursin the fast phase, but the attack does not happen until the dow phase
(unless the character was charging; see below).

Note that when severd alies (characters or creaturesthat dl won or logt initiative
together) are acting in the same phase, characters performing actions do so before their
companions begin to move.

For example, Boldo the swordsman intends to take a half-move and attack an orc,
while his companion, Fletcher the bowman, preparesto fire an arrow at it. If Boldo's
half-move and Fletcher's shot both occur in the same phase, the arrow actually streaks
toward the orc before the swordsman lunges forward to close with it.

Also note that the 1-square adjustment of a no-move action is considered S multaneous
with the action itsdf. Thus, the adjustment and the no-move action al occur before any
norma movement is performed by dlies who are digible to do so during the same phase.

Combat Movement on the Battle Map
When a character actudly moves across the battlefield, don't pick up the figure and then
drop it back down again several spaces away. Trace the exact path the character is
fallowing from square to square on the battle map. A character never knows when there
isatrgp he may trigger or an invisble enemy threatening part of his planned move.
Characters can make any facing changes they want with no cost in movement points
during their move. Remember, too, that characters can make a single facing change
during an enemy's move if the enemy moves adjacent to them.

Moving Through Other Figures

In Combat
A character can move through a square occupied by afriendly figure aslong asthat



figureisnt threatened or attacking in the current round. Enemies can only occupy the
same square if they are grappled or if oneis prone. Otherwise, larger creatures can
attempt to make an overrun.

Overruns

When alarger cregture attempts to move into a smaler, sanding enemy's square, it is
cdled an overrun. Mounted figures use their mount's size for this purpose, S0 a human on
adze L horse can overrun ahuman on foot. Overruns create an attack of opportunity for
the figure being stepped on. After the defender’s attack, the defender must roll a
successful saving throw vs. paralyzation or be knocked down. Even if he does
successfully save, he is forced one square away from his current location. This saveis
modified by a—4 pendty for a creature two Sizes larger than the defender, a—8 pendty
for a creature three Sizes larger, etc.

For example, a halfling (size S) getsin an ogre's way. After the halfing's attack of
opportunity, he must roll a successful saving throw vs. paralyzation or be knocked down.
The ogreistwo sizeslarger, so the saving throw isrolled with a —4 penalty. Even if the
halfling successfully saves, he is forced out of the square.

When adefender is knocked down by an overrunning cregture, he may suffer a
trampling atack. The trampler gets an attack of opportunity that inflicts 1d4 points of
damage per difference in Sze. Even though the defender is prone, no modifiers apply;
trampling is an afterthought on the attacker's part. The DM can adjust the damage as he
seesfit; very dense creatures such as clay or stone golems may not be serioudy hurt by
even agiant'strample.

Continuing our example, the halfling fails his saving throw and is knocked flat by the
ogre'srush. The ogre gets a free attack of opportunity and rolls a hit. Sncethereisa
two-category difference in size between them, the halfling suffers 2d4 points of damage.
Being trampled by someone ten times your weight can be lethal.

A prone cregture with an enemy in its square may get up by using a full-move action.
Since two standing enemy figures cannot occupy the same square, size dwayswins, the
larger of the two creatures displaces the smdler one. In addition, the standing figure
aways chooses which square the displaced figure enters. If the cregtures are of the same
Sze, an opposed Strength roll is made to determine who stays and who is displaced.

Concluding our example, the halfling decides to rise again to avoid getting trampled
some more. Sncethe ogreislarger than the halfling, the halfling must be displaced one
sguare in order to rise. Sncethe ogre is also the standing creature, it decides which
sguare the halfling is displaced to. If the roles had been reversed, with the halfling in the
square of a prone ogre that wished to stand, the halfling would still have to be displaced,
sinceit issmaller. However, this time the halfing, which is the standing figure, chooses
which sgquare to be displaced to.

Of course, the standing figure might wish to keep the other figure from rising, or the



prone figure might decide to fight it out rather than try to rise. If one figure wishesto
keep another figure prone, an overbearing attack is necessary, but treet the Stuation as if
the attack roll to hit AC 10 is automatically successful (see Overbearing, Chapter Five).

Choosing an Action

When it istime for a character to select an action for the round, the action is chosen
independently without sdlecting amovement category beforehand. For example, if a
warrior chooses to attack, there is no need to declare whether this isano-move attack or a
half-move and attack. The player smply announces that his warrior intends to attack.

This dlows some flexihility in the system so that the ebb and flow of battle does not
thwart the characters actions each round. By waiting until a character's action phase
occurs to determine how much movement is needed to perform a chosen action, much of
this problem is diminated.

Stll, there are times when characters may be prevented from completing their action
by achangein ther Stuation. A spellcaster may have his spell interrupted, or afleeing
character may find himself trgpped with no place to run. When acharacter's action is
prevented by an enemy's interference, the action islost for the round and the character
can take no other action for that round.

On the other hand, characters may sometimes start an action and then think better of it.
A character may begin a charge and then pull up short when he redizes heis about to run
into a hedge of pikes, or a character who had planned to fire a crossbow may suddenly
recognize histarget as a potentid aly.

At that point, a character can choose to either hold or abort a combat action when his
action phase arises. Holding an action smply involves delaying the intended action for
one or more action phases.

For example, Tyar the Glorious wins initiative and declares that he will attack
(because thereis an orc in front of him). Tyar would normally perform his attack on the
average phase, due to hislong sword. However, on the fast phase Twillo the Sy, Tyar's
thiefly companion, successfully kills the orc with a backstabbing attack. Tyar sees an
ogre that will most likely advance during the average phase, but only after Tyar is
elligible to take his attack (since Tyar won initiative). Tyar decides to hold his attack
until the slow phase so that he can attack the ogre after it advances.

A character may aso choose to abort his planned action in favor of another. There are
some limits to the new choice of actions, and the character's turn autometicaly bounces
to immediately after the very dow phase of the combat round. It istreated like an extra
phase and is resolved normdly in dl respects. See theindividua action choices for more
details.

The Actions
Below are listed each of the actions available to a character and how they are resolved.

Attack
Thisisthe basic action for characters and mongtersin afight. When a character chooses
to attack, he makes his norma hand-held wegpon attacks. Characters and creatures can



make a hadf-move and attack or they can stand their ground and attack as a no-move
action.

Mongters with multiple attacks perform dl their attacks on the same phase. If adragon
attacks with average speed, its bite, claws, tail, and wing buffets dl take place in the
average phase of the combat round. Characters using a wegpon in each hand strike in the
same fashion, during the action phase of the dower wesgpon.

Characters who have multiple atacks with the same wegpon (such as high-leve
fighters or weapon specidists) make thar firg attack normally and then make one attack
each phase thereafter until they've resolved dl of their multiple attacks. A long sword
specidigt with two attacks in around makes hisfirg attack in the average phase and his
second in the dow phase of the round.

Normally, a character can combine amove and an attack only by moving first and
resolving attacks later. However, a character can choose to attack first and then make a
haf-move at the end of the round. Note that characters can adjust their position each time
they attack, so a hero with multiple attacks could attack severa creatures sanding apart
from each other.

Attacks of opportunity (see Threatening) do not count as a character's attack for the
round. It is possible for a creature to get more attacks than normd if its opponent
providesit with an opening for an atack of opportunity.

Characters and monsters may choose a number of attack options, such as grab, block,
trap, or disarm. The fighter might use his bill-hook to pull a mounted opponent off his
horse, or he might try to trip the animal. He could even go on the defensve and try to
block his enemy's blow. Refer to Attack Options in Chapter Two for more information
about the various dternatives.

Cast a Spell
Wizards and priests may choose to cast spells during combat. All spells are assigned an
action phase just as wegpons are. The character is considered to begin casting in the very
fast phase and to finish in the spdll's action phase. If the spellcaster isinjured by an attack
during the cagting, the spdll islogt.

Spdlls and spdll-like ahilities are assigned action phases based on their casting times:

Cagting Time Phase

1-3 Fast
46 Average
7-9 Sow

lroundor more  Very Sow

When a character casts a spell, she loses any Dexterity benefit to her Armor Class,
sance she mugt hold till and concentrate to make the spdll work. After the spell has been
cadt, the mage or priest may apply her Dexterity bonus to her Armor Class again. If the
spellcaster doesn't cast avery dow spell, she can take a hdf-move at the end of the
round.

Psionic powers take effect during arandomly determined phase, regardless of the
psionic creature's regular Base Phase.



Random Psionic I nitiative
d10roll* BasePhase
1-2 Very Fast

34 Fast
5-6 Average
7-8 Slow

9-10 Very Slow
* Add the power's Preparation Time to thisroll.

Charge

Characters and mongters can charge to rapidly close for combat and make an attack.
Charging isafull-move action, but a charging character may move 11/2 times his base
movement when he charges. A knight with amovement of 6 can charge an enemy upto 9
Spaces away .

Characters begin their charge on their base initiative, moving up to one-hdf the
distance of the charge. In the following phase, they move the remainder of the distance.
Unlike most attack forms, the charge attack is resolved the moment the attacker arrives. If
the knight above has a base initiative of fast and an opponent is standing 7 squares away,
the knight moves 5 spaces in the fast phase and 2 more in the average phase, a which
point he attacks immediately.

Charging (which might more accurately be caled the reckless attack) gives characters
severa advantages but also imposes some pendties. The charging character gainsa +2
bonus on his attack roll. Some weapons, such as lances, are suited for charging and inflict
double damage when used in a charge.

Because they are so intent on the attack, however, charging charactersare a a
disadvantage defensively. They lose dl Dexterity bonuses to Armor Class and suffer a+1
pendty to AC in addition to that. Guarding characters with wegpons longer than the
charger's automaticaly strike firgt. In addition, characters can set spears (see Guard)
againg charges.

Cover

A character with a cocked and |oaded crossbow, or an arrow nocked and drawn in a bow,
can announce that he is covering an opponent within his wegpon's short range. The
covering character can only choose to cover asingle square on the board, as long as that
square is within the wegpon's short range and in sight. Only characters with aweapon
proficiency dot in bow or crosshow can cover someone in this manner. Covering

gtuations usudly are created by the circumstances of the initid encounter; for example,

an archer may surprise his enemy, cover him, and order him to drop his wesgpon.
Characters can also declare a combat action to cover someone.

Since the arrow or bolt is ready to be fired, the covering character's first shot isfast (or
very fagt if the character isapecidist.) See Bows and Crossbows in Chapter Seven. The
covering character automaticaly wins initiative againg the covered target. It is possble
for avery fast creature to beat out the shot of a proficient archer, but even very fast
creatures can be covered by a specialist.

The character can hold his cover until later in the round, if he wants to see what his



target is going to do. He can fire first in any later phase. After the firgt shot has been
loosed, the covering character can perform the rest of hismissilefire & the regular action
phase and rate of fire.

The covering shot itsdlf is made with a +2 bonus to the attack roll. Covering is handy
for freezing opponents in thelr tracks, since everybody knows how quickly an arrow or
bolt can be released once it is drawn.

Covering can aso be used with any hand-held bladed weapon—basicaly, the
character puts her sword to an opponent's throat in a single adjacent square and menaces
him. The victim must be stunned, dazed, pinned, unconscious, or surprised for a character
to cover him with a melee weapon. As with bows and crossbows, the covering character
automaticdly winsinitigtive againg her target and can attack in the fast phase, or inthe
very fagt phase if sheisa specidis. The atack is made with a+2 bonusto hit, and the
critical number (see Critica Hitsin Chapter Six) dropsto a 16.

Fire/Throw Missiles

Fring missiles and throwing hand-held wegpons (including splashing holy weter or ail) is
another basic action that is very common in combat. The character can stand till and
attack a hisfull rate of fire, or he can make a hdf-move and fire or throw misslesat 1/2
his normd rate.

The one exception to this move-and-fire routine is for missle wegpons that have arae
of firelessthan 1/round (this includes large crossbows and most firearms). In this case,
the character widding such awegpon can move haf his normd rate and il firethe
weapon only on the initial discharge of the weapon. The weapon is assumed to be loaded
and cocked. After thisfirst shot, the character can only fire the weapon as a no-move
action.

Firing or throwing missiles is dangerous when a character is threatened by another
cregture, Snce it creates an attack of opportunity. The only exception to thisrule isduring
the same combat round that the threatening creature actualy moves up to threaten the
character. The character can get his shots in while his enemy closes, but after that he had
better switch to amelee wegpon.

Characters with multiple missile attacks in the same combat round perform their firgt
attack on the normd action phase, and then follow with one missile per phase until
they've completed their full rate of fire. For example, adart speciaist has 3 attacks per
round with his darts, afast wegpon. He therefore throws hisfirst dart in the fast phase, the
second in the average phase, and the third in the dow phase.

Some mongters, such as manticores, may have multiple misslesthat arefired
smultaneoudy. These atacks are dl resolved in the same phase.

Guard
When a character guards, she waits for her opponents to come to her. Guarding is a haf-
move action, or ano-move action if the character stands her ground. A guarding character
drikes the moment an attacker moves into the guarding character's threatening squares,
regardless of her actud initiative and action phase. The only way an enemy can atack a
guarding character first iswith alonger-ranged weapon.

If aguarding character is attacked by a charging character, the character that won
initiative attacks first (unless one of the characters has alonger-ranged wegpon than the



other). If both the charging and guarding characters have wegpons of equa range, then
the character with the larger wegpon strikes first. Guarding characters are considered to
be set for charge, and spears and spear-like polearms inflict double damage against
charging creatures (see Chapter Seven).

For example, Aerwen losesinitiative and is armed with a long sword, normally a
weapon of average speed. A very fast size M creature takes a half-move to attack her with
claws in the fast phase, but since Aerwen is guarding, she attacksfirst. If the very fast
creature were charging, it would attack first since it won initiative for the round. If
Aerwen had a long spear (range 2), she would get the first blow despite the creature's
charge.

If no one attacks a guarding character, she can abort to an attack at the end of the
round and take a half-move to reach someone.

Move
Moving alows a character to cover alot of ground without dropping his defenses.
Moving is normdly afull-move action, but if a character only moves haf his maximum
move or less, he can congder it a half-move action instead.

Movement normaly begins on a character's base initiative, without modifiers for
weapon speed. Each half-move a character makes requires one phase, so afast character
does hdf hismove in the fast phase and finishes his move in the average phase.

Parry

Sometimes the best thing to do is take cover and try not to get clobbered. Any character

can choose to parry as a combat action. Parrying is a no-move action that isin effect for

the entire combat round. If a character parries, he cannot move, atack, or cast spells.
Parrying reduces a nonwarrior character's Armor Class by one-hdf hislevd. A 6th

level wizard with an AC of 5 who parries reduces his AC to 2. Warriors who choose to

parry reduce their AC by one-hdf ther leved, plusone. A 6thlevd fighter getsan AC

bonus of 4 by parrying.

Run
A character can double his base movement by running. Running is considered a full-
move action; the character can't do anything else in the same combat round that he runs.
Running on a battlefield is dangerous, the character loses dl Dexterity bonusesto his
Armor Class and suffersa+1 AC pendty on top of that. In addition, he is considered to
be charging if he runsinto a square threatened by an opponent with a set pear.
Characters can maintain arun as long as they have the necessary fatigue points (see
Fatigue, below). Outside of combat, they can run for a number of rounds equd to their
Condtitution score. After that, they must stop and rest. See Jogging and Running in the
Player's Handbook under Chapter 14: Time and Movement for more information.

Sorint
A character can triple his base movement by sprinting. Like running, sprinting isafull-
move action that drops the character's defenses for the round.



Unarmed Combat

Any character may choose to make an unarmed attack instead of attacking with his
wegpons. There are four basic types of unarmed combat: punching, wrestling,
overbearing, and martid arts. Refer to Chapter Five for more information on resolving
unarmed attacks.

A character can perform an unarmed attack on his baseinitiative if he doesn't have to
move to reach histarget, or he can take a hdf-move action to close for combat. Attacking
armed opponents (including monsters with natural attacks) is dangerous for an unarmed
fighter; if the character attacks an armed creeture that is threatening him, he suffers an
immediate attack of opportunity from his intended victim. The armed defender gainsa +4
bonus on his atack roll and his damage roll against an unarmed attacker.

Monsters with natural wegponry dmost never make unarmed attacks. However, it is
possible for intelligent creatures to "pull in their dlaws' and try to batter acharacter into
unconsciousness. Mongters without naturd attacks may resort to unarmed combat if they
are disarmed or wart to capture their enemy.

Use A Magical Item

Generdly, a character can use amagica item as afast action or make a haf-move and
use an item as an average action. Some magica items take more or lesstime, as noted
below:

[tem Phase
Potion Average
Scroll Very Sow
Rod, Staff, or Wand Fast

Miscellaneous Magicd Item  Average

For most magical items with functions that do not emulate combat or spellcasting actions, the magic of
theitem is activated during the resolution step at the end of the round. In afew cases where powers take an
unusual amount of timeto activate, the DM isthefinal arbiter. If an item combines weapon-like
characteristics and miscellaneous magic, such asarod of lordly might, it should be treated as a weapon
when being used to attack and as amagical item when its other functions are being used.

Withdraw
Withdrawing is the only safe way to leave a square that is threatened by an opponent.
When a character withdraws, he backs carefully away from his opponent without turning
his back or creating an attack of opportunity for his opponent.

Withdrawing is a haf-move that takes place on the character's base initiative. A
withdrawing character cannot attack or cast spells, although he can Htill get attacks of

opportunity.

Ending the Combat Round After al the combat actions have been resolved, it is
time to finish up the round and get reedy for the next one. The end of theround isatime
to take care of any loose ends or bookkeeping that needs to be looked after. The four
mgjor items that are addressed at the end of the round are retreats, fatigue, morale, and
status.



Retreats

When one character inflicts melee damage (but not as aresult of missile combeat) on an
enemy without being hit in return, she may force her foe to retreet, driving him back with
wedl-aimed blows. The attacker doesn't have to force her enemy back; she can decide to
let him stand fast and not press the advantage. A defender can ignore the requirement to
retreat if heis4 or more levelg/Hit Dice higher than the attacker or if heistwo Szes
larger than the attacker. A retreat cannot occur if the enemy was knocked down during
the round.

When a character retreats, he must move backward into one of his rear spaces chosen
by the attacker. If there is no place to retreet directly behind him, the attacker must
choose one of the retreating character's flank spaces. If the character is unable to retreat
into any rear or flank space, he must roll a successful saving throw vs. pardyzation or be
knocked down in the space heisin. In some specid situations, the DM may dlow a
retresting character a chance to avoid being forced back. This alows a character with his
back to adiff (for example) to avoid giving ground.

The creature who forces aretreat may follow her retregting enemy, keeping her foein
athreatened square. The attacker can instead choose to back her enemy off and then hold
her own position.

Retreats are good for breaking up enemy battle-lines or for maneuvering an enemy
into a battlefidd hazard. Retreats can aso be used to disengage from athrestening
cregture by driving it back. Retreats don't creste attacks of opportunity for the creature
forcing the retreat; thisisthe end of the combeat round and everyoneis finished atacking
for the round. However, the retreating creature may have been pushed into a Stuation
where hisrear or flank is exposed to an enemy during the next round of combet.

Fatigue
Fighting a prolonged battle can be exhaugting. Only the most heroic characters can stand
fast agang wave after wave of foes without tiring. The various character classesgaina
number of fatigue points equd to their base Hit Die vaue. In other words, awarrior has
10 fatigue points, athief 6, etc. Warriors gain one additiona fatigue point eechtimethey
gain aleve; nonwarriors gain one fatigue point every two levels. This vaue is modified
by the hit-point bonus or penaty for Condtitution.

For mongters, fatigue points are equd to 8 (Snce mongters use ad8 for their Hit Dice)
plus the number of Hit Dice, rounded down. Thus an ogre (4+1 Hit Dice) has 12 fatigue
points.

Keeping Track of Fatigue

Characters and mongters start off in afresh state. In every phase that a character or
monster moves or attacks, check off one fatigue point. When the total reaches O, the
character or creature isfatigued. Reset the fatigue score back to its origind value and
check off two pointsin every phase that movement or combat takes place. When the
score reaches O again, the creature is exhausted.

Effects of Fatigue
Characters and monsters who are fatigued move and fight asif they were encumbered



one category more than they redly are. For example, A character who was moderately
encumbered becomes heavily encumbered when heis fatigued.

Exhausted characters move and fight as if they were encumbered two categories more
than norma. An exhausted, moderately encumbered character moves and fights asif he
were severdy encumbered. Usudly, exhausted characters are well-advised to catch their
breath.

Recovering from Fatigue
If acharacter or monster spends one round resting, making no moves or attacks of any
kind, he gets the chance to recover one category of fatigue (exhausted to fatigued,
fatigued to fresh) by rolling a successful saving throw vs. pardyzation. Characters
modify the dieroll by acumulative +1 bonus for each consecutive round they spend
resting. The character's hit-point bonus for exceptional Condtitution isaso used asa
modifier to the recovery roll.

When a character recovers afatigue category, his fatigue number isre-set dl the way
back toits origina vaue. He gets a second wind and can rgoin the fray.

Effects of Force Marching on Fatigue

Whenever characters have failed a Congtitution check as aresult of force marching and
are dill in the process of recovering (see the PHB, Chapter 14: Time and Movement,
under Cross-Country Movement), they automatically begin the combet in afatigued state
rather than fresh. Fatigue points are consumed at the doubled rate and al the pendties for
being fatigued (as well asthe pendties for force marching) apply, until a state of
exhaugtion is reached. Furthermore, crestures cannot return to afully fresh state during
the battle; only the noncombat recovery period for force marching can remove this
redriction.

Morae

The end of the round is aso the time for morae checks. Remember, player characters
never need to check morale; they're smart enough to know when to cut and run, and
foolish enough not to run when they should. However, NPC dlies or followers of the PCs
may decide to abandon them if things go poorly.

Mordeisdiscussed at length in the Dungeon Master Guide, so it won't be reiterated
here. The DM is not required to make amorae roll every round; he can use his own
judgment to decide when someone might be thinking of cdling it aday. Some good
guidelines of when mongters or NPCs might make morae checks:

When surprised;

When faced by an obvioudy superior enemy force;

When an dly isdan by magic;

When 25% of their group has falen;

When 50% of their group hesfdlen;

When their leader deserts or iskilled;

When they arefighting an enemy that can't be hurt by their weapons,

When they are offered a chance to surrender and they've adready met one other
condition for amorale check.



Informal Morale Checks

The DM can dwaysjust decideif a creature or NPC passes its morae check, without
even rolling dice. The DM should be fair with this; itll quickly annoy the playersif their
trusted henchmen run away through DM capriciousness a the first Sgn of trouble.

Formal Morale Checks

A forma morde check is a comparison of a2d10 roll against the creature's base Morde
rating, modified for the Stuation. An extengve list of modifiers gppear on the DM Screen
and under Morae in Chapter 9: Combat in the Dungeon Master Guide.

Failing a M orale Check

When a character or group of mongters fails amorae check, ther first consderation isto
oet away from the fight. If they fall by asmdl margin (say, 1 or 2 on the dierall), they

try to withdraw in good order. If they fal by alarge margin, they bresk off the fight and
fleefor ther lives. Intdligent creatures may try to surrender if thereis no place for them
to run, or if they think they won't be able to get away.

Status

Thisisacatch-dl phrase for any condition or Stuation that may affect the actions next
round. Did a character get knocked down during the fight? Hell start the next round
prone. Generdly, magica effects and continuing damage (poison, burning, acid, etc.)
actudly inflict their damage in this part of the combat round.

Specia Combat Conditions There are anumber of specid stuations that can arisein
the course of afight, through naturd circumstances or military planning. Someone might

fall down or be incapacitated by a spell. A battle fought in athick, tangled forest may

limit archery to shots of 30 feet or less. Stinging snowstorms or sandstorms may limit
vighility and carry away light missles. The sde that condders the characterigtics of the
battlefidd in its tactics often gains an advantage over its enemies. Chapter Three

describes battlefields in great detail, but there are afew specia rules that should be
mentioned here,

Standard and Optional AD&D Rules

These rules can dl be found in the Player's Handbook and/or the Dungeon Master Guide.
Even if they arelisted as optiond rulesin the core rule books, they are a tandard part of
the Player's Option combat system. They are presented again here (with any necessary
combat system dterations and additions) for ease of reference. Refer to Chapter 9:

Combat in the PHB and DMG for more detalils.

Movement and Footing

Ground characteristics may dragticaly limit acharacter's ability to move in afight. The
movement reductions listed below apply to the character's base movement, so a character
with anorma move of 12 spaces would be reduced to amove of four spacesin heavy
brush. If a character passes through multiple ground types in one round, he uses the worst
of the modifiers.



Condition Reduce Move by

Heavy brush or thicket 2/3
Light brush or forest 1/3
Ice or dippery footing 13
Steep dope or rough ground 1/2
Knee-deep snow, water, or soft sand /3
Waist-deep snow or water 1/2
Shoulder-deep snow or water 2/3

Cover and Concealment
Conced ment and cover work only againgt missilefire, and cover aso provides abonusto
saving throw rolls where an effect causes physicd damage, like afirebdl spell.

The amount of the target that is concedled or covered determines the pendty to any
missile attacks made againg the target.

Targetis: Cover Concealment
25% hidden -2 -1
50% hidden 4 -2
75% hidden -7 -3
90% hidden -10 —4

A target isimpossible to hit when it is completely blocked from the archer by cover.

Lineof Fire. A figurésline of fireis consdered to run from the center of its square to
the center of the target's square. If the line of fire passes through any part of a square
containing an obstacle, the target is considered to be covered or concealed to some extent.
The DM can decide whether the target is 25%, 50%, 75%, or 90% screened, or he can
roll randomly if it isnot clear. If the line of fire passes through a square containing a
figure engaged in meleg, the archer must use the rulesfor firing into a melee to determine
where his shot goes.

Note that intelligent crestures who are facing the archer will usualy use the screening
object for its maximum effect, while animas and mongers that aren't intelligent (Int 1 or
less) will rarely try to screen themsdlves againgt an archer'sfire.

If theré's any question about which squares the line of fire passes through, you can use
adring, aruler, or the edge of a card to check the missl€e's path.

Mounts

Mounts provide their rider with a+1 bonus to attack rolls when fighting against
unmounted opponents, while the opponents suffer a—1 pendty to attacks against the rider
(thereis no pendity to attack the mount itself). Most mounts are fairly large and can
overrun smaler creatures. A norma human on horseback can use his mount's speed and
szeto trample his opponents underfoot (see Overrun). Many mounts are also capable of
making attacks dong with thelr rider.

Rear or Flank Attacks
If acrestureis aleto postion itsaf for arear or flank attack, it gains a sgnificant



advantage. Flank attacks get a+1 bonus to hit, and rear attacks a+2 bonus. A thief
attacking from the rear can declare a backstab and gain a+4 bonusto his attack roll. In
addition to the attacker advantages, the defender's shidd doesn't help againgt flank attacks
on his unshilded sde nor on any rear attacks. Last but not least, the defender’'s Dexterity
adjustment doesn't count against rear attacks, since the defender can't see the attack
coming and attempt to dodge it.

Sitting, Knedling, and Lying Prone

Characters may sit, kned, or fal prone as a no-move action. Getting up from stting or
knedling is conddered a haf-move action, so a character can stand and dill fireamissile
or make an attack. Standing up from a prone position is treated as a full-move action, so
the character can do nothing else in that round except rise.

Sitting or knedling characters are dightly harder to hit with missiles or thrown
weagpons, they gain an Armor Class bonus of —1 against any ranged attacks. However,
they're a a disadvantage in melee. Anyone making amelee attack againgt a Stting or
knedling character gains a+2 bonus to hit them.

Prone characters present very small missile targets and gain an AC bonus of —2 versus
ranged attacks. However, they are very vulnerable to anyone close enough to threaten
them. Mdlee attacks againgt prone characters gain a+4 bonus to hit.

Knedling characters can use any weapon with no penalty. Sitting characters can only
use crossbows without a penaty; with any other weagpon, they suffer a—2 pendty to their
attack rolls. (Note that characters on horseback are mounted, not sitting!) Prone
characters can only use crosshows or size S wegpons while they're on the ground. A
prone character firing a crossbow attacks at one-haf the normd rate of fire and makes
any melee atacks with a—4 pendty to hit.

Damage and Dying

Creatures reduced to negative hit points are incapacitated and begin losing 1 hit point per
round until they reach —10, a which point they die. A creature'sloss of hit points can be
hdted by binding its wounds, using the hedling proficiency, or casting some kind of
curdive magic on the victim.

Characters who have been reduced to O hit points or less are helpless; they can't tend
their own wounds or take any actions. At exactly O hit points, the character isSmply
unconscious, and remains o until healed or until 2d6 full turns pass. If a character's death
is prevented by binding hiswounds or hedling him, the character is completely helpless
for at least 24 hours.

It is dangerous to leave characters at a negative hit point total for long. Each day that a
character begins with negative hit points, roll ad10 and compare it with the absolute
vaue of the character's hit points (in other words, take into account only the numerica
vaue of the hit points, ignoring the negative Sgn). If the dieroll islessthan this
numerical score, the character loses 1d4 additiona hit points. This additiond loss of hit
points can be avoided if someone with the hedling proficiency isthere to tend to the
patient, or if curative magic is used.

For example, Gorathan the Unlucky was badly mauled by a dire wolf and reduced to —
5 hit points. His companions bound hiswounds, but no clerics or proficient healers were



near by, so Gorathan didn't recover any hit points. The next day, a d10 isrolled to seeif
he worsens or not. If theroll isa 4 or less (which islessthan the"5" of Gorathan's -5 hit
points), Gorathan loses 1d4 additional hit points. If theroll isa 5 or better, Gorathan
recovers hit points normally for a day of bed rest. If Gorathan has some bad rolls, he
might not make it.

Weapon Typevs. Armor Type

Some wegpons have an innate advantage againgt certain types of armor. In the Middle
Ages, hundreds of weapons were designed for the purpose of penetrating heavy armor.
Wegpon types and armor types are explored in more detail in Chapter Seven.

FiringIntoaMelee

Throughout the ages, friendly fire has been asignificant threst on the baitlefied. In the
Player's Option combat system, the shorter combat round means that archers can't wait to
pick and choose their shots. They haveto fire or hold their firein an instant.

A medeeisdefined as any Stuation in which one cresture threatens another. Firing or
throwing missiles a ether of the two engaged creatures requires the shooter to roll to see
which figure he actudly attacks. All creatures that are threatened or threatening one
another in the same group are included, so the archer is guaranteed of at least firing a the
right engagement.

To determine the actual target, assign each Man-sized target 1 point on adie. Smdl-
Szed targets get 1/2 a point, Large targets 2 points, Huge targets 4 points, and
Gargantuan targets 6 points.

Additional Rules
These rules are specific to the Player's Option combat system.

Higher Ground

If the attacker's waist is higher than his opponent's head, he gains a+1 bonus to his attack
rolls. Stairways, tabletops, and steep dopes may create higher-ground opportunities for a
character in combat. This doesn't apply to colossa crestures such as giants who are
fighting on level ground againgt much shorter characters, nor does it gpply to mounted
characters, they dready get abonus.

Knockdowns

Some creatures can sSmash their opponents to the ground with raw strength or heavy
weagponry. Knockdowns are based on the size of the attacker's wegpon compared to the
Sze of the defender.

Every wegpon (including monster attacks) is assigned a knockdown die that isrolled
when a hit is scored. Light weapons have a smdl die, while heavy wegpons use ad10 or
d12 for knockdowns. The size of the target determines what roll isrequired for a
knockdown.

Target Sze Knockdown Roall
T 3
S 5
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Don't confuse the knockdown die with the actud damage caused by the hit; they are
two different things. It isalittle quicker to rall the knockdown chance adong with the
damage dice, but don't fed like you have to.

Obvioudy, some cregtures are immune to knockdowns. An ochre jelly, black pudding,
or fire lementa can't redly be knocked down, nor could a crocodile or shark in the
water. In addition, some monsters may be unusudly resistant to knockdown effects.

Knockdown Effects. Creatures who suffer a knockdown must roll a successful saving
throw vs. death or be knocked prone. The victim can stland up by forfeting a half-move
or an atack. If he has dready completed his actions for the round, he has to wait until
next round to stand up. Refer to Sitting, Kneding, and Prone above for more information
about being on the ground.

Any character or cresture armed with aloaded and cocked crossbow or firearm that is
knocked down must roll a successful saving throw vs. paralyzation or accidentdly fire
the weapon.

Monstersand Knockdowns. Monsters who wield weapons can use the knockdown die
gzethat isliged for that wegpon, and then modify the die for their own size. Increase the
die one gep for each Size category larger than Man-sized, or decrease it for each one
under. For example, an ogre iswielding amorningstar, which normally has a knockdown
die of d10. Becausethe ogreis Size L, one size larger than Man-szed, the knockdown
dieincreasesto adl2.

For monsters with natural attacks, choose a weapon that seems close to the attack type
and then modify it for the mongter's Sze. An adult dragon's claws may be like long
swords. A wyvern's sing might be smilar to a spear. Mongters may resist knockdowns
better if they have four or more legs, are exceptiondly dense or low-built, or seem
generdly tougher than normd.

Critical Hits
Although critical hits are mentioned in the core AD& D rules as an option, this system
works differently than any provided there. A critica hit may occur when a character rolls
exceptiondly wdl during his attack. The attack roll must be anaturd 18 or higher, and
the roll mugt hit the target by at least 5. A 1g-leve fighter with a THACO of 20 can
achieve acritical againgt an opponent with AC 5, since he can roll a20 and hit imwith 5
to spare, but he can't get acritical against an opponent with AC 4 (or better).
Asabascrule, criticd hitsinflict double damage. However, Chapter Six is devoted to
the topic of critica hits and presents an integrated system that accounts for the strength of
the blow, the location injured, and a dash of luck.
If PCs can get critical hits with greet attack rolls, monsters should be able to as well.
Otherwise, the balance of the game shiftsin favor of the player characters.

The Gray Areas



Opponents who are facing off across squares that are partialy blocked by solid obstacles
may or may not be able to effectively attack one another. For example, two opponents are
facing each other diagonally where awall corner abutts the intersection of their squares.
Half of the people using the Player's Option combat system will argue that they can
attack each other, and hdf of them will argue againgt it. The same problem arises when
consdering whether or not figures can occupy haf squares (like any square that is
bisected by a diagond wall). Some people will argue for such arule, and some will argue
agang it.

The answer to these and other Smilar gray areas of figure placement and movement is,
it doesn't redly matter, aslong as the solution is equitable. If characters can atack around
corners, then so can mongters. If you don't want it to happen, then it doesn't—for
characters or mongters. Neither choice skews the system to favor anyone, so both
solutions are equaly viable. Just decide as a group beforehand how you want to handle
the situation, then stick with it. These kinds of Stuations and conditions are way too
numerous to mention or adjudicate within these pages, but the guidelines set out above
should give the DM and players enough to work with.

Example of Combat Here'sthe scenario: four adventurers are exploring the dungeons
beneath a ruined temple when they encounter a guardroom with six bugbears armed with
morningstars. The heroes are Dain, a dwarf fighter with 13 fatigue points, Pascdl, a
humean paladin with 10 fatigue points, Lyssa, an ven mage with 4 fatigue points, and
Damiar, a hdf-even thief with 6 fatigue points. The bugbears each have 11 fatigue points
(Mongters get 8 points plustheir Hit Dice, in this case 3+1). None of the members of
either group are consdered encumbered.

No oneis surprised, so the DM places the bugbears in their room and tells the players
to arrange their heroes in the doorway. Since Damiar opened the door, the DM decides
that Damiar must be in front, even though Dain usudly takes point in the marching order.



Diagram 6

Opening Positions

Round One

Firgt, the DM decides what the bugbears are going to do. The two on the flanks move to
take cover, the one in the middle flips the table for cover, his companions close for
combat, and the last bugbear is ill getting out of bed and decidesto wait and see what
happens. Now the DM asks each of the players what their characters will do:

Damiar: "I'll shoot at the nearest bugbear."

Pascal: "Bugbears? We can take them. I'll close for an attack!”

Lyssa: "I'll throw a sleep spell.”

Dain: "There might be more of 'emaround. I'll cover the hallway with my crossbow."

Everyone has declared an action, so it'stimeto rall initiative. The DM rollsab, but the
players best him with aroll of 3. Now, the DM begins with very fast actions and starts
working through the round.

DM: "Okay, nobody's very fast this round. You guys won initiative, so who's fast?"

Lyssa: "My sleep spell'sfast.”

Pascal: "I start moving."

DM: "Where do you want to center your spell, Lyssa?"

Damiar: "Don't catch uswith it!"

Lyssa: "I'll center it on the bugbear in the middle of the room." (Rolls effect) "My spell
affects 5 Hit Dice of bugbears."



DM: "Sorry, that's only one. He's out."

Pascal: "I'mmoving! I'll jump on the table in front of them."

DM: "No problem. You threaten the bugbear, and he threatens you. Don't forget to
mark a fatigue point off. That'sit for fast. Let's go on to average actions.”

The bugbear's base initiative is average, but the players won initiative and get to
resolve their average actions first. Pascal is wiglding an average-speed long sword.

Damiar: "My first bowshot isaverage. | rolled a 20! Isthat a critical hit?"

Damiar's adjusted THACO with hislongbow isa 16, so he hit an AC —4 with hisroll of
20. The bugbears are only AC 5, s0 he eadily hits the bugbear with a good enough roll to
criticdly hit the mongter. The basic critical ruleis double damage dice, but the DM could
use the critica hit rulesin Chapter Six if he wanted to. With doubled damage, Damiar
rolls 2d8 for his sheaf arrow and tags the bugbear for 15 points of damage, dropping it
with one shot!

The two bugbears moving under cover begin their moves now. The last bugbear meets
Pascd. Pascd gets her attack first, but even with a+1 bonus for height advantage, she
misses. Her opponent misses her as well. Damiar uses his second bow shot and fires at a
bugbear usng cover, missing by amile.

At the end of the round, Pascd and Damiar have each used two points of fatigue,
while Dain and Lyssa have used none. The two bugbears that took cover have each used
one, while the one locked in combat has used two. There are no retregts, but the DM
decides that a morae check isin order since the bugbears have seen two of their fellows
knocked out of action. The bugbears pass the check, and the round is over.



Diagram 7

Round Two

The DM decides that the two bugbears on the flanks remain under cover this round and
guard. The bugbear engaging Pasca decides to take a haf-move and attack, looking to
open the range and take advantage of itslonger reach. The last bugbear will move up to
join the fight and engage Pascdl. The players date their actions.

Pascal: "I'll stand my ground and attack.”

Lyssa: "I'm going to move into the roomto find a place to cast my next spell.”

Damiar: "I'll try and shoot at the bugbear hiding around the corner. Maybe I'll get
lucky."

Dain: "You guys are doing okay without me. I'll keep covering this hallway."

DM: "Roall initiative, everybody."

The playerswin initiative again, rolling a 1. This accelerates their actions by a phase.
In the very fast phase, Lyssa moves into the room. Thistime, Pascd's average sword
attack becomes afast action, as does Damiar's bow shot. Pasca misses her bugbear, but
Damiar rolls another 20!

Thistime, Damiar's 20 isnot a critica hit. The DM rules that the bugbear is under
75% cover, s0 it has a 7-point bonus to its Armor Class, making it effectively AC —2.
Since Damiar's adjusted THACO isa 16, he only hit by 2, and he needed to hit by 5 to get



another critica hit. The bugbear iswounded but till has some fight Ieft init.

In the average phase, Damiar fires his second arrow but misses. Findly, the bugbears
can begin to move. The bugbear that is threastened by Pasca backs away, provoking an
attack of opportunity. Pasca rolls her free attack but misses. The last bugbear closesto
within two spaces. Since the bugbears are Large creatures armed with wegpons, they can
still reach Pascdl.

DM: "We're up to slow actions, and the two bugbears fighting Pascal get to make their
attacks." (Rolls two attacks.) "You're lucky, they both missed. At the end of the round,
nobody hasto retreat. Everybody keep track of how many fatigue points you've used.
Pascal, you used up two again this turn, due to your attack of opportunity.”

Pascal: "Don't the bugbears have to make another morale check?"

DM: "No, nothing's changed since the last one."

At this point, Pascal has 6 fatigue points left, Damiar 2, and Lyssa 3, while Dain is dill at
his full amount, Since he hasnt moved or fought. The bugbears attacking Pascal have 7
and 9, respectively, while the two taking cover dill have 10 each.

Diagram 8

Second Round Moves

Round Three

The DM smilesto himsdf—the bugbears have maneuvered the heroes right where they
want them. The two bugbears fighting Pasca can guard, getting the firgt attack againgt
the paadin because of their longer range. The two bugbears hiding behind the room's
corners will move forward to engage Pasca's flank and Lyssa. The DM asksthe players
to Sate their actions for the round:



Pascal: "I'll move up and attack again."

Lyssa: "Cast acid arrow at the bugbear hiding in the corner there."

Damiar: "Keep firing!"

Dain: "I'll move and take a shot at a bugbear. Nothing's coming down this hallway."

Theinitiaive roll iswon by the players again, beating the bugbearswith a 2. There are
no very fast actions this round.

In the fast phase, Pasca moves up to threaten the bugbears facing her, but they both
get attacks since they were guarding and out-ranged her. One bugbear misses, but the
other hits for 5 points of damage and aroll for aknockdown. A morningster is rated asa
d10 for knockdowns, and since the bugbear is a Large creature, that is stepped up to a
d12. It takesa 7 to knock down a Man-sized creature, and the Bugbear rollsa 9. Success!
Pascdl rolls asaving throw vs. paralyzation and fails. She is on the ground and has to use
this round to stand up again.

Lyssas el isagain fast. She throws Mdf's acid arrow at the bugbear previoudy
wounded by Damiar and hitsit for 8 points of damage. Dain takes a hdf-move and steps
into the doorway beside Damiar.

On the average phase, Damiar fires hisfirst arrow of the round and misses. Pascal
would have attacked this round, but decides to sland up again. The bugbears hiding
around the corners move up to threaten Pascal and Lyssa.

Pascal: "Sure, now they break cover since | got knocked down."

DM: "You didn't think those two bugbears were going to stay out of the way forever,
did you?"

Lyssa: "We'rein trouble."

DM: "We're up to slow actions now. Dain and Damiar have shots, if they want to take
them. You'll be shooting into a melee now, since there aren't any bugbears clear of the
fight."

Damiar: "I'll take my chances.”

Dain: "Me, too!"

Lyssa: "Hey, you could hit us!"

Dain (shrugging): "So? You can take it."

There are three bugbears who are threatening Pascal. Using the Firing into aMelee
rules, the DM determines that ad8 roll should be used to resolve who becomes the target.
(The three bugbears are Large and count for 2 each, and Pascal countsfor 1 target. An 8
result will be rerolled.) Damiar and Dain are lucky—the target rolls end up being
bugbears. Unfortunately, both characters misswith their attacks.

The two bugbears who moved in this round get to attack in their haf of the dow
phase. One attacks Pascal, and the other attacks Lyssa. Pascdl is hit again for 5 more
points of damage, but this time she isn't knocked down. Lyssa gets clobbered for 6 points
of damage and begins to consder a strategic withdrawal.

At the end of the round, everyone marks off their fatigue points. Pascal loses two
more, as do Dain and Damiar, but Lyssa cast aspdl and loses none. The bugbears who
broke cover and attacked Lyssa and Pasca |ose two, but the others who were already



engaged only lose one each.

Since Pascal was hit without hitting her opponents, the bugbears can force her to
retreat. She is driven back one square, but the bugbears hold their ground to keep their
reach advantage. The continuing damage from the Méf's acid arrow spell doesn't begin
until next round, since Lyssajust cast the spell this round.

Diagram 9

Round Four

In the next round, the heroes get allittle lucky. Pascal downs one of her attackerswith a
criticd hit, and Dain covers Lyssas withdrawa and inflicts serious damage againgt the
bugbear who had injured the mage. Ancther bugbear fals when the Mdf's acid arrow
finishesit off a the end of the round. With two more down, the DM rules that the
survivors choose afighting withdrawal, and the heroes | et the bugbears retrest.

Chapter Two:
Combat Options

Even the greenest recruits have more options in combat than to stand in one place and
swing at opponents over and over again. This chapter coverstactics, options, and styles
of fighting that are available to anyone on a battlefield. Battles aren't just amatter of who
gets the lucky rolls now; smart characters can make their own luck by using sound tactics
and common sensein the thick of the fight.

There are five parts to this chapter. Thefird is Battle Tactics; it covers common tactics



for fighting a battle, induding shield walls, pike hedges, and mounted charges. Attack
Options discusses different ways to use a character's attack to achieve specific results.
Fighting Styles, Dueling, and Heroic Frays discuss the various tactics of personal combat
and how characters can employ them to their advantage.

Does This Belong in My Campaign? Battle Tactics relies heavily on the Player's
Option combat system, presented in Chapter One. Although the basic concepts are il
sound, you won't see much game benefit to these strategies unless you are resolving
battles with the combat system.

The other four parts of this chapter—Attack Options, Fighting Styles, Duding, and
Brawling—can dl be incorporated into existing campaigns together or independently.
They do not require the combat system to be used in your campaign. Theinformation in
this chapter replaces the rdated topicsin The Compl ete Fighter's Handbook.

Battle Tactics Over thousands of years, the tactics of battle have changed many times.
Innovations of equipment and maneuver often gave armies domination of their world.
Alexander's phalanxes of spearmen were nearly unstoppable. Pikes and bows brought
about the end of the knight's battlefield supremacy long before firearms were effective
weapons.

Some of these same tactics can be used to good effect by player characters and their
opponents. Even the most foolhardy barbarian should think twice before charging a band
of orcs who have formed a spear-hedge to receive his attack.

Shield Wall

In Chapter One, we described how figures can crowd together in close order, placing two
Manszed crestures in asingle space. If the creatures stay dong an even linein close
order, they can form ashield wal by overlgpping their shields. The shields must be
medium or kite shields. Fighting with ashield wall has severa bendfits.

VersusMissiles

All members of the shield wal and any allies behind it are considered to be behind 50%
cover (—4 AC bonus) versus missile fire. Shield walls block lines of fire indoors or
underground, so in dungeon settings any dlies behind the wall can't be targeted by hodtile
misslefire. The cregtures actudly forming the shield wall can ill be struck, however.

VersusMelee

Since the members of thewadl are in close order, shield walls dlow them to concentrate
their fighting power. They are dso good for controling enemy movement, especidly in
narrow areas such as dungeon corridors. Because the shields overlap, al members of the
wall gain a—1 bonus to their Armor Class.

Crestures forming a shield wal must be of the same size or the wal won't work. In
addition, they have to move together if they want to stay linked. A shild wal can only
take a half-move without bresking apart.

Cregturesin ashidd wall are dightly limited in their choice of armament. They can
fight only with one-handed wespons since they're using a shidd in the other hand. If they



use adashing or bludgeoning (Type S or B) weapon, they suffer a—2 pendty to attack
rolls unless the weapon is a smaller Size category than they are, because the close order
interferes with the weapon's swing. Piercing (Type P) wegpons aren't affected by close
order.

As an example, a human barbarian (size M) forms a shield wall with his companions.
He can use his short sword (Type S, size S) or spear (Type P, size M) without penalty, but
if he fights with his battle axe (Type S, size M) he suffers a —2 penalty to his attack rolls
because he's so close to his allies.

Another excdlent tactic for shidd walsisto place long-range polearm wielders
immediately behind the shield wal. Since the polearms can reach over the shield line,
enemies can be exposed to severa attacks at once when they close to melee range. Using
apolearm over afriend creates a—2 penalty to attack rolls, however.

Spear Hedges
Spear or pike hedges are extremdly effective againg creatures trying to close in for
melee. Swiss pike formations could defeat the most powerful mounted charges and could
cut through many foot troops as well. Hedges don't have to be formed in close order, but
they're more effective if they are. Hedges can be made doubly dangerous by adding an
extrarank of spearmen or pikemen to create a defense in depth againgt an enemy's
approach.

To form aspear hedge, characters need to stand side-by-sidein an even line. A second



rank can form up behind the firgt rank and attack over the front rank with a—2 pendlty to
attack rolls. If the polearm is arange-only weapon, such as a pike, then the pendty does
not apply. If the troops are equipped with range 3 wegpons, a third rank can be added
behind the second rank.

Spear hedges are mogt effective when al characters choose the guard action, since any
foe foolish enough to approach could be subjected to as many as 6 attacks before he
could gtrike back. Spear hedges can only make half-moves and gtill remain together.

Like shidd walls, spear hedges can be extremdy effective in limited areas where
opponents can't flank them.

Diagram 11:
Pike Hedge
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forming the hedge in close order.

Mounted Charge

One of the most spectacular battle maneuversis acavary charge. There are no specid
congderations or formations necessary for amounted charge; asingle knight on
horseback can use this tactic.

The mounted charge againgt foot troops gives the charging character a+2 bonus on his
attack for charging and a+1 bonus for being mounted. If he's armed with alance, he
inflicts double damage if he hits. In addition, the lance's superior range may dlow him to
strike before the defender has a chance to attack.

The charging character can aso use his mount to move through enemy figures, possbly
knocking them down or trampling them. A line of armored knights can literdly ride
down infantrymen, athough they'll provoke attacks of opportunity once they get into the
press. Still, theinitial shock of such a charge can decimate most infantry formations.

A great defense againgt the mounted charge is misslefire a the mounts. Usudly, the



horses are easier to hit than the riders. Any time amount is injured, the rider must make a
riding check (or roll a successful saving throw vs. paralyzation) to keep contral of the
animd. The riders of any animas following the injured mount must aso makeriding
checks or be stopped by the downed animal.

Archery from Horseback

Archers on horseback are very effective againgt foot troops without missle wegpons. (If
the character on foot has a weapon to reply to the horse archer'sfire, it's a different sory.)
Wegpons suitable for use while mounted include short bows, composite short bows, hand
crossbows, light crossbows, and size Sfirearms.

If the archer remains ill (takes a no-move action), hisrate of fire and range modifiers
are unaffected by his mount. If he rides a half-move, hisrate of fireisreduced by one
category and he suffers a—2 pendty to his attack rolls. If his mount takes afull move, his
rate of fireis reduced as above, and he suffers a—4 pendty to his attack rolls. These
penalties can be reduced by expertise in mounted archery; refer to Chapter Four for more
informetion.

The best way to exploit the archer's mobility isto galop in for around of fire and then
retreat when the foot troops try to respond. Thistactica system was one of the most
successful ever devised, and for atime rendered infantry nearly obsolete.

Attack Options Heroic swordsmen don't just stand till and hack at their opponents;
they dash back and forth, trading parries and ripostes with skill and agility. A grest way
to add excitement and flavor to your beattlesisto alow PCs the chance to try flashy
maneuvers or specid tactics againgt their dastardly foes.

In amelee, characters can choose any number of tactics instead of asimple strike or
thrust. The following attack options are available to any character proficient with the
wegpon heisusng:

Block Pullftrip

Called shot Sap

Disarm Shidd-punch
Grab Shidd-rush
Overbear Unarmed attack
An Unhorse
Specia weapon maneuver

TheOpposed Roall

Many of the attack options described below use a game mechanic known as an opposed
roll. In an opposed roll, whoever comes closest to their success number without going
past it wins the contest.

For example, two characterswrestling for control of one sword could be required to
make opposed Srength checks to see who gets the weapon. The character with the
highest d20 roll that doesn't exceed his Srength score wins the contest.

Because the goa of an opposed rall isto come as close to missing as possible without



doing it, attack rolls are won by the character with the lowest roll that doesn't go under
their required to-hit number, and ability checks are won by the character with the highest
roll that doesn't exceed his ability score. Ties extend the contest one round, unless stated
otherwise.

Block

A character can declare that sheis using one of her attacks to block an opponent's strike.
Blocking isahard parry with aweapon that deflects an opponent's attack. Any wegpon
except rope-like things such as nets, lassoes, or dings can be used to block.

When a character triesto block an attack, she makes anorma attack roll against AC 4.
Her opponent makes anormd attack roll againgt her Armor Class. The strikeis blocked if
the character succeeds with alower roll than her enemy succeeded with. If the attacker
failed anyway, it'samiss no maiter what the blocking character rolled. If the blocking
character failed but her attacker succeeded, it's a hit despite the block attempt.

For example, Arweth is a 5th-level fighter with an adjusted THACO of 14 with her long
sword. Sheisfighting a hill giant with a THACO of 9. Arweth decides to use an attack to
block the hill giant's next strike. She rolls a 15 and succeeds with her roll. The hill giant
rollsa 12; Arweth is AC 1, so the giant succeeds, too. Hisroll of 12 islower than her 15,
so Arweth's block fails.

If the character announces her block before initiative is rolled, she can block an attack
even if it beats her action phase. If she decides to wait, she can only block attacks in her
action phese or later.

Blocking is an excdllent tactic for characters with multiple attacks to use against
characters or monsters with only one attack. A rapier specidist with amain-gauchein her
off hand can use her off-hand weapon or one of the rapier attacks to block while using the
rest of her atacks offensvely.

Called Shot

A cdled shot isan attack at a specific location on the target. For example, acaled shot
can be used to attack the head of an enemy who isn't wearing a helm, the unarmored legs
of a character wearing only abreastplate, or the special weakness of a monster with an
Achilles hed.

Cdled shots have to be announced before the attack roll is made. When the called shot
is announced, the character's action phase is delayed by one category; a bowshot that
would normaly be in the average phase becomes adow action if the archer decidesto
make a caled shat. If you're not playing with the initiative system described in Chapter
One, assume cdled shotsrecelve a +1 initiative pendty.

Cdled shots normdly present the attacker with a—4 pendty on his attack rall, but the
DM can modify this for the circumstances. If the target is surprised or not expecting the
attack, the called shot modifier may not apply at al. On the other hand, a particularly
difficult caled shat (stabbing an enemy through the eyedit of hisvisor, for example) may
inflict a—6 or even a—8 pendlty to the attack roll. Cdled shots are disrupted if the
character attempting it suffers aknockdown.

Although cdled shots are normaly most useful for specia combat effects, like



breaking a besker of acid in an evil wizard's hand, they can aso be useful against
partidly unarmored opponents. An enemy in full plate mail with no helmet hasan AC 10
head; it's easier to make the caled shot with a—4 penalty againgt that AC 10 than to
swing at the enemy'snorma AC of 1. If acadled shot is used to strike a pecific body
areaand reaultsin acritical hit, ignore the location die of the criticad hit roll and just roll
the effect for the area struck. (See Chapter Six for more information on critical hits))

Cdled shots can dso be used to fire missile wegpons into a melee without the risk of
hitting an dly. If the cdled shot misses, no one dseisin danger of being hit by the
missle

Asan optiond rule, the DM may dlow called shots to be used to force an automatic
retreat or knockdown effect, rather than inflict damage.

Disarm

There are two types of disarming maneuvers, offensve and defensve, and they both
work essentially the same way. A character who wishes to use either type of dissrm must
dlocate one of his attacks for the round to the feat. If the disarm isadefensve one, it is
resolved before the attacker rollsto hit. A disarm works very much like a block, but the
character attempting the disarm must roll againgt AC 0, while the intended victim of the
disam il rollsagaing an AC 4.

Anyoneinvolved in adisarm that is usng a two-handed weapon receives a 4-point
bonus to the target Armor Class for the purposes of the opposed rall. It'simpossible to
disarm aweapon two sizes larger than your own, so afighter with a dagger cant try to
disarm a mage with a quartergtaff. Disarming can occur using amissile weapon, but the
missles Szeisthe factor used to determine whether or not the attempt can succeed, not
the wegpon firing the missile

For example, Dain the dwarf warrior is fighting a human sellsword named Torath.
Dain announces before initiative that he will use one of his attacks for a defensive disarm
on Torath's attack that round. Before Torath attacks, he makes an opposed roll against
AC 4 while Dainrollsagainst AC 0. Torath's THACO is 17 and Dain'sis 13. Torath rolls
a 15, good enough to hit AC 4, while Dain rolls a 12, not quite enough to hit AC 0.
Torath avoids Dain's disarm attempt and proceeds normally with his attack roll.

If Dain had been wielding a two-handed axe, his roll would also have been against AC
4 (the 4-point bonus to AC 0), and his 12 would have been good enough to hit. Snce his
12 was lower than Torath's 15, Dain would have won the opposed roll and disarmed
Torath.

Defensve dissms work just like blocks for initiative; if announced before theroll,
they can be attempted againgt attacks that beat the character's action phase. Otherwise,
they can only be used on the character's action phase or later in the round. Offensive
disarmswork like called shots;, when announced, they delay the character's action phase
by one step. The intent to disarm has to be announced before any rolls are made.

When awegpon isdisarmed, it falls 1-10 feet away (1d3—1 squares) in arandom
direction. Recovering a disarmed weapon requires a haf-move. A disarmed character can
be immediately covered if the attacker has an attack remaining in the round.

Disarmswork best againgt low-leve opponents who don't have good THACOs, since



it's difficult for them to make their opposed rolls.

Grab

Characters can grab wegpons or important items away from their opponents. If the
character wants to grab his opponent directly, he should consider it awrestling attack and
resolve it as unarmed combat; see Chapter Five. A character has to have a hand free to
grab; if both hands are full, he's got to drop something in order to attempt the grab. (Two-
handed weapons can be held in just one hand, but the character can't attack thisway.) The
attacker must announce the grab attempt before he makes his attack roll.

Trying to grab an enemy's possessions while he threatens you is a bad idea; the
defender receives an immediate attack of opportunity against the grabber.

Generaly, the grab attempt works the same way a disarm attempt does. The character
atempting to grab an item must make an opposed roll against AC 0 while the intended
victim rolls against AC 4. The DM may assign certain pendties to the character
attempting the grab, depending on circumstances; grabbing atiny ring on someone's
finger might incur a—8 penalty to the target Armor Class for the grabbing character. If
the opposed roll resultsin atie, the item may be dropped or broken at the DM's
discretion.

For example, Euserio the Bold is behind the evil wizard Warjo and decidesto grab
Warjo's wand of lightning. There's no attack of opportunity, since the hero wasn't
threatened by Warjo. The DM rules that there is no penalty to Euserio's attempt, since
Warjo hasthe wand in his hand and isn't paying Euserio any attention. Euserio and
Warjo make the opposed roll, Euserio against AC 0, Warjo against AC 4. Euserio's
THACO isa 16, while poor Warjo'sis still a 20. Euserio scores a hit with aroll of 18,
while Warjo rollsa 12 and misses, so Euserio gets his hands on the wand.

Once the grabbing character succeeds in grasping the item, the opponents must wrestle
for control of it using opposed Strength checks. If a character only grabs (or was
origindly holding) the item with one hand, then his Strength is reduced by 3 points.

Continuing our example, Euserio and Warjo now struggle for control of the wand,
making opposing Strength checks. Euserio's 17 Srength is reduced to an effective 14
because he only got one hand on the wand, and Warjo's 13 becomes a 10. Euserio makes
his Srength check with a 6, but Warjo rollsa 9 and wins, jerking the wand away!
Wonder what he'll do with it next round?

Overbear

The best attack againgt awarrior of heroic prowess is often asmple rush. Overbearing is
acommon tactic when severa creatures are confronting alone enemy who can cut them
to pieces one a atime. Overbearing attackers throw themsalves at their opponent, using
whatever holds they can find to get him on the ground and restrain him.

Overbearing is hazardous; the defender gets an attack of opportunity againg any
attacker he threatens (up to the limitsimposed in Chapter One). It can take a concerted
rush of adozen or more to get through a high-leve fighter's guard. Overbearing is trested
as an unarmed attack, and is resolved on the base initiative of the dowest attacker in the



pile.

The overbearing force resolves the attack by making a single attack roll at the THACO
of their best member. The attackers get a+1 bonusto hit for each additiond attacker. The
attack is made againgt the defender's natural Armor Class (AC 10 for most PCs), only
counting magica and Dexterity adjusments—a man in plate mal isjust as vulnerable to
being pulled down as aman in leather armor.

If the attackers hit, they must make an opposed Strength check againgt the defender to
seeif they drag him down or not. Use the Strength of the largest attacker, and apply the
following modifiers

4-point bonus or penalty per sze difference of the largest attacker versusthe
defender;

+1 per additiona attacker;

—4 if defender has more than two legs.

Mongters can be assumed to have a Strength of 31/2 points per size category (3 for
Tiny, 7 for Smdl, 10 for Man-9zed, 14 for Large, etc.) plusther Hit Dice. If the
defender wins the Strength check, he keeps his feet and shrugs off the attack. If the
attackers win, the defender is knocked down. The defender can be pinned and restrained
if he is successfully overborne again in the next round.

For example, six kobolds are fighting Alvoth, a human knight. The monsters decide to
use their numbers against Alvoth and overbear him. Alvoth kills one of the koboldsin an

attack of opportunity as the monsters close, but the other five try to overbear anyway.
Alvoth is normally AC 0, but his chain mail and shield don't help him here, only his

Dexterity of 18. The kobolds attack against an AC of 6, with a +1 bonus to hit since they

outnumber him.

The kobolds score a hit, so Alvoth engages in a Strength contest to keep his feet.
Kobolds should have a Srength score of 7 based on the formula above (31/2¥2 for
Small). However, their effective Srength isincreased to an 11 due to their numbers (4

extra kobolds). Alvoth has a Strength of 17 and rolls a 9, making his Strength check. The

koboldsroll an 11, just making their check with a higher roll and winning the contest.
Alvoth goes down beneath the brutes' rush.

As an option, a saving throw vs. pardyzation can be substituted for the opposed
Strength checks. Thisworks alittle faster, but it's not as accurate as the system described
above.

Pull/Trip

A good tactic against moving enemies or characters who aren't paying atentionisatrip
or tangling maneuver. To pull or trip an opponent, the character must be armed with a
wegpon that has the ability to snare someone's legs. The following wegpons dl qudify:
bill, bola, bow, light or heavy crossbow, horseman'sflail, harpoon, javelin, khopesh,
lasso, mancatcher, net, footman's or horseman's pick, any polearm, quarterstaff, scourge,
spear, daff ding, and whip. These wegpons feature long, staff-like pieces, chains or
ropes, or heads that can catch and pull an enemy'slegs out from under him.



To pull or trip an enemy, the character makes anorma attack roll. If he hits, he makes
an opposed roll of his Strength againgt the defender's Dexterity or Strength, whichever is
better. If the attacker wins, the defender is knocked down. If the defender wins or if both
fal, the attack fails. If theroll isatie, they both fal down.

For purposes of this maneuver, amonster's normal movement rate can be considered
its Dexterity score. Its Strength is equd to 31/2 points per size plusits Hit Dice. There are
severd modifiers that apply to the attacker's Strength, however:

4-point bonus or penalty per sze difference of the attacker versus the defender;
—2 to atacker's Strength if the target has four legs or more;

+3 if the defender was unaware of the pull or trip attack;

—6 if the defender was Stationary.

For example, Alvoth iswaiting in ambush for the king's messenger to come galloping
down a wooded lane. He decides to use his halberd to trip the horse when it comes by. If
he hits, he'll use his Srength against the horse's move of 18. Alvoth's Srength is modified
by —4 for the size difference and —2 for the horse's extra legs, but +3 because heis
hiding, so his 17 Strength is an effective 14 for purposes of tripping the horse.

Optionally, the opposed roll can be replaced by a smple saving throw vs. pardyzation.
It's not as accurate, but it may be more convenient for the DM and players to remember.

Sap
Sapping is an attempt to knock out an opponent by striking with the flat of the blade or

dugging him from behind with a surdy sword-hilt. It doesn't work very well againgt
characters or monsters that are expecting it; any character attempting to sap a creature
that threatens her provokes an attack of opportunity for the defender. Hand-held weapons
and thrown weapons may be used in sap attempts.

A spisatype of cdled shot; it has a one-phase initiative pendty, and the attacker has
a—4 pendty to hit. The pendty increases to -8 if the defender is wearing some kind of
helmet. Only Small or Medium creatures can be sapped; Large monsters can't be knocked
out like this.

If the attacker scores a hit, she may knock out her opponent. There is a 5% chance per
point of damage of knocking out the victim, up to amaximum of 40%. Thus, if the sapper
inflicts 5 points of damage, she has a 25% chance of knocking out her opponent. Sapping
damage islike unarmed combat damage; 25% isred and the rest istemporary. Naturdly,
if her damage roll exceedsthe victim's hit points, he's knocked out anyway.

The knockout chance increases to 10% per point of damage (max 80%) if thevictim is
surprised, adeep, restrained, or magically held in some way. Sapped characters remain
unconcious for 3d10 full rounds.

Shidd-Punch

Any character equipped with a shield can choose to forego its protection and gain an
extra atack known as a shield- punch. The shidd-punch is treated as a norma, secondary
wegpon attack; the primary wegpon suffers a—2 penalty to attack rolls that round and the
shidd-punch attack is rolled with a—4 pendlty. A character may use hisreaction



adjustment due to a high Dexterity score to offset these pendties. Alternatively, the
character can substitute his normd attack for ashield punch, with no penalties.

The exact characterigtics (i.e., damage and speed) of each type of shield are noted on
page 51. If the character is trying a shield- punch, he must announce his intention while
declaring his combat action and forfeits the defensive benefit of the shidd for the round.
The character moves into the square of his opponent on his base initiative, then executes
the shidd punch and backs out into his own square again on the following initiative
phase.

Shidd-Rush

The shidd-rush is an attempt to knock someone down by running into them with your
shield. The character must have 10 feet (2 spaces) of running room to make an effective
shidd-rush. Making ashidd-rush is treated as a charge attack for purposes of guarding
characters with set spears.

When the character makes a shield-rush, he makes anorma attack againgt his enemy's
AC. Some shidlds may provide modifiers or bonuses to the rush; refer to Chapter Seven.
After ashidd has been used for arush, it provides no AC bonus for the rest of the round
for its bearer. Making a shield-rush aso costs the character anormal attack, but it isn't
considered an off-hand wegpon like a shield-punch.

If the shidd-bearer hits with his attack, he makes an opposed Strength roll againgt his
opponent to seeif he knocks him down. The loser of the opposed roll falls down; if both
charactersfail their Strength ralls, they both fal down. The following modifiers gpply to
the attacker's Strength score:

4-point bonus or pendty for each sze difference of the attacker versus the defender;
+3 if the defender was unaware of the shidd-rush;
—2 if the defender has four legs or more.

As noted before, monsters can be assumed to have a Strength of 31/2 per Size category
plustheir Hit Dice. Instead of an opposed roll, the DM can subdtitute a saving throw vs.
pardyzation for the defender to savetime.

If the shidd- rusher misses with his attack roll, he must roll a successful Dexterity
check to stay on his feet as he rushes past histarget. If hefails, he fadls down.

Shidld Punch

Shidd Type Sze Speed Reach Damage Knockdown
Smal S Fa(2) 1 1d3 de

Medium M Av (6) 1 1d4 ds

Large L SHE) 1 1d6 d10

Shield Rush

Shidd Type Sze Speed Reach Damage Knockdown**
Smal S Base* 1 1d3 0
Medium M Base* 1 1d4 +1

Large L Base* 1 1d6 +3



* A Shidd Rush is performed in the attacker's base initiative phase.

** The knockdown bonusis used during the opposed Strength check that takes place if

the attack hits (see Chapter Two, page 46). If the character's Strength check succeeds, add
the listed number to the roll before the two rolls are compared.

Specia Weapon Maneuver
Severd weapons have specid properties that can be used to greet effect by a skilled
wielder. The bolas, chain, harpoon, lasso, mancatcher, and net al have specid effects that
can be used against opponents. The exact nature of each weagpon's specid maneuver is
discussed in Chapter Seven.

Generdly, using a specia wegpon maneuver requires a caled shot that delays the
wielder's action phase by one step and gives him a—4 pendty on his attack roll.

Trap

It's possible to use your wegpon or shield to pin your enemy's wegpon againgt his body or
to trap the wegpon on your own sword- hilt or wegpon haft. This maneuver isknown asa
trap. Traps are much like blocks; the character can get a chance to trap an attack that
comes before his action phase by declaring the trap before initiative isrolled, or he can
trgp any attack that comesin his action phase or later without declaring his action
beforehand.

Likewith adisarm, the trap is resolved before the normd attack roll ismade. A
character attempts to trgp an enemy's attack by rolling an opposed attack roll versus AC 0
while his opponent rolls against AC 4. If the trapping character wins the opposed rall, the
wegpon is successfully pinned. Otherwise, the pin fails and the normal attack roll is
made.

Once an enemy's wegpon is trapped, he loses any additiond attacks he could have
made with that wegpon in the current round. At the end of the round, the trapping
character and his victim make opposed Strength rollsto see if the victim can free his
weapon. In each subsequent round, one Strength check is made on the fastest character's
base initiative, and a second one a the end of the round.

A character with atrapped weapon can aways attack with a secondary weapon or
smply abandon the wesgpon that's been caught. The character who performs the trap
cannot use the weapon or shield he's pinning the opponent’s weapon with.

Trapping is an excellent tactic to use againgt an opponent with fewer attacks. It isaso
agood tactic for a two-weapon fighter to use againgt a sngle-wegpon fighter; by
sacrificing one weapon's attacks, he completely stops his opponent's offense. Another
sneaky trick isto have an dly trap atough opponent's wegpon to free up unanswered
flank or rear attacks for a second character. Trgpping is tougher than asmple block, but
worth the effort.

Trap and Break

Some wegpons, such asthe sai or the swordbreaker, are suited for bresking a trapped
enemy wegpon. When aweapon of thistype is used to trap an enemy weapon, the
trapping character can declare an attempt to break the weapon. The trapped character
must roll a successful item saving throw vs. crushing blow for hiswegpon or it breaks;



for metal weapons, thisisa 7 or better on 1d20. The weapon's magical bonus applies.

If the bresk attempt fails, the trapped blade is automaticaly freed. Otherwise, the
weapon is broken. Only swords, knives, or weapons with sword-like components (such as
ahaberd's spike or aglaive) can be broken.

Unarmed Attack
Throwing a punch or trying to get awrestling hold on the enemy is dways alegitimate
attack. As noted in Chapter One, trying to engage an armed opponent in unarmed combat
isrisky; if the armed character threatens the attacker, he gets an immediate attack of
opportunity.

There are severd types of unarmed attacks that can be employed by a character,
including punching, wrestling, martia arts, and overbearing. The various types of
unarmed combat are described in great detail in Chapter Five. Note that a character hasto
have a hand free to punch or wrestle someone.

Unhorse
A mounted enemy can be knocked off his steed by a number of methods. Whenever a
character isin danger of faling off his horse, he must roll a successful riding proficiency
check (or asaving throw vs. pardyzation if he doesn't have the riding proficiency) to
remain in the saddle. If hefails, he's considered to be knocked down and is lying prone
on the ground.

Some ways to unhorse a mounted character include:

Knockdown: Striking a mounted character or the mount hard enough to create a
knockdown chance;

Damage: Striking amounted character for 10 or more hit points of damage;
Pull/Trip: Hitting amounted character or the mount itsalf with a pull/trip attack;
Overbearing: Successfully grappling a mounted character with an overbearing attack
(he may dso be pulled down by losing the opposed Strength check to fight off the
overbearing attempt);

Damage to the Mount: Wounding a mount during the battle (killing the steed dways
unhorses a character, no questions asked).

Fighting Styles There are dmost as many different ways of fighting as there are
fights. Every character and monster has his or her favorite wegpon and preferred means
of attack. Fighting styles are general ways in which a character can equip himself for a
fight and execute his attacks during the bettle.

If acharacter doesn't know afighting style, he can learn it at the cost of a proficiency
dot. Warriors can actudly specidize in fighting styles to gain bonus attacks or defenses;
thisis covered in Chapter Four.

Single Weapon

In angle-weapon style, the character wields a one-handed weapon and leaves his off-
hand empty. There are some disadvantages to this style, in that the character is shorting
himsglf the protection of ashield or the extra offense of a secondary wegpon. However,



sngle-weapon style does leave the character with a hand free for using magicd items,
grabbing, or punching an opponent.

If the Sngle-weapon character makes an off-hand attack, such as a punch or grab, he's
consdered to be fighting with two wegpons. His primary wegpon suffers a—2 pendty to
attack rolls and his secondary attacks suffer a—4 pendty to hit. These pendties are offset
by the character's reaction adjustment for his Dexterity score.

All player characters, regardless of class, know the single-wegpon fighting syle.

Two-handed Weapon
The largest and most damaging wegpons available to PCs are usudly two-handed
weapons. Obvioudy, a character with atwo-handed wegpon is not going to be able to use
ashield or a secondary weapon, but he does have alot of offensive capability.

Many two-handed weapons are polearms and extended-range weapons that provide the
wielder with specid tacticd benefits in addition to their raw damage potential. Note that
a character doesn't have to use both hands just to hold a two-handed weapon; he can hang
on to it with one hand to free up the other for another activity, but he can't attack until he
gets both hands on the weapon again.

Sze and Two-handed Weapons

Generdly, acharacter can use aweapon egqud to his own size in one hand, and aweapon
one Sze larger in two hands. For example, ahafling (3ze S) can use a short sword or
hand axe in one hand, since they're sSize S wegpons, but if he used a broadsword (size M)
hed have to use it two-handed, and there's no way he could use alongbow or halberd.

One- or Two-handed Weapons

Severa weapons can be used as one-handed or two-handed weapons. These include the
bastard sword, harpoon, javelin, spear, long spear, and trident. These weapons
characterigtics change when used two-handed; refer to Chapter Seven.

One-handed Weapons used Two-handed
Severd other weapons are normally one-handed wegpons that can be used two-handed if
the wielder so desires. There's no particular reason to do this, unless the character's too
small to widd the wegpon any other way. These wegpons include the battleaxe, club,
footman'sflall, horseman'sflal, long sword, footman's mace, horseman's mace, morning
gar, footman's pick, horseman's pick, and warhammer.

Warriors, priests, and mages normaly know the two- handed weapon fighting style.

Weapon and Shidd

One of the most common fighting sylesin the AD&D game, this style provides the
character with the defensive benefits of ashidd and il alows a decent offense. In
addition to the AC benfit of the shidd, this style a0 gives the character the attack
options of shield-punch and shidd-rush.

There are two disadvantages to this syle: fird, the character islimited to usng asingle
one-handed wegpon, since his other hand has the shield; secondly, if he wants to quickly
empty ahand, he has to drop his weapon. Most shields are strapped to the character'sarm
and take afull round to remove.



Warriors and priests normaly know the weapon and shield fighting style.

Two Weapon

Not to be confused with the two-handed weapon style, two wegpon style uses aweapon
in each of the character's hands. The advantage of thisis clear: the character either has
more attack power or can use the secondary weapon defensively to block incoming
blows. Another benefit liesin the fact that even if the character |oses awegpon, he's il
armed.

The character can use any one-handed wegpon in his primary hand, but his secondary
wegpon must be a sze smdler than his primary wegpon. Knives and daggers can dways
be used, regardless of the primary weapon's size. The character suffersa—2 pendty to
attacks with the primary wegpon, and a—4 to attacks with the secondary weapon. This
pendty is offset by the character's reaction adjustment for high Dexterity.

Important Note: While the character receives his norma number of attacks for class,
level, and specidization with his primary wegpon, he only receives one additiond attack
with his secondary weapon.

Warriors and rogues know two wegpon fighting style.

Unarmed
Some characters prefer to fight with their fists and feet instead of wegpons and shields.
Generaly, a character can make one wrestling or overbearing attack or two punching
attacks per round. If a character is using aweapon in one hand, he can use his second
hand for an additiond attack, just like fighting in two-weapon style. However, the bare-
handed attack creates an attack of opportunity for the defender if he threatens the
attacker.

All characters can punch or wrestle; it doesn't even require a wegpon proficiency. It's
possible to specidize in unarmed combat and become better at hand-to-hand fighting—
refer to Chapter Five for more information.

Missile or Thrown Weapon

Fighting with missiles or thrown wegpons is an excdllent option, as long as you can keep
your target a arange where you can hit him without being hit. Once an enemy threatens
an archer or dinger, it'sagood ideato either withdraw or change weapons.

Regardless of a character's Size, using a bow, crossbow, ding, blowgun, or firearm a
its normal rate of fire requires both hands. Crossbows and firearms can be loaded with
both hands and then aimed and fired in one hand, if the attacker'sSze is equd to the
weapon's Size or larger. However, heavy crossbows, arquebuses, calivers, and muskets
uffer a—2 pendty to the attack roll if aimed one-handed.

Multiple L oaded Weapons

If acharacter is able to cock and load severa crossbows or ready severd firearms for
firing, he can get saverd shots off very quickly. Aslong as the character has loaded
weapons close a hand, he can triple his normd rate of fire. When he runs out of loaded
wegpons, hell have to resume firing a the norma rate.

Thrown Weapons



Most thrown weapons only require one hand to use; there's no reason why a character
couldn't carry ashield or a second wegpon in his off-hand. A character can't throw
weapons and make amelee attack in the same round—nhe has to choose one or the other.

Size M or larger thrown wegpons can be used in conjunction with a charge attack. The
character performs his charge as normal, but he pulls up short of histarget by 10 to 20
feet and uses his momentum to add to the javelin or axe throw. This attack confersthe
movement and +2 attack bonus of a charge, but the attacker suffers the charge pendlties,
too.

Weapon-Specific Styles
Many speciaized fighting styles and weapon combinations have developed over the
history of persona combat. Some examples of these specia cases include the net and
trident, matched sai, nunchaku or fighting sticks, and the rapier and main-gauche.

The exact benefits of each weapon specific style are described in Chapter Four.
Generdly, these efficient wegpon pairings tend to offset the pendties of fighting in two-
weapon style or provide extra defense when used together.

Duding When two skilled fighters meet in personal combat, their contest runs far
deeper than smple attacks, blocks, or traps. If aboxer dodgesto hisleft when his
opponent throws aright jab, or ducks when his opponent throws abody punch, heé's at a
digtinct disadvantage. The same thing can happen in a melee between two armed
combatants.

The subtle patterns of attack and defense create temporary advantages or
disadvantages for charactersinvolved in aduel. Leaping over alow axe sweep is a greeat
way to avoid getting hit . . . but what if you guessed wrong and your opponent aimed
high? This section presents an optiond set of rules for resolving duels between skilled
warriors.

What's A Duel?

For our purposes, adue is any fight that takes place between a PC and one humanoid
enemy armed with awegpon of some kind. It doesn't begin, though, until the two
combatants have actudly engaged in melee. Don't begin using these rules, including the
gpecid initiative sysem below, until this happens.

Generdly, it's not worth the extratime and effort to use the duding rules unless the
enemy is close to the PC's own skill levd; if the hero can clean the villain's clock within a
round or two, don't bother to use these rules.

Duds are best saved for confrontations with mgor NPC villains. If more than one
character or creature is engaged on either Sde, the fight doesn't count as a duel anymore;
the subtleties of attack and defense are quickly lost when several combatants become
involved. The DM has the authority to declare that aduel has turned into a norma melee
whenever he seesfit.

Initiative

In adud, initiative works differently than it doesin anorma meee. Rall initiative
normally a the beginning of the fight, but disregard any criticad events—thisis a contest
of skill, not luck. The character that wins initiative is called the attacker, and his opponent



becomes the defender.
After thefirst round, duels don't have initiative ralls. Instead, the attacker retains the
initiative until one of the following events occurs.

He chooses a combat action that does not require an attack roll in around;
The defender disarms or traps the attacker's primary weapon;

The attacker is knocked down or forced to retreat by the defender;

The defender overbears, trips, or otherwise grapples the attacker.

When the initidtive shifts, the effects are immediate—if an atacker losestheinitiative
in the fast phase, his opponent is considered to have the iniative in the average, dow, and
very dow phases of that same round, as well as the following round (or at least until the
new attacker losestheinitiative.)

The Duding Plot

Before a dud begins, both of the participants should have a copy of the dueling plot
(provided on the opposite page for you to photocopy). There are two basic parts to the
diagram: the positioning symbols and the attack and defense ligts.

At the beginning of each round of a dud, the attacker and defender both secretly
choose their strategies of attack, defense, and position. The attack and defense forms are
represented by numbers on a concealed dig; the attack form uses ad12 and the defense a
d6. The ligts on the dueling plot indicate which forms are available and what effects and
adjustments apply. The position symbols are used to indicate how the dudist moves
defensively in the round.

To set up amaneuver, each player first takes the defensive die (the d6) and chooses a
defense form, then positionsit in the space desired. Next, an attack form is selected on
the attack die (the d12). Note that not all attack forms are dlowed with every defensive
maneuver. The numbersin the position spaces indicate which attack choices are vdid
with that kind of defensive movement. After dl, it's pretty hard to perform a close attack
on someone when you're leaping back. Finaly, the attack die is positioned where the
dudigt anticipates his opponent will go.
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Attacking in the Right Spot

Anticipating where your opponent will go is an important part of the dud. If you apply
your attack to the exact point that your opponent is moving defensvely, your dudist
gains a+2 bonus to the attack roll. For every direction (ationary, forward or backward,
left or right) and every leve (low, middle, high) that you are off, a 2-point pendty is



applied.

For example, Eusebio isinvolved in a duel with his archnemesis, Darius the
Dastardly. Eusebio's player secretly chooses to step to the left and perform a defensive
block maneuver. At the same time, Eusebio will perform a normal attack, anticipating
that Dariuswill leap back.

Darius, however, decides to tumble forward, making a normal defense and a normal
attack. Snce Eusebio guessed incorrectly two direction places (from back to stationary,
stationary to forward) and two levels (high to medium, medium to low), he will suffer a—
6 penalty to his attack roll (he starts with a +2 bonus, but loses four 2-point penalties for
the four displacements).

Reading an Opponent's Move

After both characters have set their attack pattern, but before they are reveded, one
dudist can attempt to "read” the other's moves. The duelists make an opposed
Intelligence check. Whichever dudist wins has picked up on some telegraphed move by
his opponent. If neither duelist makes a successful check, no pattern reading occurs.
Alterndtively, the dudist who holdsinitiative automatically getsto make a"read.”

In either case, the winner gets to ask about one aspect of his opponent's pattern. He
may choose to ask what kind of attack is coming, what kind of defenseis being used, or
the position of his opponent's defense. Once thisis done, the duelist who has made the
read may adjust one aspect of his own pattern accordingly. If he chooses to change the
position of his attack, then he may only adjust it by one space, ether directiondly or by
one levd.

Continuing our example, Eusebio wins an opposed Intelligence check and questions
Darius's player on the direction Darius intends to move defensively. Upon seeing how
badly he miscal culated, Eusebio decides to adjust his attack from a leap back to a
backpedal, reducing his penalty from a —6 to a —4. Alternatively, he could have chosen to
change his attack style to a wild swing, gaining a +1 bonusto hit, but hisfinal penalty
would have been at 5.

Moving the Figures

After the patterns are established and read, combat is conducted as per the combat system
in Chapter One. If afigure must close to make an attack, the figures are moved
accordingly. At the end of the round, the players must move their figures on the board

one gpace in the direction they chose asthear defensive positioning. In other words, if a
dudlist tumbled forward, that figure moves forward one space.

If for some reason the two figures end up in the same square, an opposed Strength
check is made to see who gains the square and who is pushed back a square. The
combatant who wins the square away's pushes his foe in the opposite direction from
where the winner camein.

Choice of Defense

There are Sx different defenses that a dudling character can choose from when building
his attack pattern for the round. The defenses are:



1 None Thecharacter chooses to use a standard defense, not utilizing any unusua
maneuvers.

2 Weapon Block: The character dlocates an attack for the block maneuver, usng a
weapon to catch one of his opponent's attacks.

3 Defensive Trap: The character dlocates an attack to perform the trap maneuver.
The trap itsdf can be performed with a primary or secondary weapon or even a
shied.

4  Defensive Disarm: The character alocates an attack to perform a defensive
disarm.

5 Shield Block: The character dlocates an attack for the block maneuver, using a
shield to catch one of his opponent's attacks.

6 Parry: The character chooses the combat action parry, making no attacks this
round. Parrying provides the character with abonusto his AC equd to 1/2 his
levd, or 1/2 hislevd plusoneif heisawarrior.

Choice of Attack

Duelists can aso choose one of twelve types of attack:

1

2

W

10

11

Normal Attack: The dudig uses no unusua maneuvers, aImply atempting to

land a normal blow with her weapon.

Shield Punch: The dudig dlocates one of her attacks to performing a shield
punch.

Sap: The dudist attempts to use her attack to knock her opponent unconscious.
Pull/trip: The dudigt tries to use her wegpon to hook or snare her opponent's legs
and pull him off hisfeet. She must dlocate an attack for this option.

Offensive Disar m: The character dlocates an attack to the offensive disarm
option.

Feint: The character triesto draw out her opponent by faking an attack in one
location and then atacking somewhere ese. Thefeint is particularly effective
againg ripostes and disarms, and therefore provides a +1 bonus against those types
of attacks.

Outside Attack: The character triesto attack around her opponent's guard, striking
to the 9de of ashield or a adiding opponent. This maneuver offersa+1 bonus
agang ashield block or adide postion. Hails are dso very good for thisand get a
+1 attack bonus above and beyond any other bonuses for this maneuver.

Riposte: The character waits for her opponent to launch an attack and expose a
weskness, and then she dtrikesin return. A character who ripostes must wait until
after her opponent has attacked before she can make her own attack in that round.
However, the riposte maneuver offers a+1 bonus to hit againgt smashes, wild
swings, and outside attacks.

Smash: It's not eegant, but beating down aweaker character's defensesisa
legitimate tactic in afight. Thistype of maneuver offersa +1 bonus to hit versus
blocks and parrys.

Close Attack: The dudist triesto get insde her opponent's guard and attack at
closerange. This maneuver provides a+1 bonus againgt opponents with larger



weapons, but it cannot be used if the character's own wegpon szeis larger than her
opponent's.

12 Wild Swing: Foregoing al thought of defense, the character tries to make as many
attacks as possible by raining afusillade of blows on her opponent. Wild swings
gain a+1 bonus to attacks against norma defenses.

Ending a Dud

Duds don't have to be fought to the deeth; in fact, there are lots of villains and monsters
that would rather not get killed if it's possible to surrender and live. Some other common
conditions for dudsinclude fighting to firgt blood, fighting until someone is wounded
(usudly 25% or 50% loss of hit points), fighting until disarmed or knocked down, and
any number of other alternatives. In socia confrontations, the aregls culture may have
dueling traditions that define the norma forms of combat and victory.

For example, in Norse cultures, duels might be resolved in aholmgang, or idand-
going; the two parties involved meet on a small idand, with no seconds or bystanders,
and only oneis permitted to return. Other duels may be considered over when the blood
of one of the fighters stains awhite sheet on which they fight, or when an impartia judge
rules that one character or the other has been defested.

Heroic Frays The most heroic and inspirationa stories of battle are about the stand of
the few againgt the many. The legend of Roland holding the pass of Roncesvalles, or
Davy Crockett a the Alamo, or Tolkien'stale of the Fellowship standing againgt the orcs
of Moriain Bdin'stomb—these sories live forever in the imaginations of people
everywhere.

In aheroic fray, the PCs are fighting againgt hordes of individualy wesk mongers
such as goblins, kobolds, or giant rats. Warriors facing adversaries far less skillful then
themselves can double their normdl rate of attack. This only appliesto their primary
wegpon; if the character is fighting with awegpon in each hand, the secondary weagpon
il adds only one additional attack per round. Any attacks of opportunity the heroic
warrior receives must be counted off against these additiona attacks, however.

In addition, warriors gain one extra atack per round which may be used to perform a
shidd- punch, shid-rush, unarmed punch or kick, or grab maneuver againgt any
opponent that they threaten when they begin resolving their attacks for the round. The
norma pendties for these attacks don't apply, so the shild maneuvers don't cost the
warrior his AC bonus, and the unarmed maneuvers don't provoke attacks of opportunity.

Characters can only engage in aheroic fray againgt creatures of 1-1 Hit Dice or less,
or creatures whose Hit Dice or levels are 10 less than the hero's. A 12th-leve fighter can
declare a heroic fray against monsters of up to 2 HD, a 13th-levd fighter can stand
agang 3-HD mongters, and so on.

The other requirement of a heroic fray is numbers. The hero's Sde must be
outnumbered by the enemy for the warrior to gain his extra attacks. If there are fewer
mongters left than attacks available, the excess attacks are lost.

Chapter Three:



The Battlefield

For thousands of years, climate and terrain have played criticd rolesin the development
of military tactics and the evolution of the bettle. In flat, open lands, cavary became the
dominant force on the battlefield because the terrain favored mobility. But even the best
horsemen lose most of their mobility in heavy forest, swamp, or rugged mountains. The
commander who learns to use the terrain to his advantage becomes a formidable enemy.

In many AD&D games, the battlefidd itsdlf is often ignored or portrayed in a
colorless, abstract manner. This chapter explores the various types of battlefields and
thelr characteridtics, with two goadsin mind: creating more scenic and visud stesfor
your PCs heroic encounters, and providing players and Dungeon Magters with another
level of battlefield detail to reward quick thinking and sound tactics.

The firgt section of this chapter, Battlefields, discusses Stes common to adventurersin
role-playing Stuations and defines battlefield characterigtics and terrain. Settings ranging
from ice plainsto tropica jungles are dl included. The second part of this chapter, the
Battlefield Generation System, provides the DM with an easy way to quickly creste a
complete battlefield for any encounter. The last part of this chapter is Combat Under
Unusual Conditions and deds with avariety of strange Situations.

Does This Belong in My Campaign? Even if you are not using the Player's Option
combat system presented in Chapter One, youll sill find that most of the materid in this
chapter can be useful in any AD&D campaign. The information on movement, cover, and
encounter ranges can go along way toward making your battles more visua and exciting.
Your playerswill dso enjoy the new tactical opportunities (and problems) this chapter
presents.

Battlefields Every fight the player characters participate in has to happen somewhere.
Defining the setting for an encounter may provide players with ideas for ways to use the
terrain againg their enemies, or present the DM with an opportunity to make an
encounter tougher by giving the monsters the same opportunities.

The Four Basic Battlefields

In mogt fantasy role-playing games, battles tend to take place in one of four
environments. a dungeon or cave, atown or building, a castle or fortification, or outside.
There are exceptions, of course, but most battles occur in one of these environments.

The DM can prepare four basic battle maps to represent each one of these areas, and
then modify the map for the particular details of each new battle. For example, TSR's
Dragon Strike® game includes maps of atown, a meadow, a dungeon, and a cave—with
alittle work, the DM could use these generic maps to handle amost any fight.

Dungeons or Caves

There are three basc problems with fighting in adungeon or cave: firg, the fight usudly
takes place in a confined area; second, lighting may be acritical issue for characters who
don't have infravison; and last but not least, the mongters usudly know their own homes
well. Unfortunately, most PCs end up going into dungeons or caves to confront monsters



inthar lars

Overdl, dungeons or caves may be the most dangerous placesto have afight. The
lighting is poor, the footing is questionable, and there are al kinds of posshilities for
trgps and ambushes. The cramped quarters diminate al but the most rudimentary choices
of tactics and strategy.

When preparing a dungeon battle for the PCs, the DM should note the characteristics
of the arealin advance. Just about anything can live in adungeon, and amost any kind of
furniture or obstacles can be found there.

Town or Building

Fighting ingde buildings or in the reets of atown isamog as risky asfighting indde a
dungeon. Ambush lurks around every corner, and at times it may be hard to distinguish
between enemies and bystanders. Many town fights involve thieves or cutthroats who
know their turf far better than the PCs, who are often visitors.

The biggest condderation in afight in acivilized areais the posshbility of help or
interference from the loca watch or nosy bystanders. Unless the PCs are willing to accept
aprice on their heads, they'll want to cooperate with the loca constabulary. The DM
should make a point of preparing for the arriva of the watch, snceit'slikdy that
someone will cal for help before too long.

Outsde
Battlefidds in the great outdoors range from festureless to impassable, depending on the
terrain and ground cover. From the DM's point of view, an outside baitle isadifficult one
to run, Since there aren't many maps of forests or hillsdes around. A second
congderation is the posshility of long-range combat that becomes a melee, forcing a
change of scde.

The battlefidld generation system in the next section of this chapter dealswith
battlefiedsin dl kinds of terrain. Usng this system, the DM can randomly cregte a
detailed battlefidd in notime at dl.

Cadtlesor Fortifications

It doesn't take ageniusto redize that sorming a castle or fort of some kind is dangerous
and bloody work. The defenders have the advantage of full cover and deadly traps or
devices to make short work of attackers. Even high-level characters should think twice
before entering the killing zones of awell-designed gatehouse or keep.

Aswith dungeons or buildings, the DM should prepare accurate and detailed maps,
with notes about cover and trap locations, before the gaming session. Thiswill save alot
of time during the game and diminate the hdf-hour pausesin the game while the DM
Sets up thefight.

Battlefield Characteristics

The characteristics of a battlefield can often change the nature of an encounter by limiting
movement, vishility, or misslefire. For example, charging isimpossble in wast-deep
water, and archery isineffective in dense forest. Battlefields are described with Sx
generd characterigtics: encounter range, lines of fire, cover, footing, obstacles, and
materias or hazards that can be found there.



Encounter Range

Thisis the distance a which one group sights another group. The encounter range is
governed by the ground cover and terrain; obvioudly, it's much harder to sneak up on
someone on aflat plain than it isin heavy forest. Tactica encounter ranges are found in
Chapter One under Opening the Battle.

These ranges may seem very short, but keep in mind the fact that these distances
assume that both parties are trying to avoid being spotted. If one sSide or the other doesn't
care about being seen, it'sfair to double or triple the listed encounter ranges.

Note that encounter range is ways the shortest of two ranges: the visbility from the
surrounding terrain, and the visibility from the ambient light. A character may be able to
see for miles on an open plain in daylight, but on amoonless night that open land isfairly
well hidden. On adark night in the forest, people can pass within five feet of a patient
enemy without knowing that he's there.

Linesof Fire

Thisis rdated to encounter range, sSince terrain types thet limit visibility aso redtrict
misslefire A battlefied's lines of fire are described as clear, impaired, or severely
impaired. Clear lines of fire are easy: the battlefidd has no effects on misslefire.

Impaired lines of fire have no effect on missile fire within the terrain's minimum
encounter distance; for example, light forest has an encounter range of 4d6 squares, so
thefirg 4 squares of any missle fire are unaffected. After this minimum distance, targets
are treated asif they had one step of hard cover more than they actualy do; atarget in the
open actudly has 25% cover, 25% covered targets are bumped up to 50%, and so on.
Thisis because low branches or trees are obscuring the line of fire.

Severdy impaired lines of fire have no effect on fire within the terrain's minimum
encounter range, Smilar to impaired lines of fire, above. In severdy impaired lines of
fire, the maximum range of any missle fireis reduced to three times the minimum
encounter range, and dl targetsin thisarea gain two levels of cover.

Cover and Concealment

Mogt battlefields offer afair amount of cover or concealment. This tends to be related to
encounter range and lines of fire. Cover is Smply described as available or unavailable; if
there is cover present, its range from the character looking for cover is noted.

Footing

The ground's movement characteristics can have a drastic effect on the course of a battle.
Thisisreferred to asfooting. Footing is briefly described in Chapter One; the terrain
descriptions that follow this section go into more detail on the footing for each type of
baitlefield.

The principd effect of poor footing isto limit movement to afraction of normd. A
character with anorma movement rate of 9 who isin heavy brush islimited toaMV of
3. The character's full-move and haf-move combat actions are al affected by this
limitation.

Obstacles



Assuming that the badic battlefield is aflat, barren plain, obstacles are anything that
interrupt a character's movement or provide cover againg misslefire. They include
streams, ponds, bogs, trees, thickets, dunes or drifts, dopes or bluffs, boulders, buildings,
or walls.

As noted above, obstacles have two basic effects: limiting movement and providing
cover. For example, most characters have to go around atree trunk and can stand behind
it to useit for cover. If an obstacle just limits movement insteed of blocking it
completely, it can usudly be crossed or climbed at the cost of a hdf-move for the
character.

Unusual Materialsor Hazards

Thislast category isacatch-dl for itemsthat just can't be described above. Some
battlefields may have the makings for spear's, lassoes, or dings just lying around. Other
battlefields may have specid hazards such as fires, quicksand, or water degp enough to
drownin.

Terrain Types Thefollowing ligt of terrain types is not meant to be exhaugtive; a book
this sze could be filled with descriptions of topography and ground cover for every
conceivable battlefied. If you don't see something to match what you want, pick
something close and approximate.

Badlands

Badlands are rocky wastes or broken terrain with jagged escarpments, deep gulches, and
little plant cover. The Black Hills of South Dakota and parts of the western United States
fdl into this category. Rugged, knife-edged hills tend to limit vison and confine the fight
toasmdl area.

Encounter Range: 10d8 squares (50400 feet)

Linesof Fire: Clear

Cover: Random hard cover available within 1d6 squares of any character.

Footing: Rocky dopes reduce movement by 2/3; characters can move normdly if they
avoid climbing or descending hills.

Obstacles. Degp gulches and boulders.

Unusual: Rocksfor dings are handy everywhere. Falling down arocky dopeis
dangerous—if a character dips, is knocked down, or fails a Dexterity check while
descending adope, herolls 1040 feet (1d4¥10) and suffers 1d4 damage per 10 feet
fdlen.

Caves

Adventurers seem to find fights in caves dl thetime. A typicd caveissmdl, twisted, and
dark, with uneven floors and hanging stdactites and sharp stalagmites. If the battle is
taking place in acolossd cavern, it's better to consder it an open fidd or hillsde under
total darkness.

Encounter Range: By range of vishility.

Linesof fire: Impaired.

Cover: Hard cover is available within 1d3 spaces of any character.

Footing: Some cave floors may be muddy or dick, but generdly footing is okay.



Obstacles. Rock formations and crevasses.

Unusual: If the lights go out, caves are pitch black. Fighting in total darkness givesthe
attacker a—4 pendlty on attack rolls and a random chance of attacking anyone engaged
with him, induding friends.

Stalagmites can skewer an unfortunate character who fals on one; any character who
istripped or knocked down hasa 1 in 10 chance of fdling on a stdagmite. The sdagmite
"attacks' with a THACO of 15 and inflicts 2d10 points of damage if it hits. A successful
saving throw vs. pardyzation for haf damage applies.

Desert

Thisisthe classc sandy desert of motion picture fame. Most deserts are actudly dry,
rocky areas that are more like badlands or plains. The great dunes of a sandy desert tend
to redtrict vison and dow movement.

Encounter Range: Longest missile range.

Linesof Fire: Clear.

Cover: Available by lying behind a dune crest, but none otherwise.

Footing: Climbing a dune face reduces a character to 1/3 movement.

Obstacles: Dunesblock lines of Sght and may shorten the encounter range. Dunes range
from a couple of feet to severd hundred feet in height and may stretch for miles.
Unusual: Nothing of note.

Fields or Farmland

Vast aress of avilized nations are farmland. Usudly, cultivated fidds indicate a
settlement, homestead or village within amile or two. In late summer and autumn, full-
grown crops such as corn or wheat may be tdler than a human and provide excellent
concealment.

Encounter Range: Winter/spring: long missile range. Summer or wild fidds: 10d6
sguares (50-300 feet); autumn: 5d6 squares (25-150 feet).

Linesof Fire: Clear.

Cover: None Concedment is available in summer or fal by lying down.

Footing: Excdlent, no pendties.

Obstacles: None.

Unusual: Nothing of note.

Forest, Heavy or Jungle

Thisis dark, dense forest with heavy undergrowth and closely spaced trees. The thick
growth severdy limits vishility and it is very easy to blunder into an enemy without ever
knowing he was there. The Appa achian forests and the Pecific Northwest are good
examples of heavy forest.

Encounter Range: 2d6 squares (1060 feet)

Linesof Fire Severdy impaired.

Cover: Hard cover within 1d3 squares of any character; concealment within 1d3-1
sguares of any character.

Footing: Heavy undergrowth and close-set trees reduce dl movement by 1/3.
Obstacles: Treesand thickets.

Unusual: A ready supply of branches can provide clubs or sharpened stakesin no time at



al. In some forests, heavy vines can be used for snares or |assoes.

It's dangerousto ride a high speed in aforest; the rider of any mount moving & arun
or gdlop hasalin 6 chance per turn of being struck by a branch. Therider must roll a
successful saving throw vs. paralyzation or be unhorsed, suffering 1d6 points of damage
in the process.

Dense forests severdly redtrict flying crestures of Size L or bigger. Such monsters
must land in aclear area and approach their prey on the ground, since there is not enough
space between the trees to unfurl their wings.

Forest, Light

The principa difference between heavy forest and light forest is the amount of
underbrush. Light forests have much less brush to obstruct movement on the ground, and
tend to be much airier and brighter. Small stands of trees, copses, or orchards can al be
consdered light forest.

The ground leve of atrue rain forest can dso be considered light forest, since thereis
little underbrush and the trees are spaced afair distance apart. The canopy levels might be
considered thickets or dense forest.

Encounter Range: 4d6 squares (20—120 fest)

Linesof Fire: Impaired.

Cover: Hard cover available within 1d6 squares of any character; concedment avalable
within 1d4 squares.

Footing: Normd.

Obstacles: Trees.

Unusual: See heavy forest.

Hills

Mogt hills are considered to be part of another terrain. For example, gentle ralling hills
are plains, forests, or farmlands—their ground cover istheir most important

characterigtic. This category actudly refers to rugged foothills or highlands with light or

no forestation. Large areas of the Appaachian mountains, the Scottish Highlands, and the
foothills of the Alpsfdl into this category.

Encounter Range: Determined by the leve of forestation (heavy, light, or none.)
Linesof Fire: Determined by the leve of forestation.

Cover: Determined by the forestation, but in hills with no trees, hard cover is il
available within 2d10 spaces of any character.

Footing: Characters moving uphill are dowed to 2/3 or 1/3 movement, depending on the
severity of the grade. The forestation may limit movement even if the grade isn't too bad.
Characterswho dip or fal while moving downhill must roll asuccessful saving throw vs.
death or roll 1040 feet (1d4x10), suffering 1d4 damage per 10 feet fdlen.

Obstacles: Boulders, escarpments, and ravines or gulches.

Unusual: Charactersfighting with a height advantage (i.e,, atacking from uphill) gain a
+1 bonus to their attack rolls. Most hills are good places to find rocks for dingstones.

Marsh

Marshes aren't svamps, marshes are bogs or wetlands without trees. The ground is
treacherous, and careless adventurers can easily become lost or mired in mud. Marshes



may be flat, but tall stands of reeds can serve as excdlent conceament, and characters
who don't mind getting wet can aways go to ground to stay out of sght.
Encounter Range: 4d12 sgquares (20240 feet)
Linesof Fire: Clear.
Cover: None. A character can find concealment within 2d6 squares behind reeds or in
shdlow ponds or creeks.
Footing: In knee-deep water, characters move at 2/3 their norma rate. In waist-deep
water, they move at 1/2 their normal rate. In shoulder-deep water, movement is reduced
to /3 normal.
Obstacles: Ponds, creeks, and streams.
Unusual: Characters grappling in water waist-deep or deeper can try to drown their
opponent if they achieve ahold on him. The victim is congdered to begin holding his
bresth on the round in which his attacker got his wrestling hold, and may begin to drown
as described in the Player's Handbook, Chapter 14: Time and Movement, under Holding
Y our Breath.

Note that characters rendered unconscious by an attack may also be in danger of
drowning if they fal into water of any depth.

Mountains

Battles on actual mountaingdes are rare. Thistype of terrain represents high passes,
canyon-walls, deep vdleys, high snowfidds, and windswept peaks. If the fight takes
place below the tredine, consder the terrain to be hills, forest, or fields.

Encounter Range: Long missile range.

Linesof Fire: Clear.

Cover: Hard cover is usudly available within 3d10 squares of a character, but it may
take mountaineering skillsto get to it.

Footing: Characters moving uphill or downhill are reduced to 1/3 norma movement or
possibly stopped dtogether, depending on the grade. If no norma movement is possible,
characters may decide to climb instead.

Obstacles: Boulders, ice or snow, cliffs, dangerous dopes.

Unusual: Characterswho dip or fal while dimbing or moving downhill must roll a
succeessful saving throw vs. death or fal 10-60 feet (1d6x10), suffering 1d6 points of
damage per 10 feet falen. Mountainsides usudly have aplentiful supply of rocks of dl
gzes.

Hains

Open plains are atactician's greatest chalenge. Without any clear advantage to be gained
from controling a terrain feature, battles become contests of maneuver and skill. Any
commander can stand off a superior enemy force in rough terrain, but it takes ageniusto
defest the same force on open ground. Plains include savannahs, dry steppes, and some
grassy deserts as well as American Midwest-tyle prairie.

Encounter Range: Long missilerange. A Mansized creature can be spotted asfar as
1,000 yards away on level plains.

Linesof Fire: Clear.

Cover: None.

Footing: Normd.



Obstacles. The random stream, gulch, or stand of trees.
Unusual: Nothing of note.

Ships

In many AD&D campaigns, ships and boats are the fastest way to travel long distances.
Many kingdoms rely extensively on seatrade and are plagued by pirates or privateers.
Naturdly, adventurers tend to get involved in problems like this. Fighting on a ship first
assumes that the attacker can catch and board his prey.

Encounter Range: Belowdecks, encounter range is limited by the range of vison.
Abovedecks, everything isin range for an encounter. Ships can spot other shipsasfar as
10-15 miles away, depending on thair Sze and the prevailing vishility.

Linesof Fire: Impaired.

Cover: Masts, deckhouses, water-kegs, and gunwhaes can dl function as hard cover.
Abovedecks, any character iswithin 1d4 squares of hard cover.

Footing: Normd. Climbing around in rigging is a different matter, though.

Obstacles. Masts, sails, deck cargo, and open hatches can obstruct movement.
Unusual: The salls and masts of aship are known asitsrigging. Moving around in the
rigging istrested like climbing, but there are aways ropes or ladders handy. If a character
in the rigging dips or is knocked down, he may fdl to the deck or the sea.

Swamp

Swamps are like marshes, but have trees and thickets. Most of a swamp's trees can be
found on idands of solid ground, but many others (such as cypresses) can thrivein the
water. The Louisiana bayou, the Great Dismd Swamp of Virginia, and portions of the
Everglades are good examples of swamps.

Encounter Range: 2d6 squares (1060 feet)

Linesof Fire: Impaired.

Cover: Hard cover is available within 1d6 squares of any character. Concealment is
available anywhere, by going to ground.

Footing: In knee-deep water, characters move at 2/3 their normal rate. In waist-deep
water, they move at 1/2 their normd rate. In shoulder-deep water, movement is reduced
to /3 normal.

Obstacles: Trees, thickets, bogs, creeks, ponds, quicksand.

Unusual: See Marshes. In addition, swamps usualy have wood or vines handy, which
can be used to make improvised weapons.

Taverns

It ssemsto be the fate of adventurers everywhere to get into brawls and scrapes of the
nastiest sort in dehouses and common rooms. The typica indoors fight is a dangerous
and bloody affair, complicated by the presence of bystanders and the possible
intervention of the town wetch.

Encounter Range: By limit of vighility. Naturdly, you can't fight with someone who
isn't in the room.

Linesof Fire: Usudly impaired.

Cover: Tables, benches, and furniture can al be used for hard cover.

Footing: Normd.



Obstacles. Furniture.
Unusual: Chairs, mugs, bottles, and other tavern accessories can al be used as clubs or
other weapons.

Town Streets

If the PCs aren't getting into barroom brawls, they're probably fighting in the alleys or
dreets right outside. Most medieva towns had very close-spaced buildings with dark,
winding streets.

Encounter Range: 2d6 squares (1060 feet)

Linesof Fire: Usudly clear.

Cover: Hard cover isavailable within 1d6 squares of any character.

Footing: Normd.

Obstacles. Carts, wagons, vendor's stalls, passers-by, buildings.

Unusual: Walls and gatehouses often limited movement between sections of a town.
These areas could be used as strongpoints by a defending force. Almost any kind of
weapon materials may be close a hand in atypica town street.

Generating a Battlefiedd Since the Player's Option combet system relies on afigure's
positioning and facing, any battlefield the DM creates should show obstacles and terrain
features in the exact squares they occupy. The following section describes a quick
battlefield generation system that the DM can use when he doesn't have the time or
forewarning to prepare a detalled battlefidld before the player characters get into afight.

This system should not replace old-fashioned preparation for an adventure. If you
know that the players are likely to encounter atroll ambush in amountain pass, make
some hotes about the setting of the battle before the adventure begins. Any staged
encounters in buildings should be described, too. If you take the time to draw a good
dungeon map, the map can be copied to alarger sze for use with the Player's Option
combat system without too much trouble.

The only times you should have to cregte a battlefield from scratch are when you don't
expect afight to occur, such as when the PCs run into a random encounter while traveling
cross-country or pick afight with someone they were just supposed to talk to. Save
yoursdlf the trouble of creating a battlefidd if it isfairly obvious that the encounter won't
lead to afight or if it seemslikdy that the actud fight will be very short.

Step One: Scae

Herésatip for saving time: don't make a battlefield bigger than it hasto be. Therésno
point in mapping every street of atown if you're confident that you can contain the battle
in one dark alleyway. Refer to the encounter ranges listed for the various terrain typesin
the previous section; you probably don't need to make the battlefield bigger than about
125% to 150% of the maximum encounter range. For example, in light forest, the
encounter range is 4d6 squares. The maximum encounter rangeis 24 squares, so you'll
want a battlefield about 30 to 35 squares across. If the encounter is taking place indoors,
it's not necessary to map out more than the room the PCs are fighting in.

Step Two: Topography
Take your bettlefield and divide it into nine sections, like atic-tac-toe board. The lay of



the land may place some parts of the battlefield higher than the other parts. Each of these

nine sections is assgned a height rdative to the others, from these different heights,

youll derive the dopes of your battlefield. (If thisis an indoors fight, ignore this step.)
Firgt, determine the base topography for your battlefidd: flat, hilly, or broken.

Marshes, swamps, plains, and some fields and forests are flat; hills, deserts, and most

other fields and forests are hilly; and badlands, caves, some deserts, and mountains are

broken.

| Diagram 12: Topography

which elevates

Flat
No dopes or devations worth noting. Y ou're done with this step.

Hilly

Roll ad6 for each section of the battlefield; on a1, that section is elevated 20 feet above
the rest of the battlefield, and al adjacent sections are elevated 10 feet above the base
height. On arall of 2, that section is elevated 10 feet above the base height.

Broken

Roll ad6 for each section of the battlefield; on a 1, that section is elevated 20 feet, but
adjacent areas aren't elevated asthey arein hilly terrain. On a2 or 3, that section is
elevated 10 fest.

Slopes and Escarpments
Hills are surrounded by dopes. Each 10 feet of eevation requires a dope of two to four



squares to surround it. Draw a hilltop of three to ten squares at the midpoint of each
elevated area, and then circle the hilltop with aring of doping squares.

Broken areas may be surrounded by dopes or escarpments. Any side of an elevated
area has a 50% chance of being either a dope or an escarpment. If it isadope, draw it as
described above. If it is an escarpment, consider it to be one square wide.

Step Three: Ground Cover and Water

Now, take each section of the map and determine how dense the ground cover isin that
area. The categories are clear (C), thickets or brambles (T), light woods (L), and heavy
woods (H). Roll ad6 for each area and consult the chart below:

1 2 3 4 5 6
Light Woods C C T L L H
Heavy Woods C T L H H H
Swamp C C T T L L
Hills C C C C T L
Plains C C C C C T
Clear

No ground cover in that section of the battlefield.

Thickets

Brambles or thickets cover that section of the battlefield. Thickets tend to be in clumps;
take about two-thirds of the squaresin that area and mark a couple of bramble patches.

Light Woods
Light forest is prevadent in that area of the battlefield. Trees are about three squares away
from each other; mark trees in about one-quarter of the squaresin that section.

Heavy Woods

Heavy woods are like light woods, but the trees are closer together. Mark trees in about
one-third to one-hdf of the squaresin that area, about one to two squares away from each
other.

Standing water or bogs can be handled in much the same way as ground cover. Each
section of amarsh, swamp, field, or plain may be clear (C), or it may have apond (P),
bog (B), or stream (S) in it. Roll 1d6 for each ninth of the map:

1 2 3 4 5 6
Marsh C S B B P P
Swamp C S B B B P
Fed C C C C S P
Ran C C C C C S
Clear

No water in that region.



Bog

About one-hdf of the areain question is a soft, muddy bog. Bogs are usudly knee-deep
to shoulder-deep water, with lots of vegetation, mud, and debris. Bogs tend to be one
large bog, and not many smaller bogs, so mark only one or two distinct bogs per area of
the map. If two adjacent areas have a bog, they might be one larger bog. Consider
connecting them together.

Stream

Most streams are only one or two squares wide, and range from knee-deep to shoulder-
deep. Streams don't usually appear and disappear without a body of water to flow into or
out of, so make sure that the stream sguares form a continuous line and go somewhere if
at al posshble.

Pond
About three-quartersto al of the areais under water. Ponds are usualy knee-deep or
waist-deep near the edges, but can be 10 or 15 feet deep in the middle.

Step Four: Obstacles

Battlefields are often littered with obstacles and obstructions. They provide cover, limit
movement, and occasonally endanger the people fighting around them. The DM should
arbitrarily scatter a handful of obstacles of his choice over the map. Obstacles include:

Gulches, ravines, or ditches (any terrain except marsh or swamp)
Boulders (hills, mountains, badlands)

Rockfals (hills, mountains, badlands)

Deadfdls (forests, swamp)

Fences, earthworks, or buildings (any civilized areg)

Step Five: Putting It All Together

Y our battlefield should now be complete. Chances are, you have some defensible terrain
and some open areas that invite attack. Now, the DM should decide where each force
darts. If one side surprises the other, the surprised fellows have to set up firgt, and the
surprising force gets to set up around them. If one Sde was stationary or defending, they
set up dong one randomly-determined map edge, and the attackers set up opposite them.

If both forces were moving, roll randomly to see which edge of the mapboard each
force was coming from. They can enter the encounter area from adjacent sdes of the
battle map, but not from the same side. If the players have a set marching order, the DM
can ingg that they set up their figures accordingly. Or, if the circumstances dictete, he
can dlow them to place ther figures wherever they seefit.

Please note that the Ssmple creetion of a battlefield does not guarantee a more exciting
and interesting encounter—the DM has to reward characters who use their heads by
making use of the terrain, and present the party with enemieswho do the same. Evena
grizzled party of adventurers should think twice before going up arocky hillsde againg a
band of orcs who can see them coming.



Fighting in Unusual Conditions Since adventures are notoriously unpredictable, a
surprisng number of bettles take place in the most inconvenient places. Player characters
tend to get into fights while hanging on the side of a diff, swimming in subterranean

lakes, or while venturing into fantastic planes of existence. Last but not least, many
magical pells can creste strange effects. This next section addresses the most common of
these unusud conditions.

Limited Vighility

FHghting a night or in dark settingsis difficult—especidly if your foe can see better than
you can. As noted in the DMG, characters fighting in darkness or heavy fog suffer
pendtiesto their attack rolls, damage bonuses, and Armor Classes.

Moonlight or Moderate Fog or Rain

Characters suffer a—1 pendlty to attack rolls and saving throws. Since nothing can be
seen more than 100 yards (60 squares) away, spdl and missile ranges are limited; no
missile scale combat can take place in an encounter.

Starlight or Dense Fog or Heavy Rain

Characters suffer a—3 to attack rolls and saving throws, a—2 pendty to AC, and only get
1/2 their normal damage bonus for exceptiona Strength. Nothing can be seen more than
50 yards away (10 yards for dense fog or cloudy moonless nights), so spell and missile
ranges are very limited.

Total Darkness

Characters suffer a—4 penalty to attacks, saves, and AC and receive no damage bonus for
exceptiond strength. No specia attacks such as disarms, backstabs, or traps are
alowed—the character can't see his own weapon, let done his target.

Water

Underwater combat is described in some detail in the DMG. Hereé's aquick reminder of
some of the difficulties of underwater combat.

Weapon Restrictions
Only type P weapons can be used effectively underwater; the water offers too much
resistance to use any other kind of weapon except nets.

Vision

Under the best of circumstances, characters can see no more than 100 feet underwater (50
feet in fresh water.) For each 10 feet they descend, thisrange of vision is reduced by 10
feet; if acharacter is 30 feet underneath the surface of alake, he can only see 20 fedt. If it
isdark outsde or the water is muddy, this could be reduced even more.

M ovement
Characters moving about underwater have to swim. See Swimming under Chapter 14:
Time and Movement in the Player's Handbook.

Characters who are only wading are much less affected. Wading in knee-deep water



reduces movement by 1/3. Wading in waist-deep water reduces movement by 1/2 and
adds a one-phase initiative pendty to any action the character takes. Wading in shoulder-
deep water reduces movement by 2/3, adds a two-phase penalty, and causes the character
to lose any Dexterity adjustment to his Armor Class (athough it does provide cover

againg someone firing missiles a the character).

Fighting Underwater Monsters From the Surface

It's dways great fun when awading character gets attacked by some aguatic horror.
When a character fights against something that uses water for cover, dashing and
bludgeoning wespons are usaless. Only type P wegpons can be used to attack underwater
creatures, and there is a—2 penalty to hit. The wading character dso loses any Dexterity
adjustment to AC when attacked from beneath the surface.

Climbing

Cliffs and mountaintops are another awkward place for afight. Adventurers seem to be
drawn to the worgt locations imaginable for their heroic battles and often find themsdves
under attack while they're clinging to avertical wal of rock.

M ovement

Climbing characters normally move 1 foot per round for each point of norma movement.
A dwarf with an adjusted movement rate of 5 can climb 5 feet per round in good
conditions. Refer to Climbing under Chapter 14: Time and Movement in the Player's
Handbook.

Fighting
Climbing characters lose al AC bonuses for Dexterity and shield, and may have rear
attack modifiers gpplied againgt them. They have a—2 penalty to attack, damage, and
saving throw rolls. If acharacter is above his enemy, he gains a +2 bonus on his attack
ralls; if he is benegth his enemy, he suffers an additiona —2 pendty.

Any time acharacter is struck while dimbing, she must make a climbing check,
detailed in Chapter 14: Time and Movement in the PHB. Note: you can use a default
check of 30% in good conditions.

Fighting Flying Creatures

Encountering angry giant eagles while dinging to adiff isusudly nofun a dl. Unless
they can hover, flying mongters can only make one pass every other round to attack
climbing characters. If the PCs are facing the cliff (most climbers have to), the flying
creatures get the benefit of rear attacks. Intelligent flyers may try to use their talonsto
drag aclimber off the cliff; treat this as a grab attack. Thisforces a climbing check, and
even if the character succeeds, he ill must win the Strength contest to stay on the cliff
Sde.

Aerid Combat

Aerid combat is described at length in Chapter 9: Combat under the optiond rule Aerid
Combat in the Dungeon Master Guide. Herés the gist of how these ruleswork in the
Player's Option combat system.



Initiative

The more maneuverable flyer gainsa—1 bonusto itsinitiative roll for each leve of
difference in Maneuverability Class between itsdf and its opponent. Creatures at homein
the ar have an easer time fighting while airborne.

Threatening
No aerid combatant threatens any adjacent creatures. Combat in the air just doesn't work
that way; battles tend to take the form of joust-like passes at each other.

M ovement
All flierswithaMC of B or worse must declare a hdf-move action every round just to
day intheair. Class B fliers can hover in position, but flierswith aMC of C or worse
must move forward in this haf-move to stay aoft. This requirement to keep moving
means that aclass C flier can make an attack against a sationary target once per two
rounds, a class D flier once per three rounds, and a class E flier once per six rounds.
Gaining apoint of dtitude costs an additiona movement point; aflier with a move of
18 could move 9 squares forward and 9 squares up with afull-move action. Diving
dlows the flier to add one point of free movement for each point of dtitude it drops, s0
the flier with the 18 movement could move 36 squares in afull-move dive. Of coursg, it
aso hasto drop 18 points of dtitude (90 feet) to do this.

Attacksfrom Below

Creatures atacking from beneath an opponent cannot charge, but they may be in a blind
spot. The defender can reply with an attack only if it has naturd wegpons or itsrider is
equipped with asize L weapon, such asalance.

Attacksfrom Above

Crestures attacking from above may declare a charge by diving &t their victims. Lances,
spears, and aflier's natura taons or clawsinflict double damagein adive atack. In
addition, the defender may not be able to reply to the attack if its only natura wegpons
are talons or hooves.

Unseating a Rider
Characters riding a flying mount can be "unhorsed,” just like characters on the ground. If
the character is strapped into his saddle (awise precaution), he is Smply knocked off-
baance in his seat and suffers the same pendties asif he had actually been knocked
down on the ground—he is easier to hit and has to spend an action getting back in his
sedt.

Naturdly, if a character is not Strgpped in, herisks the damage of afdl if heis
unseated by any means.

Combat on Other Planes

Almost any conditions imaginable may be encountered in the various planes of existence.
The Planescape™ campaign setting describes the genera conditions of the various Outer
and Inner Planes, but fights are d o likely to occur in two other settings: the Agtral and



the Ethered Planes.

Agtral Combat
Onthe Adtral Plane, a creature's tactica movement is based on its Intelligence score. Its
move becomes 30 feet (6 squares) per point of Inteligence. In addition, Intelligence
replaces Stength for purposes of determining attack and damage adjustments, and
Wisdom replaces Dexterity for AC adjustments and missile fire. All missileranges are
doubled, but non-native characters suffer a—2 pendty to hit with missile atacks.
There are very few obstructions in the Astral Plane, and the encounter rangeis
normally twice the longest missile range. Since thisismost likely a greet distance, astrd
combat should be runin missile scde. Fighting in the Adtrd islike agrid conmbat;
crestures do not thresten each other, and can move in three dimensions.
If acharacter'sastra sdf iskilled, sheimmediately returnsto her physical body with
only 1 hit point. If the character is killed while physicaly on the plane, sheis dead.

Ethereal Combat

Ethered creatures move at their normal unencumbered rate, regardless of their equipment
and amor. Unlike the Astrd Plane, the Ethered is a swirling mass of misty proto-matter
that obscures vision; the Encounter Range is 1040 squares (50—200 feet). Misslestend
to be dowed by the misty matter, and shots of medium range or longer just stop and hang
inthear.

If acharacter isin the Border Ethered, she can ill percaive the shadowy outlines of
the plane she judt left. She can move through any objects or creatures without
impediment. Of course, sheis unable to affect things on the plane she is viewing, but she
can only be affected by the magica gazes of avery limited number of mongters.

The Effects of Magic on the Battlefield Needlessto say, the one thing that breaks
al the rules on a battlefidd is magic. Spells and magicd items can creete dmost any
condition imaginable, ranging from the merely annoying to the truly catastrophic. We

could spend mogt of this book describing the exact effect of each and every spdl and
magicd item in the game system, but this wouldn't be very practical. Insteed, well

discuss the most common effects that may give DMs trouble.

Wizard Spdlls

The most powerful and effective spellsin the AD&D game are found in the hands of
wizards. In fantasy role-playing, wizards often dominate battlefidds like heavy artillery
or ardrikesin modern warfare. Entire battles often hinge on one character's choice of
gpells and the enemy's attempts to down the wizard before he wreaks havoc on them.

Blink

The spel blink works dightly differently in the Player's Option combat system. Roll 1d6;
on a l, thewizard blinksin the very fast phase, on a2, fast, on a3 or 4, average, on a5,
dow, and on a6, very dow. The wizard's blink aways occurs first in the phase, before
any other actions are resolved.

Darkness, 15' Radius



Creatures outside the area of darkness cannot trace a line of fire through the darknessto a
target on the other sde. Creatures moving in total darkness are reduced to 1/3 their
norma move unless they wish to risk sumbling

Enlarge

A character who growsto eight feet in height becomes size Large; a character who grows
to 12 feet in height becomes sze Huge. This affects reach, threatening, and moving
through smdler figures, see Chapter One. Very large mongers can be made smdler by
applying the reverse of this spdll.

Fog Cloud

Aswith darkness, magica fog blocks any lines of fire. Creatures blundering through the
fog can easily be ambushed by enemies waiting for them to come into the open; the DM
can ingst on surprise checks if he deemsit gppropriate.

Hallucinatory Terrain

This spell is very dangerous when used to concedl hazardous aress. If the victims do not
perceive theilluson, they fadl prey to whatever hazards the terrain holds. For example,
creatures who run down a hillsde believing it to be level ground recelve no Dexterity
check or saving throw to keep their balance; they automaticaly fal and roll or dide to the
bottom of the hill.

Haste

Creatures under the influence of a haste spell increase their base initiative and wegpon
speeds by two phases and dways win initiative. Their movement rates are doubled, and
they gain a second et of attacksin the very dow phase.

Invisibility

The best thing to do with an invisble character or mongter in afight isto secretly note its
location each round and physicaly remove the figure from the board. Do yoursdlf afavor
and don't run combats with invisble figures on both sides.

Jump

The creature empowered by this spdll can actualy legp over Mansized targets without
provoking an atack of opportunity. In addition, if the jumper winsinitigtive, he can make
ahdf-move action to legp away after he attacks an adjacent figure, whether or not heis
threetened by his enemy.

Pyrotechnics
The smoke effect of this pell blocks lines of sght and hinders missilefirejust like
magica migs or fogs.

Shocking Grasp
At the DM's option, creaturesin metal armor may be considered AC 10 versusthe
wizard's touch. Only Dexterity and magica adjustments apply.



Slow

Creatures affected by a slow spdl automaticdly lose initiative and reduce their base
initiative and wespon speeds by two phases. As noted in the spell description, their
movement rates and attack rates are halved.

Priest Spells

Few priest spellsin the Player's Handbook that do not duplicate wizard's spells actudly
affect the battlefield to any sgnificant degree. However, the Tome of Magic includesa
number of priest Spdllsin the sphere of war designed for the battlefield.

Air Walk

Creatures affected by an air walk spell move and fight asif they were on solid ground as
opposed to engaging in true agrid combeat. They threaten squares in front of them and can
guard againg the attacks of other flying creatures, gaining the advantages of that combat
action.

Obscurement
Like magica fog, obscurement blocks lines of sight through the affected area, screening
creatures in or behind the mists from most missile attacks.

Magicd Items

There are hundreds of magica itemsthat can create various effects on the battlefield. The
exact results of amagica item's use are left to the DM's discretion, but here are some
generd guidelines on some specific items. In cases where amagica item duplicates a
spel| effect, refer the spell sections.

Potion of Growth

Characters may easily change Sze by imbibing apotion of growth; they gain the
advantages of extended reach and sze bonusesin overbearing or overruns as norma for
mongters of that Sze.

Potion of I nvulnerability
The imbiber can till be knocked down, grappled, or overborne by creatures heis
otherwise immune to.

Apparatus of Kwalish
The mechanica claw attacks of the gpparatus act in the dow phase of initiative.

Boots of Speed

The Armor Class bonus applies when the character chooses a hadf-move or full-move
combat action. Going toe-to-toe in a melee doesn't alow the wearer of the boots to take
advantage of their defendve properties, dthough he can dways use the extra movement.

Boots of Striding and Springing
If the wearer strikes before his enemy because of a better action speed or because he won
initigtive, he may oring away as described in the DMG without provoking an attack of



opportunity. The +1 AC bonus gpplies al the time, even when the user ismired ina
dationary dugging maich.

Crossbow of Accuracy

Although the wegpon treats dl shots as short range, it still has medium and long ranges
for purposes of armor penetration. See crossbows in Chapter Seven: Weapons and
Armor.

Scimitar of Speed
The scimitar of speed isvery fagt, and its wielder dwayswinsinitiative if he decdlaresa
combat action that involves an attack with the weapon.

Short Sword of Quickness
See scimitar of speed, above. If two such wegpons are involved in asingle battle, their
gtrikes are considered to be smultaneous.

Sword of Sharpness

The magicd properties of sharpness override the normd critica hit procedure. It is il
possible to achieve anormd criticd hit by rolling an 18 or 19, even if it doesn't quite
activate the sharpness properties. If alimb is severed, consgder the injury to be a critical
one of the appropriate sort—Chapter Six details the unpleasant effects of losing limbs.

Vorpal Sword

Aswith the sword of sharpness, the properties of avorpal blade override the critical hit
procedure. If the wielder rolls an 18 or higher that meets the criteriafor acritica hit
without invoking the vorpal power, anormd critica hit results.

Chapter Four:
Weapon Specialization & Mastery

In a desperate battle, the only thing that stands between a brave hero and agridy end is
his skill with blade or shield. Skill at persond combat is a vauable commodity ina
fantasy setting; it's hard to imagine Conan meeting his better a swordplay, or the Gray
Mouser encountering afoe swifter and more agile than himself.

This chapter describes a revised weapon proficiency system that includes severa
grades of specidization aswell as new uses for aweagpon proficiency. This materid is
completely compatible with the character point proficiency system described in the Skills
& Powers book; the point system alows characters to purchase proficiency, expertise,
specidization, or mastery in the same way that an AD& D character can spend
proficiency dotsto gain these benefits.

A number of new uses for wegpon proficiencies are dso included in this chapter.
Wegpon groups, fighting styles, attack maneuvers, shied use, armor use, specid taents,
and dirty tricks can dl be learned by spending weapon proficiency dots.



Weapon Proficiencies Anybody can pick up asword and swing it in amenacing
manner, but without proper training and technique it's impossible to use awegpon
correctly. A character's weapon proficiencies represent weapons in which he has some
degree of training. Usudly, he can wield them without embarrassng himsaf.

Intelligence and Proficiencies

Fighters, paadins, and rangers may apply their bonus language dots for high Intdligence
scores to any kind of wegpon proficiency. Characters of any other type can only use
these extra proficiency dotsto learn nonwegpon proficiencies. This rewards fighters who
chose brains over brawn by alowing them to compensate for shortcomingsin physica
atributes with the benefits of skill and training.

Under thisrule, the character's number of alowed languages smply represents the
most languages she can ever learn. The character isn't assumed to begin play knowing
any extralanguages, ingtead, she must use nonwegpon proficiency dotsto learn any extra
languages she wants to speak. Characters can dways pegk their native tongue without
gpending any proficiency dots.

Demihuman characters who are dlowed to learn extra languages till have to spend
dotslearning these tongues. Their advantage liesin the fact that they can begin play with
knowledge of these languages, because they had access to people who spoke them when
they were growing up.

Proficiencies and the

ills & Powers Book

The Player's Option character point system replaces the normal acquisition of proficiency
dots. Characters may decideto learn alot of skills by devoting their character pointsto a
variety of proficiencies, or they may choose to specidize in afew areas. Regardless of
how they eect to spend their character points, the end results are the same: either they
have a proficiency in something or they dont.

Weapon Groups

Many wegpons are very Smilar in congtruction and techniques of use; for example, usng
abagtard sword with one hand is not too much different from using along sword. Both
weapons are heavy, two-edged blades that rely on dashing or chopping strokes to cut
through armor. All wegpons are categorized in tight groups, which are further organized
into broad groups. The particular group a wegpon belongs to is noted under the wegpon
characterigticsin Chapter Seven.

Tight groups serve two functions in game play. Firg of dl, dl wegponsin atight
group are considered to be related to each other. A character who is proficient in one
wegpon belonging to atight group is automaticaly familiar with the other wegpons of
that tight group and has a reduced pendty for nonproficiency when using them.

Second, characters can learn to use al wegpons in atight group with aweapon group
proficiency. Weapon group proficiencies cost two dots, but may include a number of
weapons. For example, acharacter could use awegpon group proficiency to gain
proficiency in crossbows, by spending two dots, he actudly gains proficiency in Sx
different weapons.



Some tight weapon groups are further organized into broad groups. For example, the
tight groups of axes, picks, hammers, and maces are dl part of the hafted weapon broad
group. Proficiency in dl of the weapons of a broad weapon group can be learned for three
proficiency dots.

A number of wegpons are completely unrelated to anything else. For example, lassoes
just don't work like any other type of weapon. The same applies for nets, whips, bolas,
and mancatchers. These weapons must be learned one at atime.

Specialization and Weapon Groups

Having a wegpon group proficiency counts as the first dot of specidization for one
weapon in that group. When the character chooses to specidize, he need only spend one
additiond proficiency dot and select any wegpon of that group as his speciaty. For
example, a character with the crossbow tight group proficiency could spend one
additional dot to specidize in the medium crossbow. He's spent atota of three dots but
has proficiency with Sx types of crosshows and specidization with his preferred weapon,
the medium crossbow.

Character Classes and

Weapon Proficiencies

Most character classes are limited in their selection of weapons. However, in the Sills &
Power s book, a character may choose to be proficient in aweapon she normaly would
not be dlowed to use. Thisis reflected by requiring the character to spend more character
points than normd to become proficient.

Asan optiond rule, characters may learn to use barred weapons by paying extra
proficiency dots. A rogue or priest may learn awegpon normaly reserved for warriors by
uffering a one-dot pendty, and wizards may learn wegpons normally reserved for
priests or rogues with a one-dot penaty. If awizard wishes to learn the use of awegpon
normaly reserved for warriors only, she must pay atwo-dot pendty. For example, a
wizard who wants to use along sword could do so by paying two wegpon proficiencies
for it, ancelong swords are available for rogues—but she would have to pay three dots
to become proficienct in the two-handed sword.

Note that the limited number of wegpon proficiencies available for nonwarrior
characters will tend to control character abuse of thisrule. Priests may be capable of
learning any weapons under these rules, but priests who use barred wegpons do so at the
risk of angering their superiors or deity.

Kitsand Barred Weapons

Some kits may alow characters to use barred wegpons, for example, militant wizards
may sdlect asword as one of their wegpon proficiencies. Generdly, the bonuses and
perks of akit are considered to negate any out-of- class pendties. However, priests may
gill belimited by their priesthood wegpon restrictions.

New Weapons

A number of new wesgpons are introduced in Chapter Seven: Weapons and Armor. Many
of these are smilar to wegpons that were restricted in the Player's Handbook. The
Wegpon Table in Chapter Seven lists any classes that cannot use a particular wegpon



under norma circumstances.

Shield Proficiency

By spending a wegpon proficiency, characters can become more skilled in the use of their
shield. Modern re-enactments of medieval tournaments have demondrated that the shield
isavery important part of awarrior's protection. The extra protection conferred by the
shield varies by the exact type the character becomes proficient in:

Shied Normal Proficient Number of
Type AC bonus AC bonus Attackers
Buckler +1 +1 1
Smdl +1 +2 2
Medium +1 +3 3
Body +1/+2 vs. +3/+4vs. 4

missles missles

The number of attackers is the maximum number of times the shield bonus can be
used in asingle round by the character. Normdly, shields can only be used against
enemiesin the character's front spaces or in the flank spaces on the character's shidd
Sde.

Armor Proficiency

Smilarly, characters can spend time and effort learning how to use their armor more
efficiently. While this doesn't provide abonusto Armor Class, it can help to offset the
hefty encumbrance pendties of heavy armor. A character who spends aweapon
proficiency dot becoming acquainted with atype of armor gains the specid benefit of
only suffering one-haf the norma encumbrance of that armor.

For example, chain mail normaly weighs 40 pounds, but a character with a
proficiency in chain mail only has to count 20 of this towards his encumbrance level.
This represents the character's training in wearing the armor just the right way and his
practice in moving around while wearing 30 or 40 pounds of ironmongery.

Weapon Mastery Itsfarly obviousthat thereis ahuge difference in the attack
potentia of an unskilled novice and atrained swordsman. The leve of skill with which a
character fightsis divided into six generd categories. nonproficiency, familiarity,
proficiency, expertise, specidization, and mastery.

ills & Powers uses character points to acquire each level of mastery, but this system
isaso compatible with AD& D wegpon proficiencies. Nonproficiency and familiarity
have no cost in proficiency dots, norma proficiency costs one dot, expertise and
specidization cost two dots, and mastery costs three or more dots.

Nonproficiency

If acharacter has never had any training or practice with aweapon, heis nonproficient.
He can only guess at the proper way to hold the wegpon or attack his opponent. Anything
fancier than asmple hack, dash, or bash is beyond his abilities—the character cannot
attempt any attack options such as disarming, blocking, or sgpping.



In addition to his inability to make specid atacks, the character dso suffers an attack
roll penalty based on his character class. Warriors tend to figure out wegpons of any kind
relatively quickly and have asmdl pendty for atacking with wegpons they're not
familiar with. Other characters don't have the warrior's affinity for weapons and are more
severely pendized. These pendtiesare:

Class Nonpr of. Familiarity
Warrior -2 -1
Wizard -5 -3
Priest -3 -2
Rogue -3 -2
Psonicig —4 -2
Nonclassed

NPCs -4 -2

Any weapon wielded by anonproficient character is consdered oneinititive phase
dower than it redly is, and missile wegpons have their rate of fire haved. An untrained
character wielding along sword has an initiative phase of dow, not average, and an
unskilled character wielding along bow would only fire once per round instead of twice.

Familiarity

All characters are automaticdly familiar with any wegpon thet is related to a weapon they
are proficient in. Wegpons are consdered to be related if they are part of the sametight
group. For example, a character who is proficient in the use of the light crossbow is
automaticaly familiar with dl other types of crosshow because they're part of the same
tight weapon group.

Familiarity is not as good as proficiency, but it beats not knowing anything about a
wegpon a dl. Characters only suffer one-hdf the norma nonproficiency pendty when
attacking with wegpons they are familiar with. They may attempt any normal attack
maneuvers possible (the familiarity pendty Hill gpplies, of course), and suffer no
initigtive or rete of fire pendties.

Familiarity does not alow the user to make use of any special weapon attack modes
that require proficiency in the wesgpon.

Proficiency
Thisisthe basic level of competence most characters achieve with their wespons
training. Proficiency dlows the character to use awegpon with no pendties and employ
al attack options and specia weapon properties to their fullest extent.

As noted previoudy, warriors can spend two proficiency dots to become proficient in
atight weapon group, or three dots to become proficient in a broad group. Otherwise,
characters have to spend one dot per weapon they wish to be proficient with.

Expertise

Weapon expertise is aform of specidization thet is available to nonfighters. Regular
wegpon specidization (described below) is only available to single-classed fighters, but
weapon expertise can be learned by paladins, rangers, and multi-classed fighters. There's



no reason a single-classed fighter couldn't learn expertise instead of specidization, but
expertiseisjus as expendve as specidization and isn't as good.

Weapon expertise alows a character to gain extra attacks asif he or shewerea
weapon specidist. At 1t level, an expert with the long sword gets to attack three times
per two rounds. Wegpon expertise also dlows the use of any unusual weapon properties
reserved for specidist use. Weapon expertise does not grant the character extra attack or
damage bonuses, as weapon specidization does.

Note that Skills & Powers dlows a character to "customize" his class and receive
abilities he normaly could not attain. Under these rules, paladins, rangers, and multi-
classed fighters can pecidize at the cost of sacrificing other abilities or advantages.
Similarly, priests and rogues may be able to gain weapon expertise. If you aren't using the
ills & Powers book, we recommend that you limit specidization and mastery to single-
classfighters only, and limit expertise to paadins, rangers, and multi- classfighters.

Specidlization
By spending an extra proficiency dot on awegpon, a single-class fighter character can
become a specialist. A fighter may only specidize in one wegpon a atime. If she wishes
to change her specidization to a different wegpon, she must spend two extra proficiency
dotsto become a specidigt in the new wegpon, and loses dl benefits of specidizing in
the previous one (dthough she is il proficient with it and dways will be). Any more
changes cost three dots each, so it'sagood idea to pick one wegpon and stick with it.
The exact benefits of wegpon specidization vary with the particular weapon involved.
Generdly, the types of benefits fal into one of five categories: melee wegpons, missle
weapons, bows, crossbows, and firearms.

M elee Weapons

Specidizing in amelee wegpon provides a character with two main benefits: firg of dl,
he gainsa+1 bonus to attack rolls and a +2 bonus to damage rolls with that weapon;
secondly, he gains an extra attack once per two rounds. A 1st-leve fighter normally
attacks once per round, but a 1st-level long sword specidist atacks three times per two
rounds.

Missile Weapons
This category includes dings and thrown wegpons. Generdly, specidigs gain an
increased rate of fire with these weapons and a +1 bonusto attack rolls. If a character
speciadizesin aweapon that can be used either for melee or as a missile wegpon (spears,
daggers, hand axes, etc.), he gains the melee benefit described above when using the
wesgpon for hand-to-hand combat and the increased rate of fire for using the weapon for
ranged attacks.

Refer to the table below for the exact number of attacks available to the specidist for
the various types of missile weapons.

Bows

Characters who specidize in the bow gain a+1 bonusto hit & any range (hormd range
pendties still apply, of course), an increased rate of fire, and a new range category: point-
blank. Point-blank is any shot of 30 feet or less. At point-blank range, the character gains



a+2 to damage. In addition, bow specidigts can automaticaly firefirs asavery fagt
action if they have their target covered. This supercedes the specidization rulesfound in
the Player's Handbook.

Crosshows

Speciaigts with crossbows gain a+1 bonus to hit at any range, an increased rate of fire,
and a point-blank range category, just like archers. For crossbows, point-blank range
extends out to 60 feet. Crosshow specidists have a+2 bonus to damage rolls agang any
target a point-blank range. In addition, they share the archer's quick-shot benefit when

covering an enemy.

Firearms

Firearms specidists are often referred to as marksmen or sharpshooters. Specidizing ina
firearm provides a character with three benfits: firgt of dl, he has a better rate of fire

than a nongpeciadist; second, he gainsa+1 bonusto hit a any range; and last, thereisa
50% chance that any midfire he rolls while attacking with the firearm is Smply amiss
instead.

Specialist Attacks per Round

Level of Specialist

Weapon 1-6 7-12 13+
Melee Wegpons 3/2 2/l1 52
Blowgun 211 52 31
Bolas V1 32 21
Bows 211 31 41
Hand Crossbow 11 32 21
Light Crossbow 11 32 21
Heavy Crossbow 1/2 V1 32
Stonebow 171 3/2 2/11

Repesting Crossbow 2/1 52 31
Thrown Dagger/Knife 3/1 4/1 51

Thrown Dart 4/1 51 6/1
Firearms
Arquebus 1/3 2 U1
Matchlocks 1/2 vl 32
Snaplocks V1 32 21

Whedock Belt Pigtol 1/1 3/2 2/1
Whedock Horse Pistol  1/2 /1 3/2

Jvdin 32 21 52
Sing 32 21 52
ST Sing U1 32 21
Shuriken J1 41 51

Other Thrown Weagpons /1 32 21

Weapon Mastery



There are swordsmen, and then there are swordsmen. A warrior who devotes hislife to
the sudy of martid combat and the characteristics of asingle type of weapon can become
aweapon master—a fighter whose precision, quickness, and skill are virtudly unequaed
anywhere.

Wegpon magters are rare characters. Only single-classed fighters can ever achieve
wesgpon magtery, and even then they do so with time, study, and sacrifice. To achieve
madtery in awegpon, a character must first speciaize in the use of that wegpon. Then, a
any time after he reaches 5th leve, he can spend another proficiency dot to become a
weapon master. He can continue to devote proficiency dotsto the study of his chosen
weapon, but can't progress faster than the rate at which he gains new weapon proficiency
dots. So, a character who becomes a master at 5th level couldn't acquire his second dot
of magtery until 6th levd, histhird until 9th leve, and so on.

Generdly, only wegpons that require some kill to handle or that have a history of
culturd identification are chosen by weapon masters. Swords of any kind are the most
common wegpons mastered, followed by bows and then axes or spears. Polearms,
crosshows, and firearms are the subject of weagpon mastery only in rare cases. The DM
can decide that aweapon isn't appropriate for mastery at his discretion, but he should do
S0 before a character chooses to specidizein it.

Effectsof Mastery

If afighter spends another proficiency dot on amelee weapon he dready specidizesin,
his attack and damage bonuses increase to +3 and +3, respectively. For bows and
crosshows, his point-blank bonuses increase to +3/+3 as with melee weagpons, and he
gains an additiond +1 to hit at al other range categories, for atota of +2. (Remember,
this bonus doesn't take range modifiers into account, so the archer has atota of +2 at
short, +0 & medium, and —3 at long range, if the pendlties are factored in.)

A marksman who chooses to magter a firearm gains an additiond +1 bonusto hit,
cumulative with the effects of specidization for atota bonus of +2 to hit. Aswith bows
and crosshows, thisis il reduced by range pendties. In addition, the marksman ignores
heavy armor a al ranges asif he werefiring a a short-range target. See Firearmsin
Chapter Seven for more informetion.

High Mastery

By spending a second dot on mastery, a character can become a high master. By this
time, the character has spent four dots on asingle wegpon and is a least 6th leved. High
magters increase the speed factor of their chosen weapon by one category; for example, a
dow wegpon in the hands of a high master is automatically consdered to be of average
speed. High masters aso score critical hits on rolls of 16 or higher rather than 18 (if the
optiond critica hit system is used) that hit their opponent by amargin of 5 or more.

High masters who specidize in bows, crossbows, dings, or firearms gain anew range
category: extreme range. For dl wegpons, extreme range is 1/3 farther than long range.
For example, if aweapon has anorma maximum range of 18 squares, in the hands of a
master it can shoot 24 (1/3x18=6, 18+6=24) squares. Extreme range shots have a—10
pendty to hit before adjustments are made for the effects of mastery.

Grand Mastery



High masters who spend one more dot on learning their wegpon of choice can become
grand masters. Grand masters are capable of feats of swordplay that border on the
fantagtic. Grand masters gain one additiona attack per round above and beyond a
specididt's rate of atacksfor their level, so a 12th-level melee wegpon grand master
would attack 3 times per round with hisweapon of choice.

Grand masters also increase the amount of damage and the chance of a knockdown
when they employ their chosen wegpon. The wegpon's base damage die and knockdown
die are increased to the next greeter die Sze againg dl opponents. A long sword thus
inflicts 1d10/1d20 points of damage in the hands of a grand master, and its knockdown
dieisincreased to ad10. If the wegpon causes multiple dice of damage, al of them are
increased. Thus, atwo-handed sword in the hands of a grand master inflicts 3d8 points of
damage on large targets. Needless to say, grand masters are extremely dangerous
opponents.

Special DM Note

Weapon mastery is hard to come by, and even harder to perfect. It's not too rare for a
character to become a magter, but the quest to become a high master or grand master
could take years. Unlike the previous levels of specidization, which can smply be
selected as an advancement choice, high mastery and grand mastery should require a
great dedl of time and personal sacrifice on the part of the character. It's not unreasonable
to require the candidate to locate someone who can teach her and spend severad months
of campagn time in traning—possbly "gtting out” an adventure or two while she hones
her ills.

While the higher levels of wegpon mastery are agreat god for a character to set her
eyes on, they can unbaance agame very quickly. Exercise tight control over the
acquisition of weapon mastery in your campaign, and make certain that the players
redize just how rare and specid their weapon master charactersredly are.

Fighting Style Specidization Knowing how to use a particular fighting styleis
amogt as important as being proficient with awegpon. The various fighting Syles are
introduced in Chapter Two; warriors automatically know every style, while the other
character types are limited in their knowledge of fighting styles. If anonwarrior wishesto
learn a style he doesn't know, he can do o a the cost of a weapon proficiency.

In addition to amply knowing a style, warriors, priests, and rogues can specidizein
that method of fighting by spending awegpon proficiency dot. The exact effects of style
specidization vary from style to style. Note that warriors can peciaize in awegpon, and
then specidizein an appropriate syle. In fact, warriors can specidize in as many syles
asthey like, aslong asthey have the proficiency dots (or character points) available.
Priests and rogues can only specidize in one style.

Weapon and Shield Style
Normaly, a character employing ashied in his off hand can shidd-rush, shied-punch,
block, or trap asif it were a secondary wegpon, with the norma pendties for attacking
with two wegpons. The disadvantage is that the shidd's AC bonus is forfeited for any
round in which it is used thisway.

However, characters who specidize in weagpon and shield style can choose to make



one of these secondary attacks every round without losing the AC benefit for carrying a
shidd. If the heraic fray rules from Chapter Two are in use, the character only gets one
secondary attack, not two, but his primary weapon attacks are still doubled, of course.

One-handed Weapon Style
The character is aways freeto treat his empty hand as a"secondary wegpon” and punch,
grab, or otherwise annoy anyone heisfighting. The normd pendties for usng two
wegpons apply. If the character is aso familiar with the two-handed wespon style and his
weapon can be used either one- or two-handed, he can switch back and forth between the
two styles a the beginning of every round of combat.

Characters who specidize in this style gain aspecid AC bonus of +1 while fighting
with a one-handed wegpon and no shield or off-hand weapon. By spending an additiona
proficiency dot, the character can increase his AC bonusto +2, but that's the maximum
benfit for style specidization.

Two-handed Weapon Style

Many weapons are o large that a character is required to use both hands to wield them.
The rule of thumb is smple: a character can use awegpon with asize equal to or less
than her own in one hand and can use awegpon one sze larger than hersdf if shewidds
it two-handed.

If acharacter pecidizes in two-handed weapon style, she increases the speed of her
wegpon by one category (dow to average, average to fast) when she fights usng a two-
handed wespon. If you're not using the new initiative rules presented in Chapter One, the
weapon's speed factor drops by 3.

There are afew wegpons that can normally be employed one-handed or two-handed;
these are noted in the weapons list of Chapter Seven. There are d'so a variety of wegpons
that are normally used one-handed but that can be used two-handed. Thiswould dlow a
specidig in this style to gain the speed benefit mentioned above. In addition, the two-
handed style specidist gains a+1 to damage rolls when using a one-handed wegpon in
two hands.

Two-Weapon Style

Thisisadifficult syle to magter, since it requires exceptiona coordination and kill.
Normdly, characters who fight with a weapon in each hand suffer a—2 penalty to attacks
with thelr primary hand and a—4 pendlty to attacks with the off-hand wegpon. This can
be partidly or completely negated by the character's reaction adjustment for Dexterity (or
Dex/Aim if you're dso usng Skills & Powers). Characters who specidize in this yle
reduce their penalty to 0 and —2, respectively. Ambidextrous characters who specidizein
this style suffer no pendty with ether attack.

The character's secondary wegpon must be one size smaller than his primary
weapon—>but knives and daggers can always be used as secondary weapons, regardless
of the Sze of the primary weapon. Note that this means that for Man-sized characters, the
secondary weapon hasto be size S. However, if a character spends a second proficiency
dot on two-weapon style specidization, he gains the ability to use two wegpons of equa
gze, aslong as he can use each one as a one-handed weapon. Rangers are considered to
have the firg dot of this style specidization for free as a character ability.



Missile or Thrown Weagpon Style

Some heroes specidize in fighting with ranged weapons, Robin Hood and William Tl
gpring to mind as good examples. Characters who choose to specialize in missile or
thrown wegpon style gain two benfits. Firgt, they can move up to haf their norma
movement rate and il atack with their full rate of fire, or make afull move and attack
a hdf ther rate of fire. Second, they gain abonus of —1 to their AC againgt enemy
missle fire while attacking with a ranged weapon.

Horse Archers

A praoficient archer and rider who specidizesin missle style gains a specid benefit when
mounted: any pendties he suffers for shooting while riding are reduced by 2. Normdly, a
character suffers a—2 pendty to missile atacks if his mount is moving & up to haf its
normal speed, and a—4 pendty if hismount is moving a full speed. Horse archers suffer
no pendty for haf-gpeed firing, and only a—2 pendty for firing at full speed.

Horse archers are rare in atypica Western European fantasy setting. Higtorically,
most horse archers came from centrd Asia. At the DM's discretion, a character may not
qudify for this specia benefit unless he has a suitable origin or makes an effort to locate
someone from that culture who can teach him.

Local Fighting Styles

Many specidized forms of combat evolved throughout the world in various locations.
Some Roman gladiators were trained to fight with net and trident; Western Europe
developed the joust; and martid arts evolved throughout southern and eastern Asia. If a
character comes from an area where a unique form of combat has evolved, she may spend
aweagpon proficiency dot to specidize in that form of fighting.

Some examples of specidized fighting stylesinclude: rgpier and main-gauche, sabre,
fighting sticks or nunchuks, katana and wakizashi, and so on. If acharacter spendsa
proficiency dot to specidize in one of these loca styles, she can choose one of the
following benefits

A -1 bonusto Armor Class;
A +1 bonus to attack ralls;

The ability to make afree block or trgp maneuver without spending an attack to do
0:

The negation of pendties for fighting with two weapons,
A free unarmed punch or kick.

For example, specidization in fighting with matched sticks or nunchuks may confer
the negation of the normd —2/—4 attack pendlty for fighting with two wegpons. Rapier
and main-gauche specidization may provide the character with an extra block or trap
maneuver with his main-gauche. The DM isthefind judge of what bonus a particular
style provides and whether or not a character can specidizeinit.

Special Taents
Wegpon proficiencies can also be used to acquire avariety of specid perks, traits, and



characterigtics useful for afighter. Some of these talents were originaly presented as
nonwegpon proficiencies and are noted with an asterisk; they can be purchased with
ether type of proficiency dot.

Asdways, the DM isthefina arbiter of whether or not a particular option or ability is
permitted in his campaign. If he decides that an ability doesnt fit, he can require the
players to choose another talent.

Alertness* (1 dot/6 CP) Wisdonvintuition, +1
Groups All

Some characters are unnaturdly aert and ingtinctively note sgns of trouble that other
characters may miss. A character with this proficiency reduces his chance of being
surprised by 1in 10 if he makes a successful proficiency check. In Stuations where
surpriseis automatic, the character may till attempt a proficiency check. If he passes, he
issurprised a the normd chance instead of autometicaly.

Ambidexterity (1 dot/4 CP) Dexterity/Aim
Groups. Warrior, Rogue

Ambidextrous characters are able to use ether hand with equa coordination and skill.
They are nather right-handed nor |eft-handed. When fighting in two-weapon style, an
ambidextrous character has two "primary"” hands, and suffers a—2 pendty to hit with
either weapon. If the ambidextrous character spends a dot to specidize in two-weapon
fighting style, he suffers no pendlty to attacks with either weapon.

Ambush (1 dot/4 CP) Intelligence/Reason
Groups: Warrior, Rogue Initid reting: 5

A character withthis proficiency is skilled a laying ambushes and setting up surprise
attacks. Most characters can set up an adequate ambush when the terrain favorsit and
they know the enemy is coming, but a character who spends adot on this kill isadleto
create ambushes where ambushes wouldn't normally be possible.

Ambushes areimpossible if the attackers have dready been spotted by the victims;
there's no point in hiding then. If the ambushing party knowstheir quarry is coming to
them, they can lay an ambush. If the atack is going to take place in difficult or unusud
circumstances, a proficiency check may be cdled for; failure indicates that the victims
have spotted the ambush before they walk into it. Otherwise, the ambush is guaranteed to
achieve surprise.

Camouflage (1 dot/4 CP) Intelligence/K nowledge
Groups. Warrior, Rogue Initid rating: 5

Characters skilled in camouflage understand how to stay out of sght in natura
surroundings. Unlike hiding in shadows, camouflage requires one of two things: good
cover nearby or alot of preparation. It's possible for a character to hide himsdf on aflat,
rocky desert, but held need to have specid clothes and time to ready a hiding spot. On the
other hand, amost anyone can duck behind atree on short notice.

If the character passes his camouflage check, he is considered to be effectively
invisible aslong as he doesn't move. He can avoid encountersif he chooses, or gaina—1
bonus on his chance to surprise someone who doesn't spot him. The character's check is



modified as noted below:

Ground Cover: —4 pendty if no vegetation is nearby;

Terrain: +1 bonusif terrainisrocky, hilly, or broken, +2 if very rocky;

Preparation Time: -2 if character has only one round of warning, —4 if character has
no warning.

Rangers and thieves gain a+40% to their chance to hide in shadowsiif they passa
camouflage check in conjunction with their attempt to hide in shadows.

Dirty Fighting (1 dot/3 CP)  Intdligence/lKnowledge
Group: Warriors, Rogues Initid reting: 5

Veteran brawlers and soldiers acquire a repertoire of feints, ruses, and various
unsportsmanlike tactics that can comein handy in afight. A character with this " skill"
can attempt to use adirty trick once per fight; if he succeeds, he gainsa +1 bonusto his
next attack roll. If theré's some reason the enemy believes the character will fight
honorably (hardly awise assumption!) the bonusis +2.

Once a particular enemy has falen prey to the character's dirty trick, he can never be
caught off-guard again. In addition, if the character's opponent is skilled in dirty fighting
himsdf, the attempt automaticdly falls.

Endurance* (2dotg4 CP)  Con/Fitness
Group: Warrior Initid reting: 3

This proficiency alows a character to perform strenuous physica activity twice as
long asanormd character before fatigue and exhaugtion set in. If the fatigue rules from
Chapter One are in play, a character with this proficiency increases his fatigue points by
50%.

Fine Balance (2 dots/5 CP) Dex/Baance
Group: Warrior, Rogue Initid rating: 7

Characters with this talent are blessed with an innate sense of balance and have an
uncanny knack for keeping their feet under them. With a successful proficiency check,
the character gains a +2 bonus on any climbing checks, saving throws, or ability checks
to avoid dipping or faling. In addition, the character reduces any pendties for fighting in
off-balance or awkward situations by 2 points.

The fine balance tdent is dso very useful for tightrope walking, tumbling, and
climbing wdls. If the DM determines that a particular feat would be influenced by the
character's exceptiona balance, the character gainsa +2 (on d20 ralls) or +10% (on d100
rolls) bonus to his rolls to resolve the action.

Iron Will (2 dotsg6 CP) Wisdom/Willpower, —2
Group: Warrior, Priest Initid reting: 3

Some people are possessed of an amazing ability to drive themsdaves on despite
injuries or exhaugtion that would stop another person in histracks. A character with the
iron will talent gains a +1 bonus to saving throws vs. mind-affecting spells or effects,
induding charms, holds, hypnotism, fascination, suggestion, and other such spells.



In addition, characters with iron will have the ungiue ability to keep fighting even after
being reduced to negative hit points. Each round that the character wishes to remain
conscious, he must roll a successful saving throw vs. degth with his negative hit point
total as amodifier to the roll. For example, a character reduced to -5 hit points can try to
dtay on hisfeet and kegp moving and fighting by succeeding on a saving throw roll with a
—5 pendty. Aslong as the character remains conscious, his condition does not worsen—
in other words, he doesn't begin to lose 1 additiona hit point per round until he actualy
passes out.

L eader ship (1 dot/3 CP) Charisma/L eadership, —1
Group: Warrior Initid reting: 5

Characters with the leadership taent understand how to motivate troops and get the
most out of their men. In battlefield Stuations, amilitary unit led by the hero gainsa +2
bonus to any morae checks they have to make. If you are playing with the mass combat
rules in Chapter Eight, the character istreated as if he were three levels higher than he
redly is, so a4th-leve fighter can command troops as a 7th-leve fighter if he possesses
thistalent.

Quickness (2 dots/6 CP) Dexterity/Aim
Group: Warrior, Rogue Initid reting: 3

A character with thistaent is unusudly fast. Her hand-eye coordination is excellent,
and she can often get past her opponent's defenses before they realize how quick she
redly is. In combat, she gains a specid —2 bonusto her initigtive roll if she makesa
proficiency check. She can use this bonus if she moves or makes an attack with aweapon
of average speed or quicker, but her specid bonus does not apply to attacks with dow
weapons or stationary actions such as guarding or parrying.

Steady Hand (1dot/5CP)  Dexterity/Aim
Group: Warior, Rogue

Characters with this talent are excellent shots with bows or crossbows. They have an
unusualy good eye for distance, a knack for judging atricky shot, and a smooth and easy
am and reease. If the character takes afull round to aim his shot (i.e., voluntarily holds
his action until last in the round) he suffers no pendty for a medium-range shot and only
a—2 pendty for along-range shot. If the character would normaly receive multiple
attacks with his wegpon, he has to forfeit them in order to use this talent—he can make
only one shot per round.

Trouble Sense (1 dot/4 CP) Wis/Int.
Group: Generd Initid rating: 3

Sometimes known as a danger sense, this talent gives the character a chance to detect
otherwise undetectabl e threats by ingtinct. The character's trouble sense comes into play
when the character is threatened by a danger he hasn't noticed yet.

The DM should make trouble sense checks in secret. If the character succeeds, heis
only surprised on aroll of 1 by asneak attack and treats any rear atacks as flank attacks
ingead. The DM can modify the proficiency check if the character is taking extra
precautions or if the attacker would be particularly hard to notice before siriking.



Chapter Five:
Unarmed Combat

Characters dl too frequently find themsalves wegponless while embroiled in afight.
Experienced players often prefer to have their characters voluntarily lay asde ther
wegpons to engage in nonletha combat, especialy when attempting to capture an
opponent who is more vauable to them dive than dead.

There are three parts to this chapter. The first is Brawling; it covers pummeling,
wrestling, and overbearing, the three basic types of unarmed combat (though improvised
wegpons can be used in pummeling). Subduing is atype of armed combat that employs
wegpons in nonlethal ways. Martial Artsisaset of skillsthat can make an unarmed
character as formidable and unpredictable as a swordsman.

Does This Beliong in My Campaign? The materid in this chapter is an extension

of the combat optionsin Chapter Two, and it isintended for use with the Player's Option

combat system presented in Chapter One. This chapter can be used by itsdlf, however.
Brawling, subduing, and martial arts can al be incorporated into a campaign

separately or together.

Brawling No character is entirdy helpless while still conscious and free to move.
Improvised wegpons such asiron spikes and chairs often lie within easy reach, and a
blow from afist often can be astelling as a dagger thrust.

Brawling is generdly less deadly to the defender than armed combat, but it does,
however, carry its own risks.

Brawling Attacks Against

Armed Opponents

Any brawling attack provokes an attack of opportunity from any and al opponents who
are amed and threatening the assailant. The defender gets a +4 bonus to attack and
damagerolls. If an attack of opportunity days the attacker, there is no brawling attack. If
an atack of opportunity creates a knockdown chance, the brawling attack automaticaly
falsand iswasted, even if the attacker's saving throw succeeds and he is not knocked
down—the defender's weapon keeps the attacker at bay. If an attack of opportunity
resultsin acritical hit, the character who scored the hit can choose to roll for the critical
hit (see Chapter Six) or force the brawling attack to autometicaly fail.

Temporary Damage

Only one quarter of any damage inflicted in brawling combat is normd. Divide the
damage from each attack by four and round down. The result isthe norma damage from
the attack; al remaining damage istemporary. If asingle attack inflicts less than four
points of damage it isdl temporary damage. (Two humans with average Strength scores
pummeling each other with bare knuckles can inflict only temporary damage.)



Temporary damage autometicaly heals at the rate of one point per combat round (or
standard round if the Player's Option combat system is not in use) no matter what the
injured character does. It is helpful to keep track of temporary damage separately.

Characters reduced to —10 hit points by temporary damage (or a combination of
temporary and norma damage) are still dead. Characters reduced to between 0 to —9 hit
points recover one temporary damage point each combat round (instead of losing a point
each round), but remain unconscious for 2d6 full turns or until healed. Norma damage
takes precedence over temporary damage. If a character has suffered enough normal
damage to reduce his hit points below zero, he loses one hit point each round (as
described in Chapter One under Damage and Dying) and regains no temporary damage.

The attacker in an unarmed combat can opt not to inflict damage—thisis caled
pulling the punch, though it gppliesto dl forms of unarmed combet. The atack may il
generate specid effects such as knockouts, knockdowns, holds, locks, and pins, but it
inflicts no damage a dl.

Opposed Rolls

The brawling procedures make extensive use of opposed rolls. See Chapter Two for a
discussion of how to use opposed rollsin combat. Note that in an opposed ability check a
dierall of 20 isadways afailure, even if the effective score is 20 or more. In an opposed
atack rall, adieroll of 1isadwaysafailure even if adjusmentsto theroll would dlow

for success.

Pummeling Pummeling includes most atacks made with hands, fists, elbows, and the
like. Humanoid and partidly humanoid creatures with racid intelligence of at least low
can make pummeling atacks. Nonhumanoid creatures with racid intelligence of a least
average and with manipulative appendages at least as large and strong as human hands
and a'ms aso can pummel. Humans, demihumans, orcs, ogres, giants, centaurs, and
smilar creatures can make pummeling attacks. Grest cats, octopi, 0ozes, horses, and
other creatures who lack intelligence or prehensile gppendages cannot. Common sense
must apply. For example, the DM might allow androsphinxes to make pummeling attacks
if they retract their claws. Generdly, however, creatures with naturd atacks usethemin
preference to pummeling atacks.

Pummeling requires at least one free hand, athough the attacker may wear ametd
gauntlet or amilar item. A character may aso use awegpon pomme or an improvised
weapon, such asamug or bottle, in a pummeing attack. Attacks with improvised
weapons provoke attacks of opportunity just as other brawling attacks do.

The target of a pummeding attack must be aive, non-vegetable, organic, and non-fluid.
Undead, shambling mounds, golems, and jellies are among the many creetures that
cannot be pummeled.

Pummeding is ineffective againgt creatures who can be harmed only by specid or
magica weapons unless the attacker functions as a magica wegpon powerful enough to
hurt the creature (see DMG, Table 46; note that character levels never apply to the table).
Elementdls, fiends, and most extraplanar crestures are immune to pummeling unless
attacked by smilar creatures or by characters using magical weapons.

Creatures immune to blunt (type B) wegpons are immune to pummeling attacks.

No creature can pumme an opponent more than one size larger than itsdf unless the



target is not sanding up (prone, knedling, or Sitting) or the attacker has a height
advantage or can fly. For example, a hdfling usudly cannot pumme ahill giant.

Pummeing Procedures
Most characters can make a single pummeling attack each round. Any character can gain
an extra pummeling attack each round by punching with both hands (provided both hands
arefree). However, the character suffersthe pendtiesfor attacking with two weapons
(see Chapter Two).

To make a pummeling attack, the character makes an attack roll vs. the defender's
Armor Class. Pummeling damage and speed varies with the type of implement used to
pummd:

Smadll, soft objects (bare hands) inflict 1d2 points of damage; base speed isfadt.
Smadl, hard objects (mailed fists, mugs, weapon pommels) inflict 1d3 points of
damage; base speed isfast.

Large, soft objects (saddles, unconscious characters) inflict 1d4 points of damage;
base speed isdow.

Large, hard objects (chairs, smdl tables, sacks of coins) inflict 1d6 points of damage;
base speed isdow.

To be used as an improvised wegpon, an object must weigh no more than one third of the
attacker's maximum press score (from PHB, Table 1) and its greatest dimension can be
no larger than haf the attacker's height. For example, a Man-sized creature could wield a
tall sool in apummeling attack, but not a stepladder or banquet table; common sense
must gpply.

A cestus (see Chapter Seven) isa specid case. A character employing a cestus uses the
pummeling procedure but inflicts norma damage.

Strength bonuses to attack and damage rolls apply to al pummeling attacks.

There is no knockdown die for pummeling attacks. Instead, there is an opposed
Strength roll to seeif the defender is knocked down. Modify the opposing Strength scores
asfollows

2-point bonus or pendty per size difference of the attacker versus the defender;
+1 for attacking with alarge object;
+1, +2, or +3 for aspeciaized, master, or grand master attacker.

The defender is knocked down if the attacker wins the opposed Strength roll. If both
Strength rolls succeed, the character who succeeds with the highest roll is the winner. If
the attacker fails her Strength roll, there is no knockdown no matter what the defender
ralls. If the defender fails her Strength rall, there is no knockdown unless the attacker's
roll succeeds.

If apummeling attack scores acritical hit, do not use the procedures in Chapter Six.
Instead, the defender must save vs. death or be knocked unconscious for 3d10 combat
rounds. The attacker's hit probability adjustment (from Table 1 in the PHB) for Strength
gpplies as abonus or pendty to the saving throw. If the attacker does not have a Strength
score, determine the attacker's effective Strength using the formula found in Chapter Two



and apply the appropriate modifier from the PHB.

Pummellng ill Levels
Nonproficient: Most characters have had some experience with pummeling Snce
early childhood, and nonproficient characters are very rare. If the optional character
point system from the Skills & Powers book isin use, a character who is
nonproficient in pummeling may clam 3 extra character points. Such characters are
very rare, however, and the DM and the player should agree on areason why the
character is nonproficient; perhaps the character had an isolated and nonviolent
childhood, or comes from a culture where fitfighting is unknown. A nonproficient
pummeler suffers the attack pendty listed for his classin Table 34 from the PHB and
cannot score a knockdown or knockout with a pummeling attack.
Familiar: The vast mgority of characters are assumed to be familiar with
pummeling, and need not spend any character points or proficiency dots on the skill.
Such characters can make one pummeling attack each combat round with no pendty.
Proficient: Any character can spend character points (or awegpon proficiency) to
become praficient at pummeling. Nonwarriors gain no benefit from pummeling
proficiency. Proficient warriors gain their full dlotment of melee attacks when
pummding.
Expert: Any character can spend character points (or weapon proficiencies) to
become expert a pummeling. Expert warriors who are entitled to more than one
melee attack each round can make the same number of pummeling attacks each
round, but gain no other benefits. Expert nonwarriors can make multiple pummeling
attacks at the same rate as a nonspecidized warrior of the same levd.
Specialized: Generdly, only sngle-classed fighters can become pummeling
specididgs, though there are optiond rulesin the kills & Powers book that allow
other characters to specidize. Pummding specidists gain the norma specidigt attack
and damage bonuses and extra attacks. Specidists attack bonuses apply to their
Strength scores when rolling for knockdowns.
Master: Only sngle-classed warriors can atain mastery in pummeing. Pummeing
masters gain the norma master attack and damage bonuses and extra attacks. Masters
attack bonuses gpply to their Strength scores when rolling for knockdowns, and apply
as pendties to saving throws vs. knockouts. Grand master pummelers can use criticd
augmentation to score knockouts on attack rolls of 16 or better.

An Example of Pummeling
Anada, an 8th-leve df warrior, has just escaped from a cell inside a bugbesar lair. He has
no wegpons but till wears his suit of chain mail +1. Anada surprisesapair of unwary
bugbear guards and movesin to attack them from behind. The bugbears are Large
creatures, but Anadais Manszed, so his pummeing attacks can effect them. Anadais
familiar with pummeling, and can make only one pummeling attack each round despite
hiswarrior leve (though he could make a second attack with his other fist and suffer the
pendties for atwo-handed attack).

Because he is not in athreatened square, hisfirst punch does not provoke an attack of
opportunity. Anadas attack roll must be good enough to hit AC 5, a bugbear's normal
Armor Class. He hitswith arall of 18, good enough to score acritica hit. Anadas



Strength is 17, so the bugbear suffers 2d2+1 points of damage from Anada's bare fists
(the damage is doubled due to the critica hit). The blow inflicts 3 points of damage, Al
temporary. Next, Anada and the bugbear must make opposed Strength rolls. Anada
receives a—2 pendty to his Strength score because he is one size class smdler than his
opponent. The bugbear's effective Strength is 17, with a+2 bonus because it islarger than
Anada. Anadarolls another 18 and the bugbear rolls a 10. The bugbear is not knocked
down. (Because Anadafailed his Strength roll, the bugbear would not be knocked down
inany case.)

The critical hit makes the bugbear roll a saving throw vs. deeth a —1 (because of
Anadas 17 Strength) to avoid being knocked out. It fails the roll and fals unconscious
for 3d10 combat turns. The second bugbear takes no action, because Anada has surprise.

The next round, Anada winsinitiative and moves in to pumme the second bugbesr,
who turns to face him. Anada’s punch provokes an attack of opportunity, because the
bugbear threatens him. The bugbear has +4 attack and damage bonuses and its racial
damage bonus of +2. It hits Anada for 9 points of norma damage and scoresa
knockdown chance. Anada's pummeling attack automatically fails, but his saving throw
is successful and he is not knocked down. The bugbear decidesto useits regular attack to
punch Anadawith its free hand, in hopes of recapturing him dive. It must hit AC 3
(Anada has a 15 Dexterity in addition to his magical armor) and misses.

During the next round Anada tries to pick up the falen bugbear's wegpon. The second
bugbear wins initiative, however, and tries to punch Anada again. Anadais not yet
armed, S0 there is no attack of opportunity. Thistime the bugbear hits, inflicting 1d3+2
points of damage with its mailed fidt. It scores 5 points of damage, 1 normd and 4
temporary. Anada has now suffered 14 points of damage, 10 norma and 4 temporary.
Unfortunately, Anada only had 12 hit points at the sart of this battle, having been
wounded earlier. Because his current hit point total is—2, he fals unconscious for 2d6
full turns. The bugbears drag him back to his cdl, and watch him more carefully this
time.

Specid Pummeling Maneuvers
The following are specid attacks that can be attempted as a pummeling attack. They are
typicdly attempted to cause a specid Situation, such as a knockouit.

Sapping

The basic rules for sapping are found in Chapter Two. However, a character may attempt
to make aranged sgp attempt with a thrown abject, subject to range, Strength, and
Dexterity modifiers. Damage is determined by the object's Sze and hardness, as given
above. Thereis aone-phase delay when making aranged pummeling attack; small

objects become average, large objects become very dow. Small objects have a maximum
range of 15 yards. Short range is 5 yards or less, medium range is 5-10 yards, and long
range is 10-15 yards. Large objects cannot be thrown unless they can be wielded as
improvised wegpons as described above; they have a maximum range of 5 yards and are
adways considered to be at medium range. Size Large and larger creatures might be able
to hurl some large objects, such as sacks of coins, as though they were small objects.

Kicking



Characters attacking with a height advantage (or attacking a prone, knedling, or sitting
opponent) can pumme by kicking ingtead of punching. Humanoid characterstend to
have stronger legs than arms, and inflict extra damage:

Barefeet: 1d3 points of damage;

Shoes, boots: 1d4 points of damage;

Heavy boots: 1d6 points of damage;

Iron-shod or hobnailed boots: 1d8 points of damage.

Wrestling Wrestling includes al attacks aimed at grasping and holding an opponent.
Any creature with racid intelligence of a least semi- can make wrestling attacks if it dso
has grasping appendages that it could use to restrain an opponent. Incorpored and
amorphous creatures cannot make wrestling attacks and cannot be wrestled. Limbless
cregtures, such as worms, snakes, and the like, generaly cannot wrestle, though
congtrictor snakes can be assumed to be using aform of wrestling.

Wormlike and snakelike creatures are resistant to wrestling damage, but can be held or
locked so they cannot attack until they win free of the hold. Creatures immune to norma
weapons have a natura resistance to wrestling attacks, so they can be grappled or pinned
but take no damage from a hold unless the attacker functions as a magical weapon.
Immunity to norma wesgpons, however, does not protect a cresture from the effects of a
lock, including damage.

Wrestling requires both hands free. Shields, which are normaly worn strapped to the
forearm, interfere with the character's grip and prevent wrestling.

Wrestling combat aways takes place between two opponents, multiple attackers
cannot make awrestling attack as a group. Damage from wrestling holds and locks is
mostly temporary, just like other types of brawling damage.

Wrestling Procedures
Most characters can make one wrestling attack each round. Wrestling attacks take place
on the attacker's base initiative phase.

A wrestler makes an attack roll vs. Armor Class 10, regardless of the defender's actua
Armor Class. Bonuses for the defender's Dexterity and magical protections apply. Effects
that provide aflat Armor Class, such as magica bracers or shield spells, count asa +1
bonus regardless of how strong their enchantments are. If the attacker misses, hisaction
phase ends. If the attacker scores a critical hit, the defender is automatically held. The
attacker enters the defender's square and inflicts 1d2 points of damage. The attacker can
immediately try for alock (see Previoudy Established Holds, below). If thereisno
critica hit, the attacker enters the defender's square and immediately checks for a hold.

Holds
To check for ahold, the combatants make an opposed attack roll vs. AC 10 (Dexterity
and magica bonuses apply). Strength bonuses gpply, dong with the following modifiers:

4-point bonus or pendty per size difference of the attacker versus the defender;
—1 for a defender normaly immune to the attack;
-2 for defenders with unusudly supple bodies (snakes, eds, worms, etc.).



The atacker must win the opposed roll to achieve ahold. If the defender wins, if there
isatie, or if both rollsfail, the attacker is driven back to his origind square and the
grapple is broken. Both characters retain their origina facings.

If the attacker wins the opposed roll, the attacker achieves ahold. The defender suffers
1d2 points of damage unlessimmune to the attack, and the attacker can try for alock
during his next attack. A hold lasts until the attacker frees the defender, or the defender
breaks free. Grappled characters cannot move until they free themsaves, and they cannot
make attacks of opportunity. Checking for a hold ends the attacker's action phase; the
character cannot attack again until he would normaly be digible for amelee attack
(usudly the next combat round); however, the character can counter the defender's
attempts to get free (by making opposed rolls).

Strength bonuses to attack and damage rolls apply to al wrestling attacks, holds, and
locks.

Previoudy Established Holds and L ocks

When a character is eigible to make an attack and begins the action phase with a
character in his grasp, the attacker can release the opponent, try to improve hisgrip, or
just hold on.

If the attacker releases his opponent he can immediately attempt another unarmed
attack, draw aweapon and attack (this counts as a half-move action), or attempt some
other action normally available to the character, such as movement.

If the attacker tries to improve his grip, make another opposed attack roll as described
above. If both attack rollsfail, there is no change in the combatants status—they remain
grappled and no damage isinflicted. If the defender wins, the attacker suffers 1d2 points
of damage (plus Strength bonus) and the defender's position improves one place. Locked
defenders become held, held defenders break free. If the defender wins with aroll good
enough to score acritica hit, the defender immediately scores alock on the attacker, and
can choose alock result from the table below. The defender now controls the wrestling
sequence and is treated as the attacker in subsequent action phases. If the attacker wins
the opposed rall, the defender suffers 1d2 points of damage and the attacker's position
improves one place; held characters become locked.

If the attacker just tries to hold on, conduct another opposed roll. Unless the defender
wins, his status does not change; held characters remain held and suffer 1d2 points of
damage, and locked characters remain locked and suffer alock result of the attacker's
choice. If the defender wins, his status improves one place, as noted above. Thereisno
chance for the defender to roll acritical hit and achieve alock on the attacker. If both
attacksfal, or if thereis atie, the defender's status remains unchanged, but the defender
takes no damage and cannot suffer alock result (though an established lock is not
broken). The advantage of holding on istheat there is aso no chance for a criticd hit to
reverse the attacker's fortunes.

A character who decides to hold on after he has achieved alock can only repest the
previous lock effect. If the character wishes to change effects, he must win another
opposed roll.

Breaking Free



A defender who begins an action phase in another character's grasp cannot move. The
only combat actions he can take is an attack with asize S or naturd weapon, pummeling,
or wrestling. These attacks must be directed at the opponent grappling the character.
Attacks with sze S wegpons and pummeling attacks suffer a—2 attack penalty. Natural
and armed attacks are not possibleif the character's original facing would not alow them.
For example, afighter who makes awrestling attack from one of alion's rear squares
could not be subjected to the lion's claw attacks, though the lion could turn its head to
bite.

If the defender scores a critica hit with aweapon or natural attack, he can opt to inflict
double damage (and perhaps roll for a specid effect according to the rules presented in
Chapter Six) or force the attacker to release him. If the defender scores a knockdown with
apummeling or wegpon attack, he breaks free.

If the defender makes awrestling attack, conduct an opposed attack roll as described
above. If both attacks fail, there is no change in the combatants status—they remain
grappled or locked and no damage isinflicted. If the defender wins, the attacker suffers
1d2 points of damage (plus Strength bonus) and the defender's position improves one
place. Locked defenders become grappled, and grappled characters bresk free. If the
defender winswith aroll good enough to score a criticd hit, the defender immediatdy
scores alock on the attacker and can choose alock result from the table below. The
defender now controls the wrestling sequence and is treated as the attacker in subsequent
action phases. If the attacker wins the opposed roll, there is no change in the defender's
datus. If the attacker winswith aroll good enough to score a critica hit, the attacker
automaticaly achieves alock.

Assistance

Wrestling involves seizing and controling the defender's body; multiple atackers tend to
hinder each other more than the defender. Even Very Large creatures that occupy more
than one space on the map cannot be wrestled en masse because it isimpossible to
coordinate their actions as the defender thrashes about. The attacker's companions,
however, can make melee, pummeling, and overbearing attacks against the defender. (A
character involved in wrestling combat does not count as part of the pileif his
companions try to overbear the defender).

It isequdly difficult to involve multiple defendersin wrestling combat. A single
character can try to grapple the attacking wrestler and pry him loose from the defender. If
the rescuer achieves ahold (or alock) on the attacker, the origina defender breaks free
and the origind attacker is pulled into the rescuer's square.

A hold or lock aso can be broken by scoring a knockdown or criticd hit with a
wegpon or pummeling attack, as described above, or by overbearing the attacker.
Additiona defenders who threaten the attacker can make attacks of opportunity every
time the attacker initiates an opposed roll.

Missile attacks directed at wrestlers have a chance to hit either characters as described
in Chapter One.

Locks

Characters who become locked suffer one of the following effects, chosen by the
character who achieved the lock:



Throw: The attacker literally throws the defender through the air. The defender

lands, prone, 1 or 2 squares away in any direction the attacker chooses. The defender
suffers 1d4 points of damage unless he lands on a soft, yielding surface, but is freed
from the attacker's grasp. Defenders thrown onto particularly hard and unyielding
surfaces, such as solid stone floors or walls, take 1d4+1 points of damage. If the
defender isthrown into another creature, immediately conduct an overbearing attack
againg the creature struck using the attacker's Strength score and the thrown
creature's Sze. If the defender is thrown into a hazardous area, such asapool of
burning oil or aset of sharp spikes, he takes additiona damage from the hazard, just
as though he has stepped or fdlen into it. Hazards usudly inflict normd (not
temporary) damage. Defenders at least two Size classes larger than their attackers
cannot be thrown. Treat the throw as a takedown. If the defender isthe same Size or
smaller than the attacker, the attacker can make a hdf move before throwing his
opponent.

Takedown: The attacker makes the defender fall to the ground in the combat square.
The defender suffers 1d3 points of damage and remainsin the attacker's grasp.

Slam: The attacker hurls the defender violently to the ground in the combat square.
The lock automaticaly becomes a hold and the victim bresks freeif herollsa
successful saving throw vs. breath wegpon. The defender suffers 1d8 points of
damage in any case. The defender suffers 1d8+1 points of damage if dammed into
solid ground, and the gppropriate amount of damage isinflicted if the defender is
dammed into hazardous ground. Defenders at least two Size classes larger than their
attackers cannot be dammed. Tresat the dam as a takedown.

Press. The atacker squeezes or twists some part of the victim's body, inflicting
damage. The victim remains in the attacker's grasp and suffers 1d6+1 points of
damage. If the attacker repeets the press on his next action phase, the damage bonus
increase to +2 and continues to increase if the attacker can repest the press without
interruption. A press repeated through five consecutive attacks would inflict 1d6+5
points of damage during the fifth attack.

Hammer: The attacker pummels the defender or pounds his body against something.
The defender suffers 1d2 points of damage and must roll a successful saving throw

vs. death or be knocked unconscious for 3d10 combat rounds. There is no adjustment
to theroll asthereisin a pummeding attack and no damage adjustment for itemsthe
attacker holds or wears on his hands.

Manipulate: The attacker takes control over the defender's body. The attacker can
pry items out of the defender's grasp, remove exposed equipment from the defender's
body, bind the defender's limbs, negate one of the defender's natura attacks, or inhibit
the defender's actions in other ways at the DM's discretion. The defender suffers 1d2
points of damage from the attacker's manhandling.

The attacker can remove one item or bind one limb with a manacle in one attack
phase. It takes two attack phasesto tie alimb with rope. If in doubt about the attacker's
ability to remove an item, alow the attacker to make an open doors or bend barsrall to
perform the action. For example, removing a hemet from a struggling hobgoblin would
require an open doors roll. Removing a hedmet from a struggling storm giant would
require abend barsrall.



It is often possible to maintain a manipulation while performing a press or takedown.
If the defender wins an opposed roll while multiple locks are established, dl of them are
broken.
- Carry: The attacker lifts the defender into the air and makes anorma move. The
defender's weight (and the weight of the defender's equipment) is added to the
attacker's encumbrance rating. The attacker cannot choose this lock if the defender's
total weight (with equipment) equals or exceeds the attacker's maximum press vaues
(see PHB, Chapter 1).

Wrestler Versus Wrestler

If two characters have declared wrestling attacks againgt each other, they automaticaly
grasp each other. Skip the initid attack roll and make an opposed roll on the fastest
character's action phase to see who has the advantage. The winner establishes ahold, or a
lock if hisroll was good enough to score a critical hit.

Wrestllng ill Levels

Nonpraficient: All characters have had some experience with wrestling since early
childhood; the only nonproficient wrestlers are crestures that cannot make wrestling
atacks at dl. In most cases, creatures that cannot make wrestling attacks aso cannot
be wrestled. If a nonproficient cresture can be wrestled, it can make opposed rolls
with no pendlties, but it cannot score critica hits or achieve holds or locks;, the
cresture can merely wiggle out of the attacker's grasp (or make natural attacks). A
character cannot choose to be nonproficient in wrestling and gain extra character
points under the optiona character point system from the Skills & Powers book.
Familiar: Creatures that can make wrestling attacks are automaticaly familiar with
wrestling, and need not spend any character points or proficiency dots on the skill.
Such characters can make one wrestling attack each combat round with no pendty.
Proficient: Any character can spend character points (or awesgpon proficiency) to
become proficient a wrestling. Nonwarriors gain no benefit from wrestling
proficiency. Proficient warriors gain their full alotment of melee attacks when
wredting. High-level warriors can initiate multiple wrestling attacks each round and
can try to improve holds or switch locks in any action phase when they are digible to
make attacks.

Expert: Any character can spend character points (or weagpon proficiencies) to
become expert at wrestling. Expert warriors who are entitled to more than one melee
attack each round can make the same number of wrestling attacks each round, but
gain no other benefits. Expert nonwarriors can make multiple wrestling attacks at the
same rate as a nongpeciaized warrior of the samelevd.

Specialized: Generdly, only sngle-classed fighters can become wrestling specidists,
though there are optiond rulesin the Skills & Powers book that alow other characters
to specidize. Wrestling specidigts gain the norma specidi atack and damage
bonuses and extra attacks.

Master: Only sngle-classed warriors can attain mastery in wrestling. Wrestling
masters gain the norma master attack and damage bonuses and extra attacks. Grand
madter wrestlers can use critical augmentation to score quick locks on attack rolls of
16 or better.



An Example of Wrestling

Anada, the df warrior from the previous example, lures one of his bugbear guardsinto

his cdll in another bid to escape. The guard iswary of trouble, so the DM rulesthereisno
chance for surprise, but dso gives Anada the firgt attack as he lunges from behind the
door and grapples with the bugbear.

The bugbear is armed, and turns toward Anada as he attacks. Because Anadais
threatened, the bugbear gets an attack of opportunity before Anada makes hiswrestling
attack. Anada gets lucky and the bugbear misses. Anada makes an attack roll vs. Armor
Class 10 and rolls a7, good enough to hit.

Now Anada checksto seeif he achieves ahold. Anada and the bugbear make opposed
attack rolls. Anadais attacking Armor Class 10 because the bugbear has no magical or
Dexterity bonuses, Anada suffers a—4 pendty for being a sze dass amaller than the
bugbear but gains a+1 bonus from his Strength. The bugbear is attacking Armor Class 8
because of Anadas chain mail +1 and 15 Dexterity. Anadarolls a 10, good enough to hit.
The bugbear rolls an 18, dso good enough to hit; however, Anada wins the opposed
attack roll because he succeeded with alower number. Anada has a hold on the bugbear
and inflicts 1d2+1 points of damage (because of a successful hold and Anada's 17
Strength). Anadainflicts 2 points of damage, both temporary.

During its attack phase, the bugbear drops its wegpon, which istoo big to use while
grappled, and tries to break free. Anada and the bugbear conduct another opposed attack
roll, this time with the bugbear gaining a+4 bonus to itsroll for the Sze difference, Snce
it is the attacker. The bugbear rolls a 20, normaly good enough to score a critical hit
againg Anadas effective Armor Class of 8. Anada, however, rolls an 11, good enough to
hit the bugbear's effective Armor Class of 10 and win the opposed roll (becauseitis
successful and lower than the bugbear's roll). Because the bugbear didn't win the opposed
rall, the critica roll is disregarded; the bugbear does not achieve alock on Anada.

Now that both combatants have taken an attack phase, the combat proceeds to the next
combat round. Anadawins initiative and tries to achieve alock on the bugbear. Thereis
another opposed roll, and Anadawinswith aroll of 12 versus the bugbear's 2 (the
bugbesar lost because its attack failed and Anada's succeeded). Anada achieves alock and
decides to hold the bugbear's mouth shut to keep it from caling for help. The DM decides
thisis amanipulation, and the bugbear suffers another 1d2+1 points of damage. Anada
inflicts 3 points of damage, dl temporary.

The bugbear triesto free itsalf once again during its attack phase, but losesthe
opposed roll. The combat round ends.

During the next round, the bugbear winsinitiative, but loses the opposed roll again.
Now that the bugbear's mouth is clamped shut, Anada decides to twist the bugbear's head
alittle, which qudifies as a press. The DM decides Anada can keep hold of the bugbear's
mouth while wrenching at its head, but Anada still must make another opposed roll to
establish the press. Anadawins again and inflicts 1d6+2 points of damage (1d6+1 for the
press, plus one for Anadas Strength). Anadarolls a4 and inflicts 6 points of damage, 1
norma and 5 temporary. The bugbear has now suffered 9 points of damage, 8 temporary
and one normd. The bugbear started with 14 hit points, isnow at 5, and struggles on.

Anada losesinitiative the next round and the bugbeer triesto free itsdf again. Thereis
another opposed roll, which the bugbear loses. If the bugbear had won, both the press



(head twist) and manipulation (mouth clamp) would have been broken and Anada would
only have had asmple hold.

Anada decides to press again on his attack phase. There is another opposed roll, which
Anadawins, because Anada was just holding on, the bugbear could not have achieved a
lock by winning the roll with a critical hit. Anada has maintained his press through two
attack phases, so he inflicts an extra point of damage, for atotal of 1d6+3 points. Anada
inflicts 7 more points of damage, 1 normal and 6 temporary. The bugbear's hit point total
isnow below zero, and it falls unconscious for 2d6 full turns. Anada picks up the
bugbear's weapon and dips out of the cell.

Overbearing Thisversion of overbearing is an expanded version of the one appearing
in Chapter Two, but it aso assumes that no combatants involved are fighting with
weapons. Overbearing includes most atacks aimed at Smply overpowering the target. If
the attackers are seeking to overwhem the defender through brute strength or sheer
weight of numbers, it's an overbearing attack. Overbearing isatactic available to any
creature and can be used againgt almost any other creature. Cregtures with multiple legs
are difficult to overbear. Creatures with no legs at dl are nearly impossible to overbear
(because they can't be knocked down) but attackers with sufficient strength sometimes
can pin them in place. Creatures with no solid form (immateria, gaseous, or liquid)
cannot be overborne.

Characters need not have their hands free to make overbearing attacks, but they might
not be able to take full advantage of pinsif they do not (see below).

Overbearing Procedures
Virtudly al crestures can make one overbearing attack each round. As explained in
Chapter Two, overbearing requires an attack roll vs. Armor Class 10. Adjustments for
Dexterity and magic apply to the defender's Armor Class.

If the attack hits, there is an opposed Strength roll to determine if the defender keeps
her feet. A ligt of modifiers (expanded from Chapter Two) isincluded below:

4-point bonus or pendty per size difference of the largest attacker versusthe
defender;

+1 bonus per additional attacker;

—4 pendty if defender has more than two legs,

—4 pendity if the defender is legless (snake, worm, dug);

—4 pendlty if the defender is generdly amorphous (ooze, dime, jdly).*

*Cregtures that qudify for this modifier dso get the modifier for having no legs, for a
tota pendty of 8.

If the defender wins the opposed Strength roll, she stays on her feet and the attackers
remain in their squares. The defender remains clear and can finish the round normaly. If
the attackers win, they (or as many aswill fit) enter the defender's square and everyone
falsin ahegp with the attackers on top. The overborne character takes no damage. Note
that attackers in squares adjacent to the defender can contribute to overbearing attacks
even if they can't enter the defender's square.



If defender is overborne, she loses dl actions for the remainder of the round and her
actions are severely limited the next round; the character is grappled and cannot move or
make any attacks (including attacks of opportunity) until she gets free.

A defender who has been knocked down by an overbearing attack can be pinned if she
is successfully overborne again in the following round. Overborne defenders can do
nothing until the pin is resolved.

Pins
Attackers who have made successful overbearing attacks have an advantage over the
defender in the following round. The attackers can release the opponent or try for apin.

If the attackers release the opponent, they can immediately attempt another unarmed
attack, draw aweapon and attack (this counts as a haf-move action), or attempt some
other action normdly available to characters, such as movement.

If the attackers try for a pin, conduct another opposed Strength rall. If the attackers
win, the opponent is pinned (see below). If the defender wins, the attackers must leave
the defender's square and the defender can spend a haf move or an attack to stand up, just
asif she had suffered a knockdown.

Effects of Pins

A pin lagts for an entire combat round. A pinned character is consdered prone and
grappled. The attackers can immohilize a pinned character's limbsiif their hands are free.
If the attackers are the same size or larger than the defender, one of the defender's limbs
isimmobilized and useless for every attacker with free hands in the pile. If the attackers
are amdler, it takes one extra creature per size class difference to immobilize alimb. For
example, it takes one human to hold down an orc's arm, two humans to hold down an
ogre's arm, and three humans to hold down a hill giant's arm. If the attackers are larger,
they can pin two limbs for every two Sze classes difference. For example, asingle ogre
can pin one limb of adwarf or two of ahdfling's limbs.

If dl the defender's limbs are immohilized for two consecutive rounds, the attackers
have the upper hand and can choose any wrestling lock effect. (Damage from locks
achieved through an overbearing pin is mostly temporary, asin al other forms of
brawling combat.) A group that achieves alock inflicts damage only once per round, but
uses its effective group Strength score when determining damage.

Maintaining and Breaking Pins
A pinned creature can make unarmed or natura attacks with its free limbs or can atack
with asize S wegpon. The pinned character's origind facing does not affect these attacks,
al the charactersinvolved are entangled in arandom dogpile and the defender is assumed
to be facing dl the attackers s multaneoud y—this is one disadvantage to overbearing
attacks. If the defender inflicts a critica hit with awegpon or natura attack, he can opt to
inflict double damage (or roll for aspecid effect according to the rules presented in
Chapter Six) or force the attacker who is struck to release her. If the defender scores a
knockdown with a pummeling or weapon attack, the attacker who is struck must release
the defender.

The attacker cannot directly counter the pin, she must wait until the attackerstry to
maintain the pin.



Attackers who have pinned a defender must make an opposed Strength roll each round
to maintain the pin. If a pinned defender wins the opposed Strength roll, she bresksthe
pin and can spend a haf move or an attack to stand up. Sheis il grappled, however. If
the defender wins the next opposed Strength roll, she breaks free. If the defender wins
initiative, she can force the roll herself on her attack phase; thisisthe only time a
defender can initiate the opposed roll, which can be ether an attack or a Strength roll, at
the defender's option. If the defender loses or there is atie, the defender remains grappled
and the attackers can skip the attack roll and go directly to the opposed Strength roll on
their next action phase. If the defender wins, she breaks free and can finish the round
normaly.

Assistance

Overbearing involves brute force and is the naturd attack form for groups of creatures
confronting a lone target. In the case of multiple defenders, the attackers can divide
themselves among their opponents or concentrate on a single defender, provided that the
attackers occupy squares adjacent to the defender.

The defender's dllies, if clear, can remove attackers from the pile by making
overbearing or wrestling attacks against them. An dly who threatens the attackers can
make attacks of opportunity each time the attackers initiate an opposed roll—the arriva
of an a'med dly usudly breaks up a massed overbearing attack. A critica hit or
knockdown can force an attacker to release a defender, as described above.

Missile attacks directed at a pile have a chance to hit any character inthe pile as
described in Chapter One.

Overbearing SKill Levels
Any creature or character who can be overborne is automatically familiar with
overbearing combat. A character cannot choose to be nonproficient in overbearing and
gain extra character points under the optiona character point system from the Skills &
Powers book.

Overbearing is a crude form of combat that emphasizes brute force over finese. It is
not possible to develop overbearing expertise, specidization, or mastery.

An Example of Overbearing

Anada, the ef warrior from the two previous examples, is sneaking through the bugbear
lair with amorning star in hand. He gill wears his chain mail + 1. The bugbears are quick
to note escape and three of them corner him in an unused chamber. The trio decides to
rush Anada and take his weapon away.

The three bugbears make a combined overbearing atack against Anada. Because heis
armed, Anada can make attacks of opportunity againgt the bugbears. As an 8th-leve
fighter, Anadais entitled to up to four attacks of opportunity, but he only gets three since
there are only three bugbears. Anada gets lucky and hits al three times. No hitskill any
bugbears, but he scores a knockdown chance against one of them. The bugbeer fallsits
saving throw roll vs. desth and is knocked down. It cannot participate in the overbearing
attack. Even if the save was successful, the bugbear could not participate in the attack
because it suffered a knockdown chance.

The two remaining bugbears mugt hit AC 8 (because of Anadas magica chain mail



and 15 Dexterity). They hit, and there is an opposed Strength roll to see if Anadais
overborne. The bugbears receive a +4 bonus because they are larger than Anada and an
additional +1 because there are two of them; their effective Strength score for this attack
is19. Anadarolls a 16, higher than his adjusted Strength score. The bugbearsroll a 13,
eadly a success. Anada goes down, with the bugbears on top, in the square where he
stood. Anada can do nothing except await the bugbears pin attempt.

The next round, the bugbears attempt a pin. The third bugbear jumps on the pile,
increasing the bugbears bonus to +6. Anadarolls a 15, exactly what he needs to succeed
with his Strength score. The bugbearsroll a 10, a success, but Anada succeeded with a
higher roll, so he wins. Because he was not pinned Anada can spend a haf move
regaining hisfeet and atack with his morning star. His blows do not day any bugbears,
and another bugbear enters the chamber and joinsthe fray.

All four bugbears attempt to overbear Anada during the next round. Anada gets an
attack of opportunity against each of them and days one. The three survivors make a
combined attack and hit AC 8, forcing another opposed Strength roll. The bugbears win,
and Anada goes down again. Once again, Anada can do nothing but await the pin
attempt.

The three bugbears win the next opposed rall, pinning Anada. Both of Anada's arms
and one of hislegs are pinned. The DM decides that the bugbear holding Anadasleg is
prone, and alows the ef to kick (pummel) that bugbear. Anada hits and scores a
knockdown againgt the bugbear, making it let go of hisleg.

The two remaining bugbears try to maintain the pin during the next round, and the
bugbear who was knocked loose joins the pile. Anada wins the opposed roll. Because he
was pinned, Anada can only regain hisfegt, he cannot break free or launch any other
attacks.

Anadawins initiative, however, and can attack before the bugbears can do anything.
His morning star istoo large to use while grappled, so Anada decides to bregk free with
an opposed attack roll (taking advantage of his superior THACOQ). Unfortunately, he rolls
al andfails Hewill remain grappled no matter what the bugbearsroll.

The bugbears try to overbear again; because Anada is grappled, he gets no attacks of
opportunity and the bugbears do not have to make an attack roll. The bugbears win the
opposed Strength roll, knocking Anada to the floor again.

By thistime, two more bugbears arrive on the scene. The bugbears attempt to pin
Anada during the next round and the new bugbears join the pile. They have a+8 bonus
and handily win the opposed Strength roll. All of Anada's limbs are pinned.

The next round, they attempt to maintain the pin and succeed again. All of Anada's
limbs have been pinned for two consecutive rounds, and the bugbears have him under
control. Four bugbears pull Anadas arms and lock them behind his back while the fifth
bugbear ties them together (a manipulation). Anada suffers 1d2+10 points of damage
from the manhandling (because the bugbears effective Strength scoreis 22).

The five bugbears quickly haul their bound captive back to his cell, where they bind
him even more securdly.

Attack Options and Unarmed Attacks

Severd attack options from Chapter Two are dso available to unarmed characters, as
follows



Block: A character can dlocate one pummeling attack to block an incoming attack.
Blocks vs. other unarmed attacks are resolved normally. Unarmed blocks against
wegpons, including creatures with natural weapons, recelve a—4 pendty.

Called Shot: A cdled shot to an opponent's head during unarmed combat is a sap
attack and should be resolved according to the rules given in Chapter Two. Sapping
requires asmall, hard object. Bare-handed sapping attacks are treated as normal
pummedling atacks.

Most other called shots made during unarmed combat should be resolved as specid
attacks. Attempts to knock items out of opponents hands, for example, should be treated
as an offensgve disarms.

- Disarm: Anunarmed character can attempt both offensve and defensve disssms a a
—4 pendty to his attack rall if heis digible to make pummeding attacks. If an
unarmed character attempts to disarm a two-handed wegpon the attack pendty is—8.
An unarmed offengve disarm aways provokes an attack of opportunity.
Pull/Trip: Most unarmed pull/trip atacks should be resolved as wrestling attacks.

An unarmed pull/trip can be resolved as a pummeding attack if directed a an
opponent who is moving and unaware of the attack. Use the pull/trip rules from
Chapter Two to resolve this maneuver.

Unhor se: Treat unarmed unhorse attempts as overbearing attacks if the attacker could
concelvably get her body onto the mount while attacking (as might be the case if the
attacker were jumping down on the mounted character from a height); otherwise,
resolve them as wrestling attacks.

Duels: Two unarmed characters can conduct adud if they are not involved in a
wrestling sequence (the opposed rollsin awrestling combat aready reflect a contest

of skill). If asuccessful grapple during any due resultsin ahold, the dud is

suspended until the resulting wrestling sequence ends. See Dueling in Chapter Two

for procedures.

Subdual Attacks It is possible to employ most common wegponsin ageneraly
nonletha manner by griking only with the haft or flat of the blade. For some weapons, it
is possible for the attacker to reverse his grip and use the weapon's butt or pommel asa
club.

To make asubdua attack, a character makes an attack roll vs. the opponent's normal
Armor Class. Thereis—4 attack pendty and the wegpon's damage is reduced by half;
round fractions up. Subdual attacks are trested as armed melee attacksin al other ways.

Characterswho are entitled to multiple melee attacks can make mulltiple subdua
attacks. All bonuses for Strength, expertise, specidization, and mastery apply to subdual
attacks. Any damage inflicted is three quarters temporary, just as in brawling attacks.
Crestures reduced to zero hit points or lessfal unconscious just asin brawling combet. If
you don't want to bother with dividing subdua damage in haf, then dividing by four, roll
asmdler diefor damage instead. For example, roll 1d4 for along sword, 1d3+1 for a
footman's mace, and 1d4 for amorning star. A critical hit with a subdua attack causesa
blunt critica effect (see Chapter Six) or forces the target to roll a successful saving throw
vs. degath to avoid being knocked out for 3d10 combat rounds. There is no saving throw
adjustment for the attacker's Sirength as there isin pummeling attacks.



An Example of Subduing

The hapless Anada finds himself forced into a gladiatoriad combat by his bugbear captors.
His opponent is Barzun, a 7th-level dwarf fighter. Anada decides he doesn't wish to kill
his fellow prisoner and decides to attack to subdue instead. Barzun wears plate mail and
cariesashied, giving her an Armor Class of 2. Anadawinsinitiative and rollsa 12.
Anadas THACO is 13, so hisrall is good enough to hit even before adding the +1 attack
bonus Anada gets for his 17 Strength, but not good enough for a critica hit. The DM
decides Anada should roll 1d4 to determine the morning star's subdua damage (but the
DM could have decided to roll 2d4 and divide the result by two). Anadarollsa 3; Barzun
suffers 4 points of damage (+1 for Anada's Strength). Three points are temporary and 1
point isnormd.

Barzun decides to reply with asubdua attack as well. Anada's Dexterity and chain
mail +1 give him an Armor Class of 3. Barzun rollsa 10. Her THACO is 14, making her
roll bardly good enough to hit after adding the +1 attack bonus from her 18/21 Strength.
Barzun rolls a 2 for damage; she adds +3 for her Strength and inflicts 5 points on Anada,
4 temporary and 1 normdl.

Anadawins initiative again and declares a no-move attack. He attacks once with his
morning star in the average phase and again in the dow phase (because he is 8th leve
and entitled to an extra melee attack this round). Barzun also declares ano move attack
and gets atacks in the average and dow phases. Because she logt initiative, Barzun
grikeslast in each phase. Anadas first attack hitswith a 15. Thereis no chancefor a
critical hit, and heinflicts 4 points of damage again (3 temporary and 1 normd). Barzun
misses her attack, and combat proceeds to the next phase.

Anada hits again and inflicts 5 points of damage. Barzun has now suffered 13 points of
damage (10 temporary and 3 normal). Barzun'sfind attack hits with a20. She only
needed to roll a 10, so the 20 is good enough for a critical hit. Anada suffers 2d4+3 points
of damage (the morning star's 1d4 subdual damage is doubled to 2d4 and Barzun's +3
damage bonus is added). Barzun ralls a6, inflicting 9 points of damage, 7 of which are
temporary and two that are normal. Anada has now suffered 14 points of damage, 11
temporary and 3 normd. Barzun opts to knock out Anadarather than rolling for a critical
hit. Anadarollsa2, failing his saving throw vs. desth; he will be unconscious for 3d10
combat rounds and the gladiatoria fight ends, much to the bugbears disgppointment.

Martid Arts Martiad artsis aspecidized form of pummeling that uses the body as a
weapon. A creature must be able to make pummeling attacks to employ amartid art.
Martid arts are difficult to learn and not commonly known. Generdly, only creatures
with & least average intelligence and from mediative, nonmateridigtic cultures can learn
martid arts.

Martid artsrequires a least one free hand. Unlike a character making norma
pummeling attacks, amartia artist must be bare-handed or wearing only normd gloves
and shoes. A martid art isadiscipline of the mind and body and most implements are
avoided. Improvised weapons cannot be used in martia arts attacks.

Martid arts attacks inflict mostly temporary damage, just as norma pummeling
attacks do. Maritd arts atacks are ineffective againg creatures normaly immune to
pummeling attacks.



Martia Arts Procedures

Except where noted below, martid arts attacks are resolved as pummeling attacks. A

martia artist enjoys some advantages while pummeling, depending on the syle of martid

atsheisudng:
Style A: The style emphasizes dtriking with the hands or fists. The character's bare or
gloved hands are treated as small, hard objects (1d3 points of damage), and the
character can strike and damage creatures of any sze. If the character is unarmed and
unarmored, he can make an extra attack each round with his other hand (provided that
it isfree) without the usua pendties for attacking with two weapons.
Style B: The style emphasizes striking with the feet. The character's bare or shod feet
are treated as large, hard objects (1d6 points of damage), and the character can kick
opponents even when they are not prone, gtting, or knedling. If unarmed and
unarmored, the character can make an extra attack each round with one of hisfree
hands. Note that the ability to pumme crestures of any Szeis not part of this style.
Style C: The style emphasizes throws and escapes. The character can choose the
pull/trip combeat option when making pummeling attacks. If the attack hits, the martid
artist can use either his Strength or Dexterity score for the opposed roll. The martia
artist also can make an opposed attack roll to escape any hold, grapple, lock, or pin.
The escape roll counts as an attack, but if it succeeds the martid artist is considered
clear and can finish the round normdlly.
Style D: The style emphasizes dodges and blocks. The character can make one free
block each round in addition to any attacks he makes. If unarmed and unarmored, the
character receives a—2 Armor Class bonus.

Martid Arts Skill Levels
Nonpraoficient: Any character who has not been trained in one of the four martid arts
sylesautomaticdly falsinto this category. Nonproficient martid artists can make
norma pummeling attacks, but cannot clam any martia arts benefits.
Familiar: Familiarity has no effect on the martid arts; acharacter is proficientin a
martid art or heis not.
Proficient: Martid arts styles are unknown in most AD& D game lands. To spend
character points (or a wegpon proficiency) to become proficient in amartid arts style,
a character must be native to (or have paid an extended visit to) a culture where
martia arts has developed. Such cultures are usualy nonwestern, philosophica, and
nonmateridigtic. They usudly stress the power of nature or of the inner sdf over the
power of tools, wegpons, and technology. Such cultures often do not alow
commoners to own wegpons or armor.

Proficient nonwarriors can make one martid arts attack each round. Proficient
warriors gain their full dlotment of meee attacks when making martid arts attacks. If a
character has sufficient character points (or proficiency dots) available, he can become
proficient in more than one martid arts style. All benefits are cumulative; for example, a
character proficient in styles A and B could kick or punch crestures of any sze, inflicting
1d3 points of damage with a punch and 1d6 points of damage with akick. If unarmored,
the character could make one extra punch each round with no pendlties. Note that the four
martid arts styles do not congtitute a weapon group; each much be learned separately.

Expert: Any character who knows amartid arts style can spend character points (or



wegpon proficiencies) to become expert in the style. (Characters proficient in multiple
martid arts styles can become experts in only one style.) Expert warriors who are
entitled to more than one melee attack each round can make the same number of
martia arts atacks each round, but gain no other benefits. Expert nonwarriors can
make multiple martid arts attacks at the same rate as a nongpecidized warrior of the
same levd.

Specialized: Generdly, only single-classed fighters can become martid arts
pecidigts, though there are optiond rulesin the Skills & Powers book that alow
other charactersto specidize. Martid arts specidists gain the norma specidist attack
and damage bonuses and extra attacks. Specidigts attack bonuses apply to their
Strength scores when rolling for knockdowns. Characters proficient in multiple
martia arts styles can become specidigsin only one style. Martid arts specidists can
make martid arts attacks againgt armed opponents without provoking attacks of
opportunity. Specidigts can attempt blocks and disarms against armed opponents
without the —4 pendlty to the opposed roll; martid arts disarms againgt two-handed
weapons receive a—4 pendty indead of the norma —8 penaty for unarmed disarms.
Master: Only sngle-classed fighters can attain mastery in martid arts. Martid arts
measters gain the normal master attack and damage bonuses and extra attacks. Masters
attack bonuses due to their Strength scores gpply when rolling for knockdowns, and
apply to opponents as penalties to saving throw rolls vs. knockouts. Grand master
martial artists can use critica augmentation to score knockouts on attack rolls of 16 or
better.

A martid arts magter threatens his front squares and is entitled to make attacks of
opportunity just asif he were armed with aweapon. A martid arts master can choose to
inflict norma damage ingtead of mostly temporary damage. If the master rolls a critical
hit while inflicting norma damage, he scores a bludgeoning critica instead of a knockout
chance. When determining severity, compare the master's size class with the target's.
Reduce the master's size class by one category if the attack is a punch.

Martia Arts Weapons

There are afew wegpons specificaly designed for usein the martid arts. Most of these
wegpons were originadly improvised from common tools, but have been refined to
function as extensons of amartid artist's body. Chapter Seven includes alist of these
Weapons.

A martid arts wegpon functions normaly in most respects. A character choosesit and
learnsto use it as he would any other wegpon. A martid artist armed with amartid arts
wegpon can use his syle's specid abilities even if they normally require him to be
unarmed. The martid artist can employ the wegpon in combat to avoid provoking attacks
of opportunity and other pendties associated with being unarmed. For example, a
character proficient in style A martia arts could use a nunchaku in each hand, inflict 1d6
points of normal damage with each hit, and avoid attacks of opportunity. A character
proficient in style B could use a nunchaku and gtill dlaim his Armor Class bonusiif heis
unarmored; the character could use the nunchaku to perform his free block without the 4
pendty for being unarmed.

Martid artigts are dtill subject to the norma nonproficiency pendties when using
martid arts wegpons. Nonspecidist martid artists fill provoke attacks of opportunity if



they make unarmed attacks while armed with a weapon, even amartid arts weapon. For
example, akick from a character proficient in style B could provoke an attack of
opportunity even if the martid artist was holding a nunchaku at the time.

An Example of Martia Arts Combat

Anada, the df fighter from previous examplesin this chapter, is findly rescued from the
clutches of his bugbear captors. His next adventure takes him to adistant land he has
never visted before. Anada returns to his campsite one morning to discover amotley trio
of humans helping themselves to his rations. He shouts and charges, waving his sword
high. To Anadas surprise, the unarmed brigands stand their ground.

Anadawinsinitiative and attacks first; herollsa 15 and easily hits his unarmored
opponent (though thereisno critica hit). The brigands are proficient in type B martia
arts. They are hungry and decide to kick and punch. The kicks provoke attacks of
opportunity from Anada, but the punches do not because a single character can make
only one attack of opportunity againg a given opponent in one combat round. All of
Anadas attacks hit. The brigand wounded earlier by Anada drops to the ground, reduced
to lessthan O hit points. Anadarolls an 18 againgt the second brigand, more than enough
for acritica hit. Anadainflicts 2d8+1 points of damage and decides to fail the brigand's
attack rather than rolling for adashing critical. Anada merdly wounds the third brigand,
who can complete his attack. The brigands are 2nd-levd fighters (THACO 19). The
brigand rollsa 17, good enough to hit Anadas Armor Class of 4. (Anada still has his 15
Dexterity and chain mail +1, and he has picked up a shield, which improves his Armor
Classto 2. However, he suffersa +2 Armor Class pendty for charging.) The kick inflicts
4 points of damage, 3 temporary and 1 normal. To seeif there is aknockdown, Anada
and the brigand must make an opposed Strength check. The brigand's Strength is 14 and
he gets a +1 for attacking with alarge object (hisfoot is trested as one because heis
using style B). Anada's Strength of 17 is unmodified. Anadawins the opposed roll and is
not knocked down. Now the two brigands make their punching attacks, and both miss.

The next round, the wounded brigand retreats, leaving his comrade to face Anada
aone. The brigand decides to block and Anada declares an attack. Anada wins initiative,
but the brigand still can block because the block was declared before the initiative roll.
The brigand announces that he's blocking the sword with his arm. Thereis an opposed
roll; the brigand makes an attack vs. Armor Class 4, with a—4 pendty for an unarmed
block vs. aweapon. Anada makes an attack roll vs. the brigand's Armor Class of 10. The
brigand rollsa 19 and Anadarolls a 20. The brigand succeeds in spite of the pendty.
Anada has succeeded, too, but the attack is blocked because the brigand succeeded with a
lower rall (just Anada’s luck). Because the brigand is entitled to two attacks (akick and a
punch), he could attack with a kick now (because he's already used his punch to block
Anada's sword). The brigand decides he doesn't want to suffer another attack of
opportunity and doesn't attack.

Anadais entitled to two attacks aswell (because he is an 8th-levd fighter), and he
swings his sword on the next action phase. The brigand decides to dlocate his second
attack as another block. The DM considers the situation for amoment, since he's not sure
it's possble to block a sword with akick. The DM decides to dlow the block because the
brigand istrained in amartia art. There is another opposed roll, which the brigand loses.
The damage is enough to put the brigand under 0 hit points. The brigand who retreated



earlier flees, and Anada has won the confrontation.

Martid Arts Tdents

Once a character is proficient in at least one martid arts style, she can acquire, with the
DM's gpprovd, avariety of additiona skills that reflect her advanced menta and physical
training. Only amartia artist can learn the skills presented here. They can be purchased
with either wegpon or nonweapon proficiency dots.

Flying Kick (1 dot/3 CP) Strength/Muscle

Groups. Warrior Initid rating: 5

The character can legp high into the air, leading with a powerful kick that can strike
opponents up to three squares away. The character can land in any square adjacent to the
target, aslong asit iswithin two squares of the atacker's arting postion. If the

character isnot proficient in style B, this maneuver isthe only attack she can makein the
round, and the kick inflicts 2d4 points of damage. Strength bonuses to the attack and
damage rolls apply, but specidization and mastery bonuses from another maritd arts

style do not.

If the character is proficient in style B, this maneuver can replace one kick attack each
round, and the kick inflicts 2d6 points of damage. Strength bonuses apply to the attack
and damage ralls. If the character isa style B specidist or master, the appropriate
bonuses aso apply.

If the character has at least one square of running room and declares a haf move
action, no ability check is required. If the character has no running room or declaresano
move action, a StrengthYMuscle check is required. If the ability check fails, the attack
automatically misses as the character fals down in her landing square.

Backward Kick (1 dot/ 3CP) N/A

Groups. Warior, Priest, Rogue

The character can attack an opponent standing in one of her rear squares either by lashing
backward or kicking over her own head. This maneuver does not provoke attacks of
opportunity (but deliberately turning one's back on an opponent does). This maneuver
works best for characters proficient in style B, smilar to the flying kick described above.

Spring (1 dot/3 CP) Dexterity/Bdance
Groups. Warrior, Rogue Initid reting: 5
The character can make astonishing jumps and legps with blinding speed. At the cost of a
haf move or an attack, the character can soring into the air, attaining a height of five feet
and landing up to two squares away in any direction. The character can flip and twist
while airborne to achieve any facing when he lands. If the character has a 2-square
running sart, he can double his soringing distance, landing up to four squares away and
leaping 10 feet in the arr, but the running sart is a haf-move action. For every additional
dot spent on this Kill, the character can add five feet and one square to the distance
achieved.

For example, a character who as spent two dots on this skill could legp 10 feet into the
ar and land up to three squares away from astanding start. If the character's
Dexterity/Bdance rall fails, the character fals down in hislanding square; he can get up



during his next action phase, but can take no other actions until the following round. If
the ability check succeeds, the character can finish the round normdly after landing.

Crushing Blow (1 dot/3 CP) N/A

Groups. Warrior, Priest, Rogue

The character can bresk hard objects with her hands (or feet if she uses style B). Under
ided conditions, the character can break awooden board 1/2" thick per level or /4" dab
of sone or brick per level. Objects that are exceptiondly strong, reinforced, supported by
other objects (such as bricksin awall), or not shaped like boards receive a saving throw
roll vs. crushing blow to avoid breskage. When used againgt a cresture, the crushing blow
does norma damage plus 1 point per level. A crushing blow requires intense
concentration. It is ano-move action, and the character can take no other actions during
the round when she uses the crushing blow.

Ingtant Stand (1 dot/3 CP) Dexterity/Bdance

Groups. Warrior, Priest, Rogue Initid rating: 7

The character can ingtantly regain hisfeet after faling down. If the ability check

succeeds, the character can ignore the effects of knockdowns or failed spring attempts. If
the ability check fails, the character can get up during his next action phase, but cannot
take any further actions until the next round. Characters cannot use this skill while
pinned, locked, held, or grappled.

Missile Deflection (1 dot/3 CP) N/A
Groups. Warrior, Priest, Rogue
The character can perform block maneuvers (see Chapter Two) against normal missiles
fired a her from the front. The character can use her free change of facing (see Chapter
One) to turn toward an attacker firing missiles from her flank or rear, but this counts as
her change of facing for the round.

Norma missiles include mundane and enchanted arrows, axes, bolts, javelins, small
stones, and spears. Large or magica missiles, such as balista bolts, hurled boulders, and
magic missile spdls, cannot be deflected.

Chapter Six:
Critical Hits

Fantasy literature isfull of mighty blows and grievous wounds that change the course of
abattle. Characters such as Robert E. Howard's Conan, Beowulf, or any of the heroes of
the Arthurian legends wresked havoc among their enemies—deaving skulls, severing
limbs, and otherwise smashing their foesinto red ruin. Every fan of heroic fictionisa
little fascinated (and sometimes horrified) by blood and gore. Y ou only have to go out to
the moviesto see that thisistrue.

However, the purpose of this chapter is not to overwhelm AD& D players with
sckening displays of pointless violence. The purpose of this chapter isto provide the



AD&D game with amore redigtic system for amulating telling blows and specific
injuries. At itsmost basic leve, the AD& D combat system is a contest of attrition that all
boils down to who runs out of hit points first. Critical hits can change that.

This chapter presentstwo critical hit systems. Thefirg is extremdy smple: if you
score acritica hit, you get to roll double damage. The second system is more involved
and takes into account the location of the injury, the severity of the wound, and the power
of the attacker. Last (but certainly not least!) this chapter concludes with afew notes on
the effects of specific injuries and how they can be heded.

Does This Beong in My Campaign? While the rest of this book assumes that
youll be playing with the full critica hit tables and rules, youll find that this chapter can
be completdy disregarded with no ill effects. More than anything ese in this book,
critica hits are optiond; if the DM and players don't want them, the AD& D game works
fine without them.

However, there is one thing worth mentioning: if mongters have to suffer criticd hits,
s0 do player characters. Otherwise, game balance quickly goes out the window.

Critica Hits. System |

Critica hits occur when a character rollsanaturd 18 or higher and hits the target by a
margin of 5 or more after dl adjusments. If the character scores a criticd hit, heinflicts
double damage dice, caculated before adjustments for Strength, magic, or specid
circumgtances. In a Situation where the damage is doubled for another reason, do not
double the multiplied damage; add it instead, then add other adjustments. For example, a
light lance inflicts 1d6 damage, or 2d6 in acharge. But if a charging lancer scores a
critica hit, the lance inflicts 3d6 damage, not 4d6.

For example, Liera is a 4th-level elven warrior fighting a gnoll. Liera's base THACO
isa 17, but she hasa 17 Srength (+1 to hit), she'san elf using a long sword (+1 to hit),
and she has a magical long sword +2. Her total adjusted THACO is 13, and the gnoll's
Armor Classis5. Shewill hit the gnoll on aroll of 8 or better, and can achieve a critical
hit with a natural 18 or higher. On one combat round, sherollsa 19, which isa critical
hit. She rolls 1d8 for damage, doubles that, then adds +1 for her Srength and +2 for her
magical long sword, for a total of 15 ((6x2=12)+ 1+2).

After digpatching the gnoll, Liera finds herself facing a horrible tanar'ri with an AC of
—3! She scoresa hit on aroll of 16 or better. She cannot score a critical hit because it's
impossible for her to hit with 5 pointsto spare; even if sherollsa 20, she only hits by 4. If
the tanar'ri charged, its AC would drop by one point to —2, and then Liera could score a
critical hit with that roll of 20.

There are no specific injuries using this critica hit system. Ingtead, it only provides
characters and monsters the chance to dish out extra damage when they make a great
attack rall. Limiting the criticd hits to attacks that hit by amargin of 5 or more solves
one other problem. Consider the 1st-leve fighter. He only hitson a20 againgt an
opponent with very good Armor Class (0 or lower). Under other critical hit systems, the
few times he does hit, the fighter automatically inflictsa critica hit. Under this system,



that can't happen.

Critical Hits: System ||

The second, and more detailed, system for critica hits uses the same attack mechanic as
the previous one. As above, the attacker mugt roll anatural 18 or higher and hit his
opponent by amargin of 5 or more. Then, if the victim falls asaving throw vs. death, a
specific injury occurs. However, the effects are determined by four factors: the attacker's
weapon size compared to the defender's Size, the type of wegpon compared to the type of
target, the location of the hit, and aradll for the injury’s severity.

Critical Hit Charts

There are three types of wegpons. dashing, piercing, and bludgeoning. Every wegpon in
the AD&D game system is assigned atype, with only a couple of exceptions such as
lassoes and nets. If awegpon does not have atype, it cannot roll on acritica hit chart,
dthough it can ill inflict double damage on acritica atack roll.

These three wegpon types are compared to three target types, for atota of nine
different critical hit charts. The target types are humanoids, animas, and monders. In the
following pages, youll find achart for Bludgeoning vs. Humanoids, Bludgeoning vs.
Animas, Bludgeoning vs. Mongters, Sashing vs. Humanoids, and so on. In most cases
the correct critical hit chart to use should be reatively obvious.

Humanoids include anything that is generadly shaped like a human, ranging from
pixiesto giants. If it hastwo arms and two legs, it's probably humanoid.

Animals incude anything thet isanorma or giant-szed verson of anorma animd.
Mammds, reptiles, birds, and amphibians dl fdl into this category—but not insects or
fish. It dso includes mongters that are animd-like in form, such as blink dogs, winter
wolves, moon dogs, hell hounds, nightmares, osquips, or fire toads.

M onster s include anything that doesn't fit into the previous two categories. Giant
insects of any kind, fish-like monsters, composite creatures such as manticores or
dragons, and weird things like xorn or leucrottas would dl be consdered mongers. If in
doubt over whether something isamongter or not, cdl it amonger; thisis the default
category for things that defy classfication.

L ocation

The critica hit charts require two die ralls. one to determine the location of the hit, and
the other to determine the severity. Note that these can be rolled smultaneoudy. The
location die is usudly a single d10, but there are Some exceptions.

Called Shots. If acharacter hits with a called shot and scores a criticd hit, the location
dieisignored. The location is automaticaly determined to be wherever the character had
been aming.

L ow Attacks. If the attacker is fighting a cresture two Sizes larger or adefender with a
digtinct height advantage, use a single d6 for location. Head and upper torso shots
become extremey unusud in these cases.

High Attacks. If the atacker istwo Szes larger than the defender, or has a significant
height advantage, roll 1d6+4. Giants fighting halflings don't often strike them low.

Severity



The second roll on the criticd hit chartsis for severity. The severity of ahit is determined
by the relative sze of the attacker's wegpon and the defender.

Weapon vs. Target Size Effect Di(c)e
Wegpon szeis<targetsze  Minor  1d6
Wegpon Szeis=taget 5ze Magor 2d4
Wegpon dzeis>target Sze  Severe  2d6
Wesgpon istwo szeslarger Mortal 2d8

The di(c)e indicated isthe type rolled for that severity. For example, if a human armed
with along sword (sze M) is fighting agnoll (sze L), herolls 1d6 for the criticd hit's
severity because the long sword's Sze is smdler than the gnall's size.

If the weapon istwo sizes larger than the target, it is possible to reach the 13+ column
of the chart. These hitsinflict triple damage dice, even if the victim passes his saving
throw to avoid the effects of the criticd hit.

The arrows and bolts fired from bows and crossbows are considered size M weapons,
even though the missiles themsdaves are Small. Heavy crossbow bolts are considered size
L.

Resistance

Criticd hits automaticaly inflict double damage dice, or triple damage diceif the weapon
istwo szes larger than the target (see above.) However, any effects beyond this can be
avoided by a successful saving throw vs. death. For example, the critica roll may
indicate an arm injury with minor bleeding, but if the victim makes his saving throw, no
am injury actualy takes place. The character only suffers double damage from the hit.
Obvioudy, this could be sufficient to mortaly wound or kill acharacter anyway.

Some mongters are naturaly resistant to the effects of certain criticd injuries.
Creatures such as golems, undead, or elementals don't bleed and therefore ignore any
such effects. A monger like a hydra can lose a head without being ingtantly dain.
However, these injuries can Hill be important because it might affect the way a mongter
moves or attacks. A skeleton that's had aleg knocked off can't move at itsfull rate, even
if it islesstroubled by the injury than aliving person would be. Slimes and jellies have
no parts that are more specidized or important than the rest of the body, and are therefore
immune to the effects of mogt critical hits. Use common sense to handle these Situations
asthey arise.

Reading the Critical Hit Tables
Firg, find the appropriate table for the wegpon type (dashing, piercing, or bludgeoning)
and the target type (humanoid, animd, or mongter.) Then roll for hit location (d10) and
sverity (varidble dice) Refer to the entry indicated on the chart. Remember, criticd hits
inflict double (or triple) damage dice, but any other effects can be avoided by a successful
saving throw vs. degth.

The specific types of injuries are described in the section following the charts.

Specific Injuries
The criticd hit chartsinclude anumber of specific injuries that go beyond asmple loss



of hit points. Wounds are divided into five degrees of severity: grazed, struck, injured,
broken, and findly shattered, severed, or crushed.

Wounds should be recorded on the character sheet. Attack and movement pendties
remain until the injury that created the pendty has heded. Wounds are dways
accompanied by some loss of hit points, but a specific injury isn't damage per se;
consder it atemporary pendty that the character has to put up with until it is restored.

For example, Feodor the Bold is fighting an ogre armed with a club. The ogre scores
acritical hit, rolling a 6 for location and a 7 for severity. Feodor's torso has been struck,
a wound that reduces himto 1/2 his normal move and gives him a —2 penalty to any
attack rolls he makes. (It also puts a healthy dent in his nice plate mail.) Feodor's
penalties remain until he recovers from his "torso struck™" specific injury.

Let's say that Feodor had 16 hit points, and the ogre's blow inflicted 12 points of
damage. The missing 12 hit points can eventually be recovered, but Feodor's penalties
remain until the "torso struck” specific injury heals.

Severe injuries can temporarily reduce a character's maximum alowable hit points. In
other words, afighter with a broken leg will not be dlowed to enjoy hisfull dlotment of
hit points until his broken leg is repaired. If the character has more hit pointsthan heis
currently alowed, he is reduced to the injured vaue when the current bettle is over. This
represents the increased vulnerability of badly wounded characters.

For example, if afighter with 30 hit points receives 10 points of damage and an "arm
destroyed” injury that reduces him to 50% of hisnormal hit points, he drops from 20 to
15 when the battle is concluded and remains a 15 until his ruined arm is somehow
heded. Remember, though, that specific injuries are only inflicted if thevictim fallsa
saving throw vs. degth.

Grazed: Grazes are minor injuries that may prove troublesome if they bleed. A cure
light wounds spell or other healing magic capable of restoring 4 hp will hedl agraze. (The
cure light wounds spell doesn't have to actudly restore that many points; it just must be
capable of doing s0.) Grazes dso hedl naturdly asif they were aloss of 1d6 hp. In other
words, if agraze isthe equivaent of a 3-hp wound, two days of rest hed it completdly,
since characters normally recover 2 hp per full day of rest. Note that the graze isn't tied to
the character's actua loss of hit pointsin any way. If agrazed character receives heding
magic, the graze is hedled and he gets to recover hit points.

Struck: A body part that has been struck is often pendized in asmdl way for the
effects of the wound. For example, acritica hit that reads, "weapon hand struck, —2
penalty to attacks," means that the character has a—2 attack pendty with his wegpon hand
until the wound is healed. Injuries of this type can be hedled by a cure light wounds spell
or other healing magic cgpable of restoring 5 hp of damage. Struck areas hed naturdly as
if they were aloss of 2d6 hp.

Injured: Wounds of this severity can trouble a character for weeks, they hed naturdly
asif they werealoss of 10d6 hp. A cure serious wounds spdl or other hedling magic
cgpable of restoring 10 hit points can aso repair the injury. Injuries dmost dways entall
serious combat pendties for the wounded character.

Injured arms, legs, or tails reduce a character to 75% of hisnormal hit points. An



injury to the abdomen, torso, or head reduces a character to 50% of hisnormal hit points.
A 25-hp character with a chest injury can have no more than 13 hit points until hisinjury
isheded (and could have alot less than thet if he continues to suffer damage!)

Broken: Broken bones run the gamut from minor fractures that don't hinder a
charecter a dl to life-threatening compound fractures. Generdly, the previous two injury
categories are considered to include minor bresks or cracks,; this category is reserved for
severe fractures. Broken bones can be mended by a cure serious wounds spell thet is
devoted just to knitting the bone; unlike grazed, struck, or injured, the character regains
no hit points from aspdll used in thisway. Broken bones hed naturdly asif they were
20d6 logt hit points, so bed rest in the care of aproficient hedler isarealy good ideaif
the injured character is planning on resuming his adventuring career anytime soon.

Broken arms reduce a character to 75% of his normd hit points. Broken ribs or legs
reduce a character to 50% of his norma hit points. Any other broken bones reduce a
character to 25% of hisnorma hit points.

Crushed, Shattered, or Destroyed: Limbsthat suffer thiskind of catastrophic injury
may never be usable again; hits to the torso, abdomen or head of this magnitude are often
lethd. If the victim survives, he will never naturdly recover to hisnormd sdf. A limb
damaged thisway will be usdessfor therest of hislife, and hits anywhere dse will leave
the victim incapacitated. The victim will be bedridden for at least one to eight months
before he can even regain a semblance of mobility.

A cure critical wounds spdll or other healing magic capable of restoring 20 hp of
damage can repair the damage of thiskind of injury. In addition, the bones of the affected
area (if any) are assumed to be broken and may require another application of healing
magic to repair.

Destroyed shoulders, hips, or limbs reduce the victim to 50% of his norma maximum
hit points. Any other wounds of this magnitude reduce the victim to 25% of his normd
totd.

Severed: Obvioudy, acreature that has alimb severed can no longer engagein
activities that require the use of that member. A human with a severed leg can't walk or
run and is reduced to crawling until he gets a crutch. A character with a severed shield-
arm can't use a shield anymore, and so on. The only way to undo this kind of damage is
by means of aregeneration spdl.

The shock of losing alimb will prevent a character from moving independently or
attacking for 2d10 weeks. At the DM's discretion, a character who "only” loses ahand or
afoot may actualy be able to perform limited activities after being stunned 1d6 rounds,
but only by passing a System Shock roll. However, characters who sustain such massive
injuries are best off abandoning the field to their enemies.

Theloss of alimb will reduce a character's maximum norma hit points by 25% for a
partid loss, or 50% for a more catastrophic loss. If the character can compensate with a
wooden leg or hook, the hit point loss may be reduced by one step.

Critica Hit Effects

There are severd possible effects of injuries caused by criticd hits: bleeding, attack
penalties, movement pendlties, knockdowns, dropped wegpons or shields, and possible
armor or shield damage. Some of these conditions are temporary—a dropped weapon can
be picked up—while others remain until the injury thet creeted the effect is hedled. Any



damage or other types of effects are marked off during the End-of- Round step if the
Player's Option combat system is also used.

Bleeding: A character with minor bleeding loses an additiona 1d2 hp per full turn
until the wound is magicaly heded or bound. In addition, there is a chance that minor
bleeding will stop on its own. The character may roll asaving throw vs. degth each time
he suffers damage from minor bleeding; if he is successful, the bleeding stops.

Anybody can stop minor bleeding by applying a bandage or otherwise addressing the
injury. This takes 1d6 combat rounds or a sSngle one-minute round.

Maor bleeding resultsin aloss of 1d2 hp per combat round until the wound is
magically healed or bound. Left untreated, magor bleeding can easily cause a character's
death. In effect, the —10 rule represents mgjor bleeding; the character loses 1 hp per round
when reduced to negative hit points.

Major bleeding can be stopped by a cure light wounds spdl (the victim recovers hit
points, too), the healing of 5 hp of damage by any other magical means, or by a
successful use of the hedling proficiency. If the wound is bound by an untrained
character, make an Intelligence check for the would-be medic. If hefails, heisunableto
help. If he makes the check, the bleeding is reduced to minor.

Severe bleeding causes the victim to lose 10-60% (1d6x10%) of his origind hit point
totd every combat round. For example, if afighter normaly has 43 hit points but
receives a severe bleeding result, he loses 4 hp (10%) to 24 hp (60%) in each round of
severe bleeding. Needlessto say, thisis extremely lethdl.

A cure light wounds spell (or 5 hp of hedling) will reduce severe bleeding to mgor
bleeding; acure serious wounds spell (or 10 hp of hedling) reducesit to minor bleeding;
and acure critical wounds or hed spdll stopsit dtogether. An untrained character has no
chance to bind atorso, abdomen, or head wound with severe bleeding, but a successful
use of the hedling proficiency with a—4 penalty reduces severe bleeding to mgor
bleading.

Note that once a character drops below 0 hit points, regardless of the number and
combination of wounds she is suffering from, she only suffers the effects of magor
bleeding (i.e., only 1 hit point is deducted per round).

Attack Penalties. Many critica hits hamper the victim's ability to fight, resulting in
an attack pendty. Thisis noted as gpplying to dl attacks or to attacks with the particular
limb that was injured. Other critical hits may prevent the victim from making attacks at
dl. If acritica hit prevents acharacter from making atacks, it aso prevents him from
casting spdls or exercising any other combat action except moving or usng magica
items.

Movement Penalties. Hitsto the legs and body may pendize a character's ability to
move. Usudly, thisis expressed as"1/2 move', "1/3 move', and so on. If the character's
movement is limited, he may not charge, run, or sprint; he can only move by using the
reduced rate. A character with no movement at dl can il ride a mount with difficulty,
or drag himself on the ground with an effective movement rate of 1.

Knockdowns: If acriticd hit calsfor aknockdown, the victim is il entitled to a
saving throw to avoid falling down. See Knockdowns in Chapter One.

Armor and Shield Damage: Some critical hits call for possible damage to a creature's
armor or shidd. If the victim of the hit has no armor at that location, the blow is usudly
assumed to have more severe effects than if the character was protected. The armor



descriptions in Chapter Seven dedl with the coverage of each type of armor.

If the creature struck does have a shield or armor to deflect the blow, it may be
damaged if the chart cdlsfor it. Firg of dl, the victim gets his norma saving throw roll
to avoid the effects of the criticd hit; if the rall is successful, there is no specid effect for
the hit. If the rall fails, hisarmor or shidld mug rall an item saving throw vs. normd
blow with the number of points of damage (before doubling) used as a negative modifier
for the save. If the attacker's weapon is larger than the defender (for example, aSizeL
haberd striking a Size M human), the save is rolled againgt a crushing blow, instead.

For example, remember the ogre's critical hit on poor Feodor? That result also called
for possible armor damage. The ogre's club is Sze L, so the item saving throw is against
a crushing, not a normal, blow. Feodor isin metal plate mail, which has a saving throw
of 7 vs. crushing blow. The ogre did 6 points of damage before doubling for the critical
hit, so Feodor's armor is safe on a roll of 13 or more on a d20.

A damaged shield is usdess. If armor is damaged, only the location struck is usaess,
and it no longer contributes to the overal AC of the suit. Refer to the rules for Partid
Armor in Chapter Seven. In the example above, Feodor was struck on the torso. If his
armor falled itsitem saving throw, only his bressiplate would be ruined. A plate mail
breastplate contributes 3 points to his AC, so Feodor's AC worsensfrom AC 3to AC 6.
Damaged equipment can be repaired by a skilled armorer or by magica means.

Bludgeoning vs. Humanoids

Hit Location Chart
d10rall Location

1-2 Right leg
34 Left leg

5 Abdomen
67 Torso

8 Right am
9 Left am
10 Head

Location: Legs (Right 1-2, L eft 3-4)
Severity  Effect
1-3 No unusud effect
Victim knocked down
Knee struck, knockdown, 1/2 move
Foot broken, 1/2 move
Armor damaged, leg injured if target has no armor to cover legs, 1/4 move
Hip broken, minor bleeding, no move
Armor damaged, leg broken if target has no armor to cover legs, no move
K nee shattered, no move, —2 penalty to attacks
Hip shattered, minor bleeding, no move or attack
L eg shattered, no move or attack, major bleeding from compound
fractures
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13+ As 12 above with tripled damage dice

L ocation: Abdomen (5)
Severity  Effect

1-3 No unusud effect

4 Victim stunned 1d6 rounds

5 Abdomen struck, victim stunned 1 round and reduced to /2 move

6 Armor damaged, victim stunned 1d6 rounds, triple damage if no armor

7 Abdomen injured, 1/2 move, —2 penalty to attacks

8 Abdomen injured, minor interna bleeding, 1/2 move and —2 pendty to
attacks

9 Armor damage, abdomen injured, minor bleeding, 1/2 move and —2
penalty to attacks

10 Abdomen injured, no move or atack, minor interna bleeding

11 Abdomen crushed, no move or attack, mgor interna bleeding

12 Abdomen crushed, victim reduced to O hit points with severe interna
bleeding

13+ As 12 above with tripled damage dice

L ocation: Torso (6-7)
Severity  Effect
1-3 No unusud effect

4 Knockdown, stunned 1d4 rounds

5 Torso struck, victim stunned 1 round and reduced to 1/2 move

6 Shield damage, torso struck, 1/2 move

7 Armor damage, torso struck, 1/2 move, —2 pendlty to attacks

8 Torso injured, minor interna bleeding, no move or attack

9 Ribs broken, minor internd bleeding, 1/2 move, —2 penalty to attacks

10 Ribs broken, mgor interna bleeding, no move or attack

11 Torso crushed, victim reduced to O hit points with severe interna bleeding
12 Torso crushed, victim killed

13+ As 12 above with tripled damage dice

Location: Arms (L ft 8, Right 9)

Severity  Effect

1-3 No unusud effect
Hand struck, weapon/shield dropped
Arm struck, shield damage/weapon dropped
Hand broken, —2 penalty to attacks/shield dropped
Armor damage, arm broken if victim has no armor to cover limb
Shidd damage, arm broken, stunned 1 round
Wesapon dropped, arm broken, stunned 1d4 rounds
10 Shoulder injured, no attacks, minor bleeding
11 Arm shattered, 1/2 move, no attacks, minor bleeding
12 Shoulder shattered, no move or attacks, mgjor bleeding
13+ As 12 above with tripled damage dice
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L ocation: Head (10)

Severity
1-3

4

5

6

7

8

9

10

11

12
13+

Effect

No unusud effect

Victim stunned 1d6 rounds

Head struck, helm removed, victim stunned 1 round; —2 pendlty to attack
rollsif victim had no hedm

Head struck, —2 pendlty to attacks

Helm damaged, face injured, stunned 1d6 rounds, 1/2 move, —4 pendty to
attacks

Skull broken, helm damaged, victim reduced to O hit points and
unconscious 1d4 hours

Face crushed, minor bleeding, no move or attack, Cha drops by 2 points
permanently

Head injured, unconscious 1d6 days, lose 1 point each of Int/Wis/Cha
permanently

Skull crushed, reduced to O hit points, mgor bleeding, Int, Wis, Chaal
drop by 1/2 permanently

Skull crushed, immediate death

As 12 above with tripled damage dice

Bludgeoning vs. Animals

Hit Location Chart

d10rall L ocation
1 Right fordeg/wing
2 Left fordeg/wing
3 Right hind leg
4 Left hind leg
5 Tail (for snakes or fish, 1-5istall hit)
6—7 Abdomen
89 Torso/chest
10 Head
L ocation: LegsWings (1-4)
Severity  Effect
1-3 No unusud effect
4 Victim knocked down
5 Knee struck, victim reduced to 2/3 move
6 Foot/wrist broken, 2/3 move
7 Leginjured, 2/3 move, —2 pendlty to attacks
8 Hip broken, minor bleeding, no movement, —2 pendty to attacks;, wing hit
forces crash landing
9 Leg broken, 2/3 move, minor bleeding; wing hit forces immediate landing
10 Knee shattered, 1/3 move, —2 pendty to attacks



11 Hip/shoulder shattered, minor bleeding, no move or attack; wing hit forces
crash landing
12 Leg/wing shattered, no move or attack, mgjor bleeding from compound
fractures
13+ As 12 above with tripled damage dice
Location: Tail (5)
Severity  Effect
1-5 No unusud effect
6 Tip of tall Sruck; if prehendle, any items carried are dropped, —2 pendty
to tail attacks dueto pain
7-8 Tail injured, norma animas must save vs. death or retregt in pain; lose
any tall attacks
9-10 Tail broken, lose any tail attacks, 1/2 moveif animd usestall for
movement
11 Tail crushed, victim stunned 1-3 rounds, lose any tail attacks, no
movement or attacks if anima usestail for movement
12 Tail crushed, pain reduces creature to 1/2 move and —2 pendty on any
attack, minor bleeding; no move or attack if animal usestail for movement
13+ As 12 above with tripled damage dice
L ocation: Abdomen (6-7)
Severity  Effect
1-3 No unusud effect
4 Victim stunned 1d6 rounds
5 Abdomen struck; victim stunned 1 round and reduced to /2 move
6 Abdomen struck, victim stunned 1d6 rounds, reduced to 1/2 move
7 Abdomen injured, 1/2 move, —2 penalty to attacks
8 Spine broken, no move, —4 pendlty to attacks
9 Abdomen injured, minor bleeding, 1/2 move and —2 penalty to attacks
10 Abdomen injured, no move or attack, minor interna bleeding
11 Spine crushed, no move or attack, mgor interna bleeding
12 Abdomen crushed, victim reduced to O hit points with severe interna
bleeding
13+ As 12 above with tripled damage dice
L ocation: Torso (8-9)
Severity  Effect
13 No unusud effect
4 Knockdown, stunned 1d4 rounds
5 Torso struck, victim stunned 1 round and reduced to 1/2 move
6 Torso struck, stunned 1d6 rounds, 1/2 move
7 Spine struck, 1/2 move, —2 pendlty to attacks
8 Torso injured, minor internd bleeding, no move or attack
9 Ribs broken, minor interna bleeding, 1/2 move, —2 pendlty to attacks
10 Ribs broken, mgor interna bleeding, no move or attack



11 Spine crushed, victim reduced to O hit points with severe internd bleeding

12 Torso crushed, victim killed

13+ As 12 above with tripled damage dice

L ocation: Head (10)

Severity  Effect

1-3 No unusud effect

4 Victim stunned 1d6 rounds

5 Snout struck, anima must save vs. desth or retreat in pain for 1d10 rounds

6 Head struck, —2 pendlty to attacks

7 Jaw injured, stunned 1d6 rounds, 2/3 move, —4 pendlty to dl attacks

8 Skull broken, anima reduced to O hit points and unconscious 1d4 hours

9 Snout/face crushed, minor bleeding, 1/3 move, no bite attacks, —4 pendty
to dl other attacks

10 Head injured, unconscious 2d4 hours, reduced to 1/2 move and —4 pendty
to al attacksfor 1d3 months

11 Skull crushed, reduced to O hit points, mgor bleeding, Int, Wis, Chadl
drop by 1/2 permanently

12 Skull crushed, immediate death

13+ As 12 above with tripled damage dice

Bludgeoning vs. Monsters

Hit Location Chart

d10Rall  Location

1 Right fordeg/daw/wing

2 Left fordeg/cdawiwing

3 Right hind leg

4 Left hind leg

5 Tail (for snakelike or fishlike mongers, 1-5 istal hit)

6—7 Abdomen

89 Torso/chest

10 Head

L ocation: LegsWings (1-4)

Severity  Effect

1-3 No unusud effect

4 Victim knocked down

5 Knee struck, victim reduced to 2/3 move, —2 pendty to attacks with that
gppendage

6 Foot/wrist broken, 2/3 move, —4 pendlty to attacks with that appendage

7 Limb injured, 2/3 move, —2 pendlty to dl atacks

8 Hip broken, minor bleeding, 1/3 move, no atacks with limb; wing hit
forces crash landing

9 Limb broken, 2/3 move, minor bleeding; wing hit forces immediate



landing

10 Knee shattered, 1/3 move, —2 pendlty to al attacks
11 Hip/shoulder shattered, minor bleeding, 1/3 move, —4 pendty todl
attacks; wing hit forces crash
12 Leg/wing shattered, no move, —4 pendty to dl attacks, mgor bleeding
from compound fractures
13+ As 12 above with tripled damage dice
Location: Tail (5)
Severity  Effect
1-5 No unusud effect
6 Tip of tal struck; if prehendle, any items carried are dropped, —2 pendlty
to tail attacks dueto pain
7-8 Tail injured, lose any tall atacks
9-10 Tall broken, lose any tall attacks, if creature usestail for movement
reduced to 1/2 move
11 Tail crushed, victim stunned 1-3 rounds, lose any tail atacks, no
movement if monger usestail for movement and —4 pendlty to al attacks
12 Tail crushed, pain reduces cresture to 1/2 move and —2 penaty on any
atack, minor bleeding; if anima uses tail for movement, no move or
attack
13+ As 12 above with tripled damage dice
L ocation: Abdomen (6-7)
Severity  Effect
1-3 No unusud effect
4 Victim stunned 1d4 rounds
5 Abdomen struck, victim stunned 1 round and reduced to 2/3 move
6 Abdomen struck, victim stunned 1d6 rounds, reduced to 2/3 move
7 Abdomen injured, 1/2 move, —2 penalty to attacks
8 Spineinjured, 1/3 move, —4 pendlty to attacks
9 Abdomen injured, victim stunned 1d3 rounds, minor bleeding, 1/3 move
and —2 penalty to attacks
10 Abdomen injured, no move or attack, minor interna bleeding
11 Spine crushed, no move or attack, mgor interna bleeding
12 Abdomen crushed, victim reduced to O hit points with severe interna
bleeding
13+ As 12 above with tripled damage dice
L ocation: Torso (8-9)
Severity Effect
1-3 No unusud effect
4 Knockdown, stunned 1d4 rounds
5 Torso struck, victim stunned 1 round and reduced to 2/3 move
6 Torso struck, stunned 1d6 rounds, 2/3 move
7 Spine struck, 1/2 move, —2 pendlty to attacks



8 Torso injured, minor internal bleeding, 1/3 move, —4 pendlty to dl attacks

9 Ribs broken, minor interna bleeding, 1/2 move, —2 pendlty to attacks

10 Ribs broken, mgor interna bleeding, no move or attack

11 Spine crushed, victim reduced to O hit points with severe interna bleeding
12 Torso crushed, victim killed

13+ As 12 above with tripled damage dice

L ocation: Head (10)

Severity Effect

No unusud effect

Victim stunned 1d4 rounds

Jaw struck, —2 pendlty to any bite attacks

Head struck, stunned 1 round, —2 penalty to attacks

Jaw injured, stunned 1d4 rounds, 2/3 move, no bite attacks

Skull broken, mongter reduced to 1/4 normd hit points and unconscious

2d10 turns

Snout/face crushed, minor bleeding, 1/3 move, no bite attacks, —4 pendty

to al other attacks

10 Head injured, unconscious 1d10 turns, reduced to /2 move and —4 pendty
to al attacks for 3d6 days

11 Skull crushed, reduced to 0 hit points, mgjor bleeding, Int, Wis, Chaal
drop by 1/2 permanently

12 Skull crushed, immediate death

13+ As 12 above with tripled damage dice
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Slashing vs. Humanoids

Hit Location Chart
d10Roll Location

1-2 Right leg
34 Leftleg

5 Abdomen
67 Torso

8 Right arm
9 Left aam
10 Head

Location: Legs (Right 1-2, L eft 3-4)
Severity  Effect

1-3 No unusud effect

4 Leg struck, minor bleeding

5 Leg struck, minor bleeding; 1/2 move

6 Leg injured, mgor bleeding, 1/2 move

7 Armor damaged; leg injured if target has no leg armor, 1/2 move, mgor

bleeding



8
9

10
11
12

13+

Knee shattered, mgor bleeding, no move, -4 penalty to any attacks
Armor damaged, leg struck, minor bleeding, 1/2 move; if target has no leg
armor, leg severed at knee, severe bleeding, no move or attack

Hip shattered, no move or attack, severe bleeding

Leg severed, severe bleeding, no move or attack

Leg severed at thigh, no move or attack, victim reduced to O hit points
with severe bleeding

As 12 above with tripled damage dice

L ocation: Abdomen (5)

Severity
1-3

4

5

6

7
8
9

10
11
12
13+

Effect

No unusud effect

Abdomen grazed, minor bleeding

Abdomen struck, victim stunned 1 round and reduced to /2 move with
minor bleeding

Armor damaged; victim stunned 1d6 rounds, mgjor bleeding, 1/2 move if
no armor

Abdomen injured, mgor bleeding, 1/2 move, —2 pendlty to attacks
Abdomen injured, severe bleeding, 1/2 move, —4 pendty to attacks
Armor damage, abdomen injured, minor bleeding, /2 move and —2
pendty to attacks; if no armor, victim at 0 hit points, mgor bleeding
Abdomen injured, no move or attack, severe bleeding

Abdomen injured, victim at 0 hp, severe bleeding

Abdomen destroyed, victim killed

As 12 above with tripled damage dice

L ocation: Torso (6-7)

Severity
1-3

4

5

6
7
8
9
10
11

12
13+

Effect

No unusud effect

Torso grazed, minor bleeding

Torso struck, victim stunned 1 round, reduced to 1/2 move with minor
bleeding

Shield damage, torso struck, 1/2 move & minor bleeding

Armor damage, torso struck, 1/2 move, —2 pendlty to attacks; if no armor,
torso injured, no move or attack, severe bleeding

Torso injured, mgor bleeding, /2 move, —4 penalty to attacks

Shield damage; torso struck, —2 penalty to attacks; if no shield, torso
injured, severe bleeding, no move or attack

Torso injured, severe bleeding, no move or attack

Torso destroyed, victim reduced to O hit points with severe bleeding
Torso destroyed, victim killed

As 12 above with tripled damage dice

Location: Arms (L ft 8, Right 9)

Severity
1-3

Effect
No unusud effect



4 Hand struck, weapon dropped, minor bleeding; no effect on shidd arm

5 Arm struck, shield damage/weapon dropped, minor bleeding

6 Hand injured, —2 pendlty to attacks/shield dropped

7 Armor damage, arm struck, minor bleeding; if no armor, arm injured,
magor bleeding

8 Hand severed, stunned 1 round, major bleeding, shield or weapon dropped

9 Armor damage, arm broken; if no armor, arm severed, stunned 1d6
rounds, mgjor bleeding

10 Shoulder injured, no attacks, mgor bleeding

11 Arm severed, severe bleeding, /2 move

12 Arm severed, no move or attacks, severe bleeding

13+ As 12 above with tripled damage dice

L ocation: Head (10)

Severity  Effect

1-3 No unusud effect

4 Head grazed, stunned 1d3 rounds, minor bleeding

5 Head struck, helm removed, victim stunned 1 round; —2 penalty to attack
rolls, minor bleeding if victim had no hem

6 Head struck, minor bleeding, victim blinded for 2d4 rounds by blood in
eyes

7 Hem damaged, face injured, stunned 1d6 rounds, minor bleeding, 1/2
move, —4 penalty to attacks

8 Skull broken, helm damaged, victim reduced to O hit points, mgor
bleeding

9 Throat injured, savere bleeding

10 Skull destroyed, victim reduced to 0 hp, severe bleeding, Int, Wis, Chaall
drop by 1/2 permanently

11 Throat destroyed, victim killed

12 Head severed, immediate death

13+ As 12 above with tripled damage dice

Slashing vs. Animals

Hit L ocation Chart

d10 Roll

L ocation

Right fordegwing

Left fordeg/wing

Right hind leg

Left hind leg

Tall (for snakes or fish, 1-5istall hit)
Abdomen

Torso/chest

Head



L ocation: Legs/Wings (1-4)

Severity  Effect

1-3 No unusud effect

4 Leg struck, minor bleeding

5 Knee struck, 2/3 move, minor bleeding

6 Leg injured, mgor bleeding, 2/3 move

7 Foot/claw injured, 2/3 move, minor bleeding, —2 penalty to atacks with
thet limb

8 Hip injured, mgor bleeding, 1/3 movement, —2 pendty to attacks; wing hit
forces crash landing

9 Leg/wing severed & midpoint, 1/3 move, mgor bleeding; wing hit forces
uncontrolled fall

10 Knee destroyed, mgor bleeding, 1/3 move, —2 pendty to al attacks

11 Hip/shoulder destroyed, severe bleeding, no move or attack; wing hit
forces crash landing

12 Leg/wing severed & mid-thigh, no move or attack, severe bleeding

13+ As 12 above with tripled damage dice

Location: Tail (5)

Severity  Effect

1-5 No unusud effect

6 Tip of tall struck; if prehensle, any items carried are dropped, minor
bleeding, —2 pendity to tail attacks

7-8 Tail injured, minor bleeding, norma animas must save vs. degth or
retreat; no tail attacks

9-10 Tail severed near end, mgjor bleeding, lose tail attacks, move reduced by
1/3 if creature usestail for movement

11 Tall savered, victim stunned 1-3 rounds, lose tail attacks, mgjor bleeding,
no movement or atacks if animal usestail for movement

12 Tail severed, sunned 1-3 rounds, mgjor bleeding, 1/2 move and -2
pendty on any attack; if anima usestail for movement, no move or attack

13+ As 12 above with tripled damage dice

L ocation: Abdomen (6-7)

Severity  Effect

1-3 No unusud effect

4 Abdomen grazed, minor bleeding

5 Abdomen gtruck, victim stunned 1 round and reduced to 2/3 move, minor
bleeding

6 Abdomen struck, victim stunned 1d6 rounds, reduced to 2/3 move, minor
bleeding

7 Abdomen injured, 1/3 move, minor bleeding, —2 pendty to dl attacks

8 Spine injured, no move, minor bleeding, —4 penalty to attacks

9 Abdomen injured, mgjor bleeding, 1/3 move and —2 pendlty to attacks

10 Abdomen injured, no move or attack, magor bleeding

11 Spine destroyed, no move or attack, magjor bleeding, victim pardyzed



12 Abdomen destroyed, victim reduced to O hit points with severe bleeding
13+ As 12 above with tripled damage dice
L ocation: Torso (8-9)

Severity  Effect

1-3 No unusud effect

4 Torso grazed, minor bleeding

5 Torso struck, victim stunned 1 round and reduced to 2/3 move, minor
bleeding

6 Torso struck, stunned 1d6 rounds, minor bleeding

7 Spine struck, major bleeding, 2/3 move, —2 pendlty to attacks

8 Torso injured, severe bleeding, no move or attack

9 Ribs broken, mgor bleeding, 1/3 move, —4 pendty to attacks

10 Ribs broken, severe bleeding, no move or attack

11 Spine destroyed, victim reduced to O hit points with severe bleeding

12 Torso destroyed, victim killed

13+ As 12 above with tripled damage dice

L ocation: Head (10)

Severity  Effect

1-3 No unusud effect

4 Head grazed, stunned 1 round, minor bleeding

5 Snout struck, minor bleeding, anima must save vs. deeth or retreet for
1d10 rounds

6 Head struck, minor bleeding, —2 penalty to attacks

7 Throat injured, mgor bleeding, 2/3 move, —4 pendty to dl attacks

8 Skull broken, anima reduced to O hit points, magjor bleeding

9 Snout/face destroyed, mgjor bleeding, 1/3 move, no bite attacks, -4
pendty to all other attacks

10 Head injured, reduced to 0 hp, severe bleeding; 1/3 move and —4 penaty
to dl attacks for 1d3 months

11 Throat destroyed, severe bleeding

12 Head severed, immediate death

13+ As 12 above with tripled damage dice

Slashing vs. Monsters

Hit Location Chart

d10 Roll

ClﬁU'l-b(DI\)l—‘

L ocation

Right fordeg/daw/wing

Left foreleg/claw/wing

Right hind leg

Left hind leg

Tail (for snekelike or fishlike mongers, 1-5istal hit)
Abdomen



89 Torso/chest
10 Head
L ocation: Legs/Wings (1-4)
Severity  Effect
1-3 No unusud effect
4 Leg grazed, minor bleeding
5 Knee struck, 2/3 move, minor bleeding
6 Leg struck, minor bleeding, 2/3 move
7 Foot/claw injured, 2/3 move, minor bleeding, —2 penalty to attacks with
thet limb
8 Hip injured, mgor bleeding, 1/3 movement; wing hit forces crash landing
9 Leg/wing severed a midpoint, /3 move, mgor bleeding; wing hit forces
uncontrolled fall
10 Knee destroyed, mgor bleeding, 1/3 move, —2 pendty to attacks with
afected limb
11 Hip/shoulder destroyed, mgjor bleeding, no move, —4 pendlty to attacks;
wing hit forces crash landing
12 Leg/wing severed & mid-thigh, no move or attack, severe bleeding
13+ As 12 above with tripled damage dice
Location: Tail (5)
Severity  Effect
1-5 No unusud effect
6 Tip of tall struck; if prehensle, any items carried are dropped, minor
bleeding, —2 pendity to tail attacks
7-8 Tail injured, minor bleeding, monger suffers—2 pendty to al attacks due
to pain; no tall atacks
9-10 Tail severed, mgor bleeding, no tall attacks; if creature usestail for
movement, 1/3 move
11 Tail severed, victim stunned 1 round, lose tail attacks, mgjor bleeding; 1/3
movement, —4 pendty to atacksif mongter usestail for movement
12 Tall severed, sunned 1 round, mgjor bleeding, 1/2 move and —2 penalty
on
any attack; if animd usestall for movement, no move or atack
13+ As 12 above with tripled damage dice

L ocation: Abdomen (6-7)
Severity  Effect

1-3
4
5
6

7
8

No unusud effect

Abdomen grazed, minor bleeding

Abdomen struck, victim stunned 1 round, minor bleeding

Abdomen struck, victim stunned 1d3 rounds, reduced to 2/3 move, minor
bleeding

Abdomen injured, 1/2 move, minor bleeding, —2 pendty to dl attacks
Spineinjured, 1/3 move, minor bleeding, —4 pendty to al attacks



9 Abdomen injured, mgjor bleeding, 1/3 move and —2 pendlty to attacks

10 Abdomen injured, 1/3 move, —4 pendlty to attacks, mgjor bleeding

11 Spineinjured, no move or attack, major bleeding, victim stunned 1d6
rounds

12 Abdomen destroyed, victim reduced to O hit points with severe bleeding

13+ As 12 above with tripled damage dice

Location: Torso (8-9)

Severity  Effect

1-3 No unusud effect

4 Torso grazed, minor bleeding

5 Torso struck, victim stunned 1 round, minor bleeding

6 Torso struck, stunned 1d3 rounds, minor bleeding

7 Spine struck, minor bleeding, 2/3 move, —2 pendlty to attacks

8 Torso injured, mgjor bleeding, 1/3 move, —4 pendty to attacks

9 Ribs injured, mgor bleeding, 1/3 move, —4 penalty to attacks

10 Ribs broken, severe bleeding, 1/3 move, no attack

11 Spine broken, mgjor bleeding, no move or attack

12 Torso destroyed, victim killed

13+ As 12 above with tripled damage dice

L ocation: Head (10)

Severity  Effect

1-3 No unusud effect

4 Head grazed, minor bleeding

5 Snout struck, minor bleeding, monster must save vs. death or retreet for 1
round

6 Head struck, minor bleeding, —2 penalty to attacks

7 Throat injured, mgor bleeding, 2/3 move, —2 pendty to dl attacks

8 Skull injured, mongter reduced to 2/3 move, mgjor bleeding, —2 pendty to
al atacks

9 Snout/face injured, mgor bleeding, 1/3 move, no bite attacks, —2 pendty
to dl other attacks

10 Head injured, reduced to 0 hp, mgor bleeding; 1/3 move and 4 pendlty to
all attacks for 1d3 weeks

11 Throat destroyed, severe bleeding

12 Head severed, immediate death

13+ As 12 above with tripled damage dice

Piercing vs. Humanoids

Hit L ocation Chart

d10 Roll
1-2
34

L ocation
Right leg
Left leg



5 Abdomen
67 Torso
8 Right am
9 Left am
10 Head
L ocation: Legs (Right 1-2, L eft 3-4)
Severity  Effect
1-3 No unusud effect
4 Leg grazed, victim knocked down
5 Leg struck, minor bleeding
6 Leg injured, minor bleeding, 2/3 move
7 Armor damaged; leg injured if target has no leg armor, 1/2 move, mgor
bleeding
8 Knee broken, minor bleeding, 1/3 move, —4 pendty to any attacks
9 Armor damaged, leg struck, minor bleeding, 2/3 move; if target has no leg
armor, leg broken, mgjor bleeding, 1/3 move, —4 pendlty to attacks
10 Hip broken, no move or attack, mgjor bleeding
11 Leg broken, severe bleeding, no move or attack
12 Leg destroyed, no move or attack, severe bleeding
13+ As 12 above with tripled damage dice
L ocation: Abdomen (5)
Severity  Effect
1-3 No unusud effect
4 Abdomen grazed, minor bleeding
5 Abdomen struck, victim stunned 1 round and reduced to 2/3 move with
minor bleeding
6 Armor damaged; victim stunned 104 rounds, minor bleeding, 2/3 move if
no armor
7 Abdomen injured, mgor bleeding, 1/2 move, —2 pendty to attacks
8 Abdomen injured, severe bleeding, 1/2 move, —4 pendty to attacks
9 Armor damage, abdomen injured, minor bleeding, 1/2 move and —2
pendty to attacks; if no armor, victim at 0 hit points, mgor bleeding
10 Abdomen injured, 1/3 move, no attack, severe bleeding
11 Abdomen injured, victim at 0 hp, severe bleeding
12 Abdomen destroyed, victim killed
13+ As 12 above with tripled damage dice
L ocation: Torso (6-7)
Severity  Effect
1-3 No unusud effect
4 Torso grazed, minor bleeding
5 Torso struck, 2/3 move with minor bleeding
6 Shield damage, torso struck, 2/3 move & minor bleeding
7 Armor damage, torso struck, 2/3 move, —2 pendlty to attacks; if no armor,



torso injured, no move or attack, severe bleeding

8 Torso injured, mgor bleeding, 1/2 move, —4 pendlty to attacks

9 Shield damage; torso struck, —2 penalty to attacks; if no shield, ribs
broken, severe bleeding, no move or attack

10 Ribs broken, severe bleeding, no move or attack

11 Torso destroyed, victim reduced to O hit points with severe bleeding

12 Torso destroyed, victim killed

13+ As 12 above with tripled damage dice

Location: Arms (L ft 8, Right 9)

Severity  Effect

1-3 No unusud effect

4 Hand struck, weapon dropped, minor bleeding; no effect on shiddd am

5 Arm struck, shield damage/weapon dropped, minor bleeding

6 Hand injured, —2 pendty to attacks/shield dropped

7 Armor damage, arm struck, minor bleeding; if no armor, arm injured,
minor bleeding

8 Arm broken, victim stunned 1 round, minor bleeding, shield or wegpon
dropped

9 Armor damage, a'm injured, —2 penalty to attacks or shield dropped; if no
armor, arm broken, stunned 1d6 rounds, major bleeding

10 Shoulder injured, no attacks, major bleeding

11 Arm destroyed, mgor bleeding, 2/3 move

12 Arm destroyed, no move/attack, major bleeding

13+ As 12 above with tripled damage dice

L ocation: Head (10)

Severity  Effect

13 No unusud effect

4 Head grazed, stunned 1d3 rounds, minor bleeding

5 Head struck, helm removed, victim stunned 1 round; —2 pendlty to attack
rolls, minor bleading if victim had no hedm

6 Eyeinjured, —4 pendty to dl atacks; if hdmed, victim isonly stunned 1
round insteed

7 Hem damaged, face injured, stunned 1d6 rounds, minor bleeding, 2/3
move, —4 penalty to attacks

8 Skull broken, hdm damaged, victim reduced to O hit points, mgor
bleeding

9 Throat injured, savere bleeding

10 Skull broken, victim reduced to 0 hp, mgor bleeding, Int, Wis, Chaal
drop by 1/2 permanently

11 Throat destroyed, victim killed

12 Head destroyed, immediate death

13+ As 12 above with tripled damage dice



Piercing vs. Animals

Hit L ocation Chart

d10 Roll  Location

1 Right fordeg/wing

2 Left Fordeg/wing

3 Right hind leg

4 Left hind leg

5 Tall (for snakes or fish, 1-5istall hit)

67 Abdomen

89 Torso/chest

10 Head

L ocation: Legs/Wings (1-4)

Severity  Effect

1-3 No unusud effect

4 Leg struck, minor bleeding

5 Knee struck, 2/3 move, minor bleeding

6 Leg injured, minor bleeding, 2/3 move

7 Foot/claw injured, minor bleeding, —2 pendty to atacks with that limb

8 Hip injured, minor bleeding, 2/3 movement, —2 pendlty to al atacks; wing
hit forces crash landing

9 Leg/wing broken, 1/3 move, minor bleeding; wing hit forces crash landing

10 Knee broken, minor bleeding, 1/3 move, —2 pendty to al attacks

11 Hip/shoulder destroyed, mgor bleeding, no move or attack; wing hit
forces crash landing

12 Leg/wing destroyed, no move or attack, magjor bleeding

13+ As 12 above with tripled damage dice

Location: Tail (5)

Severity  Effect

1-5 No unusud effect

6 Tip of tall sruck; if prehensle, any items carried are dropped, minor
bleeding, —2 pendity to tail attacks

7-8 Tail injured, minor bleeding, norma animas must save vs. degth or
retreat; no tail attacks

9-10 Tail injured, minor bleeding, lose tall attacks; if creature usestail for
movement, 1/3 move

11 Tall destroyed, victim stunned 1-3 rounds, lose tail attacks, major
bleeding, no movement or attacks if animd usestail for movement

12 Tail destroyed, stunned 1d2 rounds, mgjor bleeding, /2 move and -2
pendty on attacks; if animd usestail for movement, no move or atack

13+ As 12 above with tripled damage dice

L ocation: Abdomen (6-7)

Severity

Effect



13

7

8

9
10
11
12
13+

No unusud effect

Abdomen grazed, minor bleeding

Abdomen struck, victim stunned 1 round and reduced to 2/3 move, minor
bleeding

Abdomen struck, victim stunned 1d4 rounds, reduced to 2/3 move, minor
bleeding

Abdomen injured, 2/3 move, mgor bleeding, —2 penalty to dl attacks
Spine injured, 1/3 move, minor bleeding, —4 pendlty to al attacks
Abdomen injured, mgor bleeding, 1/3 move and —2 pendlty to al attacks
Abdomen injured, no move or attack, mgjor bleeding

Spine broken, no move or attack, mgjor bleeding, victim parayzed
Abdomen destroyed, victim reduced to O hit points with severe bleeding
As 12 above with tripled damage dice

Location: Torso (8-9)
Severity  Effect

1-3
4
5

No unusud effect

Torso grazed, minor bleeding

Torso struck, victim stunned 1 round and reduced to 2/3 move, minor
bleeding

Torso struck, stunned 1d4 rounds, minor bleeding

Spine struck, minor bleeding, 2/3 move, —2 pendlty to attacks
Torso injured, stunned 1 round, maor bleeding

Ribs broken, minor bleeding, 1/3 move, —4 pendlty to attacks
Ribs broken, mgjor bleeding, no move or attack

Spine destroyed, victim reduced to O hit points with mgor bleeding
Torso destroyed, victim killed

As 12 above with tripled damage dice

L ocation: Head (10)
Severity  Effect

13

13+

No unusud effect

Head grazed, stunned 1 round, minor bleeding

Snout struck, minor bleeding, anima must save vs. deeth or retreet for
1d10 rounds

Eye injured, stunned 1d3 rounds, —2 pendity to attacks

Throat injured, mgjor bleeding, 2/3 move, —4 pendty to al attacks
Skull broken, animd reduced to O hit points, mgor bleeding
Snout/face destroyed, minor bleeding, 1/3 move, no bite attacks, —4
pendty to all other attacks

Head injured, reduced to 0 hp, mgor bleeding; 1/3 move and —4 pendlty to
al atacksfor 1d3 months

Throat destroyed, severe bleeding

Head severed, immediate death

As 12 above with tripled damage dice



Piercing vs. Monsters

Hit Location Chart

d10Rall  Location

1 Right fordeg/daw/wing

2 L eft foreleg/claw/wing

3 Right hind leg

4 Left hind leg

5 Tail (for snakdike or fishlike monsters, 1-5 istal hit)

67 Abdomen

89 Torso/chest

10 Head

L ocation: Legs/Wings (1-4)

Severity  Effect

1-3 No unusud effect

4 Leg grazed, minor bleeding

5 Knee struck, 2/3 move

6 Leg struck, minor bleeding, 2/3 move

7 Foot/claw injured, minor bleeding, —2 pendty to atacks with that limb

8 Hip injured, minor bleeding, /3 movement; wing hit forces crash landing

9 Leg/wing broken, 1/3 move, minor bleeding; wing hit forces crash landing

10 Knee destroyed, mgjor bleeding, 1/3 move, —2 pendty to attacks with
afected limb

11 Hip/shoulder destroyed, magjor bleeding, no move, —4 pendlty to attacks;
wing hit forces crash landing

12 Leg/wing destroyed, no move or attack, mgor bleeding

13+ As 12 above with tripled damage dice

Location: Tail (5)

Severity  Effect

1-5 No unusud effect

6 Tip of tall struck; if prehensle, any items carried are dropped, minor
bleeding, —2 pendity to tail attacks

7-8 Tall injured, minor bleeding, mongter suffers—2 pendty to al atacks due
to pain; no tail attacks

9-10 Tail broken, minor bleeding, no tail attacks; if creeture usestail for
movement, 1/3 move

11 Tail destroyed, victim stunned 1 round, lose tail attacks, mgor bleeding;
1/3 movement, —4 pendty to attacks if monster usestail for movement

12 Tail destroyed, stunned 1d3 rounds, mgor bleeding, /2 move and -2
pendty on any atack; if mongter usestail for movement, no move/attack

13+ As 12 above with tripled damage dice

L ocation: Abdomen (6-7)



Severity  Effect

1-3 No unusud effect

4 Abdomen grazed, minor bleeding

5 Abdomen gtruck, victim stunned 1 round, minor bleeding

6 Abdomen struck, victim stunned 1d3 rounds, minor bleeding

7 Abdomen injured, 2/3 move, minor bleeding, —2 pendty to al attacks

8 Spineinjured, 1/2 move, minor bleeding, —4 pendty to al attacks

9 Abdomen injured, mgor bleeding, 1/3 move and —2 pendlty to attacks

10 Abdomen injured, 1/3 move, —4 penalty to attacks, mgor bleeding

11 Spine injured, no move or attack, mgor bleeding, victim stunned 1d6
rounds

12 Abdomen destroyed, victim reduced to O hit points with mgor bleeding

13+ As 12 above with tripled damage dice

Location: Torso (8-9)

Severity  Effect

1-3 No unusud effect

4 Torso grazed, minor bleeding

5 Torso struck, victim stunned 1 round, minor bleeding

6 Torso struck, stunned 1d3 rounds, minor bleeding

7 Spine struck, minor bleeding, 2/3 move, —2 pendlty to attacks

8 Torso injured, minor bleeding, 1/3 move, —4 penalty to attacks

9 Ribs injured, mgor bleeding, 1/3 move, —4 penalty to attacks

10 Ribs broken, mgor bleeding, 1/3 move, no attack

11 Spine broken, mgjor bleeding, no move or attack

12 Torso destroyed, victim killed

13+ As 12 above with tripled damage dice

L ocation: Head (10)

Severity  Effect

1-3 No unusud effect

4 Heed grazed, minor bleeding

5 Snout struck, minor bleeding, monster must save vs. death or retreet for 1
round

6 Eyeinjured, sunned 1 round, —2 pendty to attacks

7 Throat injured, mgor bleeding, 2/3 move, —2 pendty to dl attacks

8 Skull injured, mongter reduced to 2/3 move, mgjor bleeding, —2 pendty to
al attacks

9 Snout/face injured, mgor bleeding, 1/3 move, no hite attacks, —2 pendty
to dl other attacks

10 Head injured, reduced to 0 hp, mgjor bleeding; 1/3 move and —4 pendlty to
all attacks for 1d3 weeks

11 Throat destroyed, severe bleeding

12 Head destroyed, immediate death

13+ As 12 above with tripled damage dice



Chapter Seven:
Weapons & Armor

Characters are defined not only by their abilities and alignment, but also by their possessions and
equipment. With the proper preparation and gear, there's almost nothing a daring hero can't accomplish.

This chapter presents acomprehengive listing of just about any kind of wegpon or
armor a character would ever want to use. The ligt is divided into nine different semi-
historical groupings to help preserve consstency and accuracy. For example, the most
sophisticated armor available during Western Europe's Dark Ages was chain mail; plate
mail hadn't been invented yet. If a particular nation or culture in your campaign has a
Dak Agesflavor toit, amor heavier than chain mail shouldn't be available there.

The equipment categories are Stone Age, Bronze Age, Roman, Dark Ages, Crusades,
Renaissance, English Civil War, Middle Eastern, and Orientd.

The second purpose of this chapter isto update weapon and armor satistics for the
Player's Option combat system. In addition to the standard size, type, and damage
listings, a new number has been introduced: the knockdown die. Speed factors are printed
as both anumber and a category, for use in astandard AD& D game or with the Player's
Option initiative rules. Partia armor tables are included, so that players can re-create
higtorical or fantastic styles such as back-and-breast plate with greaves, chanmail shirts,
and so on.

Last but not least, a complete explanation of special weapon properties and
encumbrance isincluded at the end of this chapter.

Equipment Groups Aslong as people have been making weapons, different cultures
have produced different types of armaments. One wouldn't expect to find an English
longbow in ancient Greece, or asamurai's katanain medievd Venice. Of course, many
AD& D campaigns aren't very "redligtic,” but even in the most cosmopolitan settings there
will beloca standards of technology and preferred wegpons and equipment.

It's dways possible for rare or unusua weapons to trickle into an area from outside.
For example, if atribe of jungle savages has been trading with a more advanced culture,
it's quite likely that they may have learned metalworking or at least be armed with sted!
spearheads and arrowheads they traded for. Despite this, players should try to equip their
characters in areasonable and congstent fashion. A Viking-like barbarian from the far
north has no bus ness beginning a campaign equipped with a blowgun, katana, or
scimitar. It's far more reasonable for the character to wear chain mail and carry a
throwing axe and long sword. The DM isthe fina judge of what a character can
reasonably expect to be able to find in any particular area.

Reading the Equipment Lists
The culture ligs include the following information:

Name: Most weapons have been described by their common AD&D equivaent, so a
flamberge or aveithander is Smply referred to as atwo-handed sword. There are some
exceptions—for example, the gladius, which isjust a short sword. The individua wegpon



descriptions that follow the tables make note of any additiond names by which the
wegpon is known.

Cost: Each weapon has alisted cost based on the standard AD& D monetary system.
Many weapons have different costs on different tables; these are wegponsthat arerarer in
the one setting than the other. If the weapon has a™—" for cod, it is effectively free,
sgnceit can easly be made by any character.

Stone Age or Savage Cultures

Stone Age cultures arerare in most AD& D campaigns. Only the most isolated areas can
be consdered to be in the Stone Age. In our own history, most Stone Age cultures
disappeared thousands of years ago—but those that did survive il live today, in the
remote areas of Mdaysiaand South America.

Just because a culture uses Stone Age technology doesn't mean that it is primitive or
barbaric. Native Americans enjoyed complex, advanced societies without metal tools or
weapons. Therefore, this category can aso be used to describe Aztec-like cvilizations
that exist as contemporaries of societies with more advanced technology.

Savage sttings are found in physicaly remote areas where primitive societies have
gained access to metaworking technology. Thisisagood catch-al category for
equipping barbaric jungle tribes, fierce nomads, or tribes of cannibas. Higtoricaly, many
African, Asan, and Mdaysan nations were consdered "savages' by Western European
explorers as late as the early part of this century. These unique cultures suffered terribly
at the hands of their supposedly more-civilized vigtors

Stone Age wegponsinclude avariety of missiles developed from basic hunting tools.
They tend to be inferior to even Bronze Age arms, which were designed asimplements of
war. Armor is light or nonexistent and consists of a hide-covered shield and |eather, hide,
or cord body armor at best.

Savage ams include improved metal-headed versions of many Stone Age weapons.
Savage armor is aso light, but includes copper or bronze reinforcement. In some cases,
very sophisticated lamellar or scale armor of wood, bone, or leather may be available.
Higtoricdly, chain mail gppeared in the 18th and 19th century among Maaysian and
Adan tribes, hundreds of years after Europeans abandoned its use.

Stone Age and Savage Settings

Adze 30p
Axe
Battle 150p
Hand/throwing 6gp
Stone S5
Blowgun lgp
Barbed dart 1sp
Needle 2¢cp
Bolas 5sp
Boomerang S5sp
Bow
Short 150p

flight arrow 3 /12



stone arrow 3cp/12

Club —
War 20p
Dagger 29p
Bone 1sp
Stone 2
Dart 5
Harpoon 209p
Bone lgp
Javelin 5%
Sone 5¢p
Knife 59
Bone 3cp
Stone 5c¢p
Throwing Sgp
Laso S5sp
Parang or Machete 8gp
Quartergaff —
Rock —
ging 5¢p
Stone —
Spear 20p
Stone 2

Itdlic entries are only available in metd-using Stone Age or savage settings.

Tools’Common
Thisligt includes anything that is commonly available asatool or so universal that any
culture would have accessto it. Picks, spades, and dedge hammers can be found in any
town and can make serviceable weapons if swords and bows aren't available. Regardiess
of the actual setting used, anything on this table can be wielded as awegpon by a
character. Note that Stone Age or Savage cultures are not assumed to have access to these
implements, which iswhy the ToolsCommon lit follows the Stone Age lig.

The DM isfreeto rule that any particular tool or device is unavailable for sdlection as
awegpon proficiency. Most people don't plan on widlding lanterns or spades as weapons
on aregular bass.

Toolsand Common Materials

Adze 3
Bdaying pin 2cp
Battle —
Club —

Great 209p
Hal

Gran 5sp



Fork 8

Gaff/hook
Attached 29p
Hed 5¢p
Grapple 5gp
Hatchet 29p
Hammer S5
Harpoon 20gp
Holy symbol, big 25gp
Knife 5%
Lantern vaies
Lasso Ssp
Machete 8gp
Oil flask 6 cp
Pick 49p
Pry bar 29p
Quarterstaff —
Sap Ssp
Scourge 29p
Scythe 3gp
Sckle 6 sp
Sedge hammer 29p
Sing 5c¢p
Bullet 5cp
Stone —
Spade 1op
Torch lcp
Vid 8
Whip 1sp

The Bronze Age and Ancient Cultures

The first meta weapons were made from copper. It was easy to mine and easy to work,
but proved to be very soft. By adding tin to copper, a much stronger aloy known as
bronze was created. The early civilizations of Egypt and Mesopotamia were
manufacturing bronze weapons more than 4,000 years ago.

Unlike Stone Age or savage cultures, Bronze Age cultures are dmost never found as
contemporaries of more advanced civilizations. Once a nation or tribe magters the
working of iron, bronze rgpidly fdls out of favor. This category is good for campaigns set
in ancient times, or for equipping warriors who are somehow displaced in time.

At the beginning of this era, a battle consisted of two mobs of armed men meetingin a
brutal melee. By the end of the Bronze Age, sophisticated phalanxes of spearmen and a
firm grasp of tactics enabled the Greek city- states to dominate the ancient world. The
chariot ruled the bettlefield for awhile, only to be replaced by more maneuverable
cavdry.

Spears, bows, and dings are the most common wegpons of this time period. Axes and
swords are rarer. Swords evolved from primitive, sickle-shaped chopping wegpons into



the Greek xiphos, awel-made short sword used for thrusting and dashing.

Armor runs the gamut from none at al to sturdy coats of meta lamellar or scaes and
bronze breastplates and greaves. The armor type known as bronze plate mail has no red
historical mode, but isincluded as alogica extension of bronze plates worn over more

of the body.

Bronze Age, Ancient Cultures

Adze 3sp
Baitle axe 50p
Bow
Arrow, flight 3 /12
Compositeshort bow 75 gp
Long bow 75 0p
Short bow 30gp
Cedlus lgp
Dagger 20p
Dart 5%
Hand/throwing axe lgp
Javdin 5%
Lance light 6gp
Mace, footman's 8gp
Mace, horseman's 5gp
Mace-axe 12gp
Pike Sgp
Quarterstaff —
Spear 8sp
One-handed —
Two-handed —
Spear, long 50p
Saf ding 29
Stinkpot 1sp
Stone —
Sword
Broadsword 30gp
Khopesh 159gp
Sapara 10gp
Short 150p
Sword-axe 20gp
Trident 15gp
Two-handed axe 15gp
Warhammer 20p
War dub 29p

During this period, iron weapons began to appear. If an iron wegpon is used againgt
armor made of bronze, horn, wood, or any weaker materid, the attacker gains a+1 bonus
to hit. Smilarly, if abronze wegpon is used againgt iron armor, the attacker suffersa—1



pendty to hit. Bronze-on-bronze or iror+or+iron match-ups provide no special bonuses or
pendlties.

Iron wegpons and armor may be considered to be nonexistent, rare, or common in this
setting. If the DM decides they're nonexigtent, no character can obtain them. If iron is
rare, any wegpon or armor made of iron can be purchased for triple the listed cogt. If iron
IS common, iron arms can be purchased at the listed cost. Of coursg, if iron is common,
just about everyone else will haveit, too.

Roman

The military system of Rome conquered hdf the known world. At its height, the Roman
Empire stretched from Spain to Paestine and England to Egypt. Roman legionaries were
equipped with a cuirass and helmet of iron, alarge curved shield, atype of javein cdled
apilum, and agladius, or short sword. They fought in disciplined, spaced ranks that
permitted men in the rear to step forward and relieve tired men in the front line, keeping
fresh men in contact with the enemy.

Later in the Roman Empire, cavary became more and more important. In time, it
replaced the infantry legions as the primary wegpon of the empire. The emphasison
cavalry led to the development of longer swords and the use of heavier lancesin shock
charges.

Romeé's civilized enemies were equipped in much the same way as her own legions.
However, the empire was aso confronted with barbaric Gauls, Celts, and Germans. Their
warriors often fought with no armor and only a spear and shield. It wasn't until the
decline of the empire that the legions could be defeated by their ill-equipped foes.

Bronze Age, Ancient Cultures

Battle axe 5gp
Bow

Arrow, flight 35/12

Compositeshortbow  75gp

Long bow 759p

Short bow 30gp
Cestus lgp
Dagger 29p
Dart 5%
Hand/throwing axe lgp
Javdin 5%
Lance,

light 6gp

medium 10gp
Mace, footman's 8gp
Mace, horseman's 5gp
Net S5gp
Alum lgp
Quarterstaff —

Spear 8p



Spear, long S0p

Saff ding 2p
Stinkpot 1
Stone —

Sword
Broadsword 15gp
Drusus S0 gp
Gladius 10gp
Spatha 159gp

Trident 15gp

Warhammer 20p

Dark Ages

The Dark Ages are usually considered to extend from the end of the Western Roman
Empire to the Norman invasion of England. While Western Europe was in turmoail, the
neighboring areas were in far better shape. The Eastern Roman Empire, or Byzantium,
survived and grew strong, retaining control of modern-day Turkey and Greece. Idam
spread throughout the Levant and northern Africa, bringing enlightenment and
avilization.

This grouping of equipment represents a barbarian or backwater kingdom in afantasy
campaign. Since no a'mor heavier than chain mail exists, many of the wegpons that
evolved to pierce or defeat armor have not been invented yet. It's good for Viking-like
cultures and humanoid hordes.

The Dark Ages saw one very important innovation in Western Europe: the
introduction of the stirrup. This alowed a mounted man to wield heavier wegpons and
deliver a stronger blow without fear of fdling off his horse. Thisinnovation sgnded the
beginning of the horseman's ascendancy on the battlefidd. By the year ad. 900, the most
devastating wegpon on the battlefield was the charge of heavy cavary. No infantry
formation could hope to withstand it, and lighter cavary had to move aside or be crushed.

In the West, armor was generdly light until late in this period. Chain mail wastoo
expensve for anyone except chieftains and picked bodyguards. By the end of the Dark
Ages, chain mail had become far more prevaent. Metd lamelar and scae were widdy
used in Byzantine and Mudim armies, dthough light infantry usudly did without any
amor at dl.

The Dark Ages

Battle axe 5gp

Bow
Arrow, flight 3 /12
Arrow, sheaf 3 /6
Composite short bow 75 gp
Long 75S9gp
Short 30gp

Caltrop 29gp/12

Crosshow



Light crossbow 60 gp

Light quarrd 1sp
Pdllet bow 250p
Pellet 5¢p
Dagger 20p
Dart 59
Hand/throwing axe lgp
Javdin 5%
Lance
Light 6gp
Medium 10gp
Mace, footman's 8gp
Mace, horseman's 5gp
Quarterstaff —
Spear 8sp
Spear, long 50p
St ding 2sp
Stinkpot 1sp
Stone —
Sword
Broadsword 20gp
Long sword 45 gp
Sabre 30gp
Short sword 15gp
Two-handed axe 159p
Warhammer 29p
The Crusades

The Crusaders fought their way to the Holy Land at the end of the 11th century and
founded kingdoms that would last amost 200 years. Thisis often referred to as the Age
of Mail; chain mail was the prevadent form of persona protection throughout this period.
By the time of the Crusades, the armored knight had become the heavy cavdry of
Western Europe. It was said that a Crusader charge could carry "through the walls of
Babylon."

The knights of the First Crusade were unruly, quarrelous, and impetuous. They had
little grasp of battlefield tactics or maneuvers. The Syrians, Turks, and Fatimids who
faced them were often commanded by noble warriors who displayed great skill and
subtlety with their armies. But as often as not the Crusaders won the day through sheer
hard fighting and weight of armor. It was not unusua for aband of Crusadersto take on a
force of Turks or Syrians severd times its own Sze and prevail.

The Crusades saw severa important technologicd innovations. Chain mail hauberks
were now augmented by chain mittens and leggings for complete protection. Crossbows
first saw widespread use a thistime. They proved especialy useful for keeping horse
archers away from aformation, since they outranged the cavary's lighter bows.
Crosshows also had excellent penetration power, punching through armor that could stop
most bow shots.



At the end of this period, plate armor began to appear. At fire, plates were used to
increase the protection over the shoulders and chest of a mailed knight. Within a soan of
only 50 years, chain mail had been largely replaced.

In addition to the Crusades in the Holy Land, this eraaso saw the grest Mongol
conquests of Russia, Hungary, and Poland.

In game terms, the Crusades represent an early Middle Ages society. Without pikes
and longbows to counter them, mailed knights owned the battlefield. A fair number of
dandard fantasy settings center on thisleved of technology; for example, the armies of
JR.R. Tolkien's Middle Earth are equipped with mail, shield, and long sword.

The Crusades
Battle axe 5gp
Bow
Arrow, flight 3 /12
Arrow, sheaf 3 /6

Composite short bow 750p
Composite long bow 100 gp

Long 759p
Short 30gp
Caltrop 29gp/12
Crossbow
Heavy crossbow 50 gp
Heavy quarrel 29
Light crossbow 350p
Light quarrel 1sp
Pellet bow 250p
Pdlet 5¢p
Dagger 29p
Hail, footman's 15gp
Hall, horseman's 8gp
Hand/throwing axe 1gp
Lance, Light 6 gp
Lance, Medium 10gp
Lance, Heavy 15gp
Mace, footman's 8gp
Mace, horseman's 50p
Quartergaff —
Pick, footman's 8gp
Pick, horseman's 790
Polearm
Bill 79p
Glave 6gp
Guisarme 50p
Haberd 10gp

Spear 8p



Spear, long S0p

Saff ding 2p
Stinkpot 1
Stone —

Sword
Broadsword 20gp
Long sword 45 gp
Sabre 30gp
Short sword 15gp

Warhammer 29p

Hundred Y ears War

In 1291, the city of Acreféll. It wasthelast of the Crusader domainsin the Levant. After
eight Crusades and dmost 200 years of sporadic fighting, the Holy Land remained in the
hands of the Mudims. Early in the 14th century, friction between the rulers of France and
England led to the beginning of the Hundred Y ears War in 1337.

Edward 111, the King of England, led an expedition into France in 1346. On August
26th, the French Army met the English a Crécy. Blooded by years of hard fighting
againg the Welsh and the Scots, the English longbowmen decimated charge after charge
from their prepared positions. By the end of the fighting, the flower of French chivary
lay dead on the fidd, with only afew hundred English losses to weigh againgt it. The
armored knight had met his match.

The 14th century isthe default technologica level of most AD& D campaigns,
representing the end of the Middle Ages. Full plate armor had appeared, and with it a
variety of wegpons designed to pierce it. While the knight and his mount were protected
by the heaviest and most complete armor ever seen, he no longer ruled the battlefield.
Instead, the lowly infantryman became dominant due to the appearance of the longbow,
the pike, and an assortment of polearms.

TheHundred Years War

Battle axe 5gp
Bow
Arrow, flight 35/12
Arrow, sheaf 3 5/6
Arrow, pile 3 sp/6
Composite short 759p
Compositelong 100 gp
Long 759p
Short 30gp
Caltrop 2gp/12
Crosshow
Heavy crossbow 50 gp
Heavy quarrel 2
Light crossbow 350p

Light quarrd 1sp



Pellet bow
Pdlet
Dagger
Stiletto
Hail, footman's
Hail, horseman's
Hand/throwing axe
Lance Light
Lance, Medium
Lance, Heavy
Lance, Jougting
Mace, footman's
Mace, horseman's
Maul
Morningstar
Pick, footman's
Pick, horseman's
Polearm
Awl Pike
Bardiche
Bec de Corbin
Bill
Bill-Guisarme
Fauchard
Glave
Glave-Guisaame
Guisarme
Haberd
Lucern hammer
Military fork
Quartergaff
Spear
Saff ding
Stinkpot
Stone
Sword
Bastard Sword
Broadsword
Estoc
Fachion

Long sword
Sabre

Short sword

Two-handed sword

Warhanmer

250p
5¢p
29p
8sp
15gp
8gp
lgp
6gp
10gp

159gp
200p

8gp
S9p
49p
10gp
8gp
79p

Sgp
79p
8gp
79p
79p
Sgp
6gp
10gp
Sgp
10gp
79p
Sgp

8p

1sp

259p

10gp
1l49gp
17gp

15gp
17gp

10gp
SO gp

29p



The Renaissance

Firearms continued to improve, replacing the bow and crossbow as the primary missile
weapon on the beattlefidd. The French Army at the end of the Hundred Y ears War findly
defeated the English with a coordinated army of cavdry, pike, and gunnery. At the same
time, the famous Swiss pikemen were learning that their tightly- packed formations were
horribly vulnerable to field artillery. Despite the best efforts of armorers, hand-held
firearms proved to be cgpable of downing a knight with asingle shot.

The Renaissance was a period of change in warfare. At the beginning of thisera,
equipment and tactics were not very different from the late Middle Ages. Pikes and heavy
cavdry were gill the most common arms on the European battlefield. By the end of the
16th century, guns had replaced lances, pikes, and bows as the weapon of choice for the
armies of Europe.

The Renaissance culminated in the Thirty Years War and the English Civil War. In
both of these conflicts, firearms proved their superiority over older weapons. By 1650,
the armored knight was afigure of history, and the pike and bow were vanishing as well.

An AD&D campaign in a Renaissance setting actualy travels beyond the origind
scope of the game. Characters can no longer rely on heavy armor to protect them; most of
their foes are equipped with firearms that can penetrate the finest plate armor. The power
of aPC party's massed musket fire makes even 19-level characters the equal of an ogre
or trall. And the existence of high magic becomes hard to justify in an Age of Reason.

The military systems developed by the Europeansin thistime period would prove to
be invincible to less advanced cultures as European explorers began the conquest of the
world around them. Many neighboring peoples, such as the Turks or the Cossacks, began
to fal behind the European powers during this era. By the time the Turks had
meatchlocks, the Europeans had flintlocks; by the time the Turks had flintlocks, the
Europeans had very good flintlocks. The upshot of thisisthat a kingdom with
Renaissance-levd technology is capable of defeating and dominating larger but less
advanced societies.

Needless to say, this represents the most advanced technology available in a standard
AD&D campaign.

TheHundred Years War

Battle axe 5gp
Brandistock 15¢gp
Bow
Arrow, flight 3 /12
Arrow, sheaf 3 /6
Arrow, pile 3 5p/6

Composite short 759p
Composite long 100 gp

Long 750p

Short 30gp
Cadltrop 2gp/12
Crossbow

Heavy crossbow 50 gp



Heavy quarrel
Light crossbow

Light quarrd
Pellet bow
Pdlet
Dagger
Main-gauche
Parrying dagger
Stiletto
Hail, footman's
Hail, horseman's
Hand/throwing axe
Lance, Light
Lance, Medium
Lance, Heavy
Lance, Jousting
Mace, footman's
Mace, horseman's
Mancatcher
Maul
Morningstar
Quartergaff
Pick, footman's
Pick, horseman's
Polearm
Awl Pike
Bill
Bill-Guisarme
Glave-Guisarme
Haberd
Military fork
Partisan
Ranseur
Spetum
Voulge
Spear
Sword
Bastard Sword
Broadsword
Claymore
Cutlass
Fachion
Long sword
Rapier
Sabre
Short sword

159gp

10gp
15gp
20gp
8gp
Sgp
30gp
49p
10gp

8gp
79p

Sgp
79p
79p
10gp
10gp
Sgp
10gp
6gp
Sgp
Sgp

259p

10gp
259p
12gp
17gp
159gp
15gp
17gp
10gp



Two-handed sword 50 gp
Warhammer 209p

Middle Eastern

Unlike the previous categories, which trace a semi-higtorica progresson of armaments,
this grouping represents a generic Arabian or Moorish culture. Weapons such as scimitars
and jambiyas aren't normaly available in any kind of European setting, but they're
common in lands with a Middle Eastern flavor.

No Middle Eastern cultures ever developed heavy plate armor, but excellent varieties
of chain mail and reinforced chain mail were available for heavy cavary. Foot troops
were usualy unarmored. Both straight and curved sword blades were common
throughout the Arab world. Bows were also grestly favored, and the composite bow of
the Turks was the most powerful in the world.

Many of the wegpons on thislist aren't true contemporaries of each other, or come
from widdly scattered areas. For example, the chakram, tulwar, and bagh nakh are Indian
wegpons, and couldn't be found in a Turkish or Bedouin venue. If there is any question
about which wegpons are available, the DM can decideif a particular wegpon belongsin
his campaign or not. Although there is no higtorica relaton, this equipment grouping aso
covers Central Asian nomads such as Tartars or Mongols.

Middle Eastern Cultures

Ankus 3gp
Bagh nakh 4
Battle axe 5gp
Blowgun 50p
Barbed dart 1sp
Needle 2cp
Bow
Arrow, flight 3 /12

Compositelongbow 100 gp
Compositeshort bow 75 gp

Short bow 30gp
Chan 5%
Chakram 8
Crossbow

Hand quarrdl lgp

Hand crossbow 150 gp

Heavy crossbow 50 gp

Heavy quarre 2

Light crossbow 350p

Light quarrel 1sp

Pellet bow 250p

Pdlet 5cp
Dagger 29p

Jambiya 49p



Katar 3gp

Dart Ssp
Hail, footman's 15gp
Hall, horseman's 8gp
Hand/throwing axe 1gp
Javdin 5%
Lance light 6gp
Lance, medium 10gp
Mace, footman's 8gp
Mace, horseman's 50p
Mancatcher 30gp
Quartergaff —
Polearm
Awl Pike 50p
Glave 6gp
Halberd 10gp
Military fork 50p
Spear 8sp
Spear, long 50p
Sword
Cutlass 12gp
Tulwar 17gp
Long sword 15gp
Sabre 17 gp
Scimitar 15gp
Short sword 10gp
Great scimitar 60 gp
Trident 15gp
Orientd

Aswith the Middle Eagtern grouping, the Oriental grouping is meant to provide a variety
of wegpons for flavor. It wouldn't fed right for asamura warrior to equip himsdf with a
pole axe or a pilum. Once again, the weapons list coversalot of time and territory; the
DM isfreeto rule out any wegpon she doesn't fed is appropriate for her campaign.

Oriental armors were dmost dways varieties of lamdlar, brigandine, or scae, even
though they were known by different names. The characteristic armor of the samurai was
usudly afine suit of metd lamelar armor.

Oriental Weapons

Ankus 3gp
Battle axe 50gp
Blowgun S50p
Barbed dart 1sp
Needle 2¢cp

Bo stick 5¢p



Bow
Arrow, flight
Arrow, sheaf

Composite long bow
Composite short bow

Short bow
Chan
Chakram
Chijikiri
Crossbow

Light crossbow

Light quarrd

Pellet bow

Pdlet

Cho-ku-no
Dagger
Dart
Gunsen
Hand axe
Javein
Jtte
Kama
Kausnke
Kawanaga
Kusari-gama
Lance, light
Lance, medium
Mace, footman's
Mace, horseman's
Mancatcher
Nunchaku
Polearm

Awl Pike

Lgatang

Nagimaki

Naginata

Tetsubo

Sai
Sang kauw
Shuriken
Spear
Spear, long
Sword

Cutlass

Katana

Ninja-to



No-dachi 45 gp

Tulwer 17gp

Sabre 17 gp

Short sword 10gp

Wakizashi 50 gp
Three-piecerod 29p
Trident 159gp
Firearms

Thisligting sums up al firearms available from the other groupings. It was separated

from the main equipment listings because the use of fireermsin an AD&D campaign is
purely optiona. Firearms require an explosive powder to propel their missiles; this can be
ether smoke powder or gunpowder.

Gunpowder is amixture of sdtpeter, sulfur, and charcod. Generdly, it isavailable
only in low-magic campagns. If gunpowder iswidely available in a given sdtting,
fireerms will naturaly be more common. If the DM rules that gunpowder worksin his
campaign, it can be purchased at the listed cogt. In aredigtic setting, gunpowder is cheap
and easy to obtain.

Smoke powder isamagical compound that duplicates the effects of gunpowder. If the
DM wishes to have fireermsin his campaign but wants to limit their availability, he can
decide that norma gunpowder doesn't work. Smoke powder is much scarcer and far more
expensve than regular gunpowder, and player characters will usudly have to find some
instead of being ableto buy it.

Of course, if the DM wants no guns of any kind in his campaign, he can rule that
neither gunpowder nor smoke powder work on his world. Without powder, guns are
usdless.

Firearms
Hand Match
Handgunne 125 gp
Arquebus 175gp
Matchlock
Arquebus 50 gp
Cdiver 40 gp
Musket w/rest 45 gp
Whedllock
Arquebus 80gp
Bdt pistal 250p
Horse pistol 350p
Snaplock
Bdt Pigol 15gp
Horse Pistol 20 gp
Musket 60 gp
Hintlock

Bdt Pigol 30gp



Blunderbuss
Blunderbuss Pistol
Carbine
Horse Pistol
Musket
Combined Wespons
Axe-pigtol
Dagger-pistal
Hammer- pistol
Sword-pistol
Bullet
Gunpowder
Sow match
Smokepowder

Armor

20gp
350p
65 gp
40gp
0gp

459p
40gp
S0 gp
759p
1sp/10
1sp
S5
250p

Thislist sums up the types of armor available by each time period. There are two prices
listed for each piece of equipment: acommon price and arare price. Generdly, armor is
rare when some other type of armor is prevaent. For example, plate mail israreina
Crusades-era campaign, and therefore more expendve than in aHundred Years War-era

SHting.

The armor table aso provides information on pieces of armor used together. It was
quite common for armor to be "mismatched;" the hoplite of ancient Greece wore a bronze
breastplate, greaves, and hdmet with aleather skirt, while the Moghul Indians used an
iron breastplate sewn into a complete suit of chainmail.

Full Suits
Armor Common
Type Cost

Banded mail+ 200 gp
Brigandine 120gp
Bronze plate+ 400 gp
Chain mail++ 759p

Cord armor 10gp
Field plate 2000 gp
Full plate 4000 gp
Hide armor 35gp

Improved mail++ 180 gp
L eather armor S5gp
Light scale++ 80gp
Metal lamellar 250 gp
Padded armor 4gp

Plate mail 600 gp
Ring mail 40 gp
Scale armor 60 gp
Splint mail 80gp

Studded leather 20 gp
Wood/bone

Rare Torso Torso Arm Arm Leg Leg Full  Full
Cost AC  Weight AC Weight AC Weight AC Weight

275gp 30 17lbs 06 4lbs 09 5lbs 6 351bs
150gp 20 15lbs 04 3lbs 06 4lbs 4 301bs
750gp 30 23lbs 06 4lbs 09 7lbs 6 451bs
225gp 25 20lbs 05 4lbs 08 6lbs 5 401bs
15gp 10 8lbs 02 1lb 03 2lbs 2 151bs
3000gp 4.0 30lbs 08 6lbs 12 9lbs 8 60 Ibs
— 45 35lbs 09 7lbs 14 10lbs 9 701bs
50gp 20 15lbs 04 3lbs 06 4lbs 4 301bs
300gp 30 25lbs 06 5lbs 09 8Ilbs 6 50 Ibs
— 10 8lbs 02 1lb 03 2lbs 2 151bs
120gp 15 13lbs 03 2lbs 05 4lbs 3 251bs
330gp 25 171bs 05 4lbs 08 5lbs 5 351bs
— 10 5lbs 02 1lb 03 1lb 2 101bs
900gp 35 25lbs 07 5lbs 10 8lbs 7 50 Ibs
40 gp 15 15lbs 03 3lbs 05 4lbs 3 301bs
80gp 20 20lbs 04 4lbs 06 6lbs 4 401bs
600gp 30 20lbs 06 4lbs 09 6lbs 6 401bs
40 gp 15 13Ibs 03 2lbs 05 4lbs 3 251bs



armor+ 50 gp 50gp 15 10lbs 03 2lbs 05 3lbs 3 201bs

+ Higorically, these armor types only existed as pieces and not full suits.
++ Depending on the period, these armor types may only be available as pieces.

Composte Armors
Armor Type Cost  Components AC  Waeght
bonus
Back-and-breast 80gp Plate mail breastplate 4 251bs
Chain hauberk 759gp  Thigh-length coat of mail 4  35lbs
Chan-landlar 125gp Lamdlar breadplate, mail for limbs 6 35lbs
Gdlic amor 30gp Leather leggings and deeve, metd belt 2 10lbs
Hdf-plate 300gp Back-and-bresst, patid legandamplate 6  401bs
Hoplite armor 160gp Bronze breastplate, greaves, leather skirt 5 40lbs
Lamdlar shirt 100gp Lamdlar coa, cloth skirt 3 20lIbs
Lorica hamata 120gp Chain shirt, sudded leather skirt 4  25lbs
L orica segmenta 175gp Banded mail shirt, studded leather skirt 5 20lbs
Mail and plate 150gp Bresdplate over chanmail 6 45Ilbs
Three-quarter plate 800 gp Full plate torso and arms, partial legs 7 45 |bs

Helmets

Type AC Cost Weght Surprise
Cap 6 490 3lbs normal
Close-faced 3 20gp 10lbs —1 pendlty
Mail coif 5 10gp 5lbs normda
Great hem 1 80gp 201bs —2 pendlty
Leather hddm 8 l1gp 2lbs normal
Openfaced 4 12gp 7lbs —1 pendty
Shields

Type ACMod #Foes Cost Weight

Buckler +1 1 lgp 3lbs

Smdl +1 2 3gp 5lbs
Medium +1 3 7gp 7lbs
Large +2 4 10gp 151bs

Master Weapon List Thetable that followsincludesal of the other following
wespon Satistics.

Weight: Thisis the wegpon's weight in pounds. Some weapons have anegligible
weight, but a group of 10 weigh one pound.



Size: Wegpons are described as Small, Medium, or Large. A character can employ a
wegpon equd to his own size in one hand and can employ awegpon one Sze larger in
two hands. A size S gnome can use a dagger or short sword one-handed, but he would
need two handsto use asize M battle axe.

Type: Wegpons are divided into three categories. Bludgeoning, Piercing, and
Sashing. This describes the wegpon's method of creating injuries and is used to
determine what kind of critical hits the wegpon inflicts. In addition, some monsters may
be partialy resstant to the effects of certain weapon types, for example, skeletons only
take 1/2 damage from dashing or piercing wespons.

Speed: Weapons are rated as fast, average, or slow for purposes of the Player's Option
combat system. In addition, a number is included after the category to reflect the
weapon's speed factor under standard AD& D rules. If the Player's Option combat system
isnot being used in acampaign, the speed factors are used instead.

M elee Reach: All hand-to-hand weapons are rated as having areach of 1, 2, or 3
sguares. A reach of 1 allows the user to attack any target in an adjacent square that he
threatens, arange of 2 alows the user to attack targets one or two spaces away, and so
on. A weapon with arange of 3 cannot be used to attack atarget only 1 square away; it
can only attack targets 2 or 3 squares away.

If aweapon hasa"—" in this category, it cannot be used to make melee attacks.
Missile ROF: Thisisthe number of times per combat round that a missile wegpon
may be used to attack. Naturally, a character can't throw two or three weapons per round

if he only has one available.

Missile Range: Rangeis expressed as three numbers. Thefirg number isthe
outermogt limit of short range, the second is the outermost limit of medium range, and the
third is the outermost limit of long range. For example, athrown dagger has arange of
2/4/6. If it isthrown at atarget one or two squares away, it's a short-range shot; atarget
three or four squares away is a medium-range shot; and so on.

Missle ranges are given in combat system squares. In normal melee scale, asquare
equals 5 feet. In missile scale (only used for outdoors or open battlefields) a square equas
5yards.

Damage: Damage is divided into two categories: versus Smal—-Medium creatures, and
versus Large or larger creatures. The target Sze dictates which rating to use.

Knockdown: The knockdown dieisrolled any time the wegpon scores a hit. A result
of 7 or better creates a possible knockdown againgt a Man-sized target.

Melee Missile Range Damagevs. Size

Weapon Wt. Size Type Speed Reach ROF SM/L Sm-Med Large Kndwn
Adze 4 S SIP  Fa4) 1 — — 1d4+1 1ld4 d6
Ankus 4 M PB Av(6) 1 — — 1d4 1d4 d8
Axe
Battle 7 M S Av(7) 1 — — 1d8 1d8 di10
Hand/throwing 5 M S Fa(4) 1 lUrnd 2/4/6 1d6 1ld4 d8
Stone 6 M B/S Av(6) 1 — — 1d6 1ld4 d8
Two-handed h 10 L S S(9 1 — — 1d10 2d8 d12
Bagh nakh 1 S S Fa(2) 1 — — 1d2 1d2 d4
Belaying pin 2 S B Fa(4) 1 — — 1d3 1d3 d6
Blowgunh 2 L —  Av(®) — 2/ind  2/4/6 — — —
Barbed dart * S P — — 2irnd  2/4/6 1d3 1d2 d4



Needle 1
Bo sticks
Bolas
Boomerang 2
Bottleb
Bow
Composite long h
w/flight arrow
w/pile arrow
w/sheaf arrow
wi/stone arrow b *
Composite shorth 2
wiflight arrow  *
w/stone arrow b *
Long h
w/flight arrow
w/sheaf arrow
w/pile arrow
w/stone arrow
Short h
w/flight arrow
wi/stone arrow
Brandistock
Caltrop
Cestus
Chainh, s
Chakram
Chijikiri h
Club
Great
War
Combined Weapons
Axe-pistol
Dagger-pistol
Hammer-pi stol
Sword-pistol
Crosshow
Cho-ku-noh
Hand
Hand quarrel
Heavy h
Heavy quarrel
Light h
Light quarrel
Pellet bowh
Pellet
Dagger
Boneb
Jambiya
Katar

NNN B *

)

PRER IO AN R F WS OUWe ORWOR WN XU FN F X W

2

nunumunyvy

Wesapon
Main-gauche
Parrying
Stiletto
Stoneb

PERRPN
N

VOOVONZVZINZINVNET TN ZFTZTOFOOZIONZNOONCONZIOOON- OO W

%2}
N
@

0WwWwWDo

TTUU UG
JI

(P

GV UTUTUj[ U
N—

N

NVWWTVTTUVTTO

P/B

nwwowvm

'UE'U'UUJl'Ul'Ul'U||
(0]

Type
P/S

Fa(3)
S(8)
Fa(4)
Fa(4)

AV(7)

;/(6)

;/(7)

AV(7)
AV(D)

Fa(2)
Av(5)
Fa(4)
Av(7)
Fa(4)
309

Av(7)

Fa(4)
Fa(2)
Fa(4)
Av(5)

Av(6)
Av(5)

(10)
AV(D)
AV(T)

Fa(2)
Fa(2)
Fa(3)
Fa(2)

Speed
Fa(2)
Fa(2)
Fa(2)
Fa(2)

— 2/rnd  2/4/6

1 — —

— 1/rnd  6/12/18
1 1/rnd  4/8/12

1 /rnd 2/3/4

— 2/imd  —

— — 12/24/42
— — 8/16/34
— — 8/16/34
— — 12/24/42
— 2/rnd —

— — 10/20/36
— — 10/20/36
— 2/rnd —

— — 14/28/42
— — 10/20/34
— — 10/20/34
— — 14/28/42
— 2/rnd  —

— — 10/20/30
— — 10/20/30
1 N N

1 — —

2 J— J—

— 2/rnd  4/8/12
12 — —

1 Urnd  2/4/6

1 J— J—

1 rnd  2/4/6

1 aswheellock belt pistol
1 aswheellock belt pistol
1 aswheellock belt pistol
1 aswheellock belt pistol
— 2/rnd  10/20/30
— rnd —

— — 4/8/12
— 1/2rnd —

— — 16/32/48
— Urnd —

— — 12/24/36
— /rnd —

— — 8/16/24
1 2/rnd  2/4/6

1 2/rnd  2/3/4

1 — —

1 J— J—
Melee Missile Range
Reach ROF S/M/L

1 J— J—

1 — —

1 2/rnd  2/4/6

1 2/rnd  2/3/4

1

1d6
1d3
1d4
1d3

1d6
1d6
1d8
1d4

1d6
1d4

1d6
1d8
1d6
1d4
1d6
1d4
1d6

1

1d4
1d4+1
1d4
1d6
1d6
2d4
1d6+1

1d6
1d4
1d4+1
2d4

1d3

1d8+1

1d6+1
1d4
1d4
1d2
1d4
1d3+1

Damagevs. Size

Sm-Med Large

1d4
1d3
1d3
1d3

1 J—
1d4 d8
1d2 d6
1d4 d8
1d2 d6
— dé
1d6 d6
1d6 d6
1d8 d6
1d4 d6
1d6 d6
1d4 d6
1d6 d6
1d8 d6
1d6 d6
1d4 d6
1d6 d6
1d4 d6
1d6 d8
1d2 —
1d3 d6
1d4 d6
1d3 d4
1d8 d6
1d3 d8
1d6+1 di2
1d4+1 di10
1d4 d8
1d3 d6
1d4  di10
1d6+1 d8
1d2 d4
1d10+1 d6
1d8+1 d6
1d4 d4
1d3 d6
1d2 d6
1d4 d6
1d3 d6
Kkadwn
1d3 d6
1d3 d6
1d2 d4
1d2 d6



Dart

Hall
Footman's
Gran
Horseman's

Flintlock 3
Belt Pistol

Blundbuss Pistol 46

Blunderbuss4
Carbine
Horse Pistol
Musket
Fork
Gaff/hook
Grapple
Gunpowder
Gunsen
Hammer
Hand Match 5
Arquebus
Handgunne
Harpoon h
Boneb, h
Hatchet
Holy symbol, big
Javelin
Stone b
Jitte
Kama
Kausinke
Kawanagah
Knife
Boneb
Stone b
Throwing
Kusari-gama h
Lance
Light m
Mediumm
Heavy m
Jousting m
Lantern
Lasso
Mace
Footman's
Horseman's
Mace-axe
Machete
Mancatcher h, 6
Matchlock 7
Arquebus
Cdliver
Musket w/rest
Maul
Morningstar
Neth
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P/B
S/P
P/S
P/S
S/IP

Fa(2)

Av(7)
Av(6)
Av(6)

Av(7)
S(9

9(10)
Av(8)
Av(8)
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Av(7)
Fa(2)
Av(7)

Fa2)
Fa(d)

Vd(15)
Vd(18)
Av(7)
Av(7)
Fa(3)
Av(5)
Fa(4)
Fa(4)
Fa(2)
Fa(4)
Av(6)
Av(7)
Fa(2)
Fa(2)
Fa(2)
S(8)

PIS/B Av(6)
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Av(6)
Av(7)
S(10)
S(10)
Av(6)
S(10)

Av(7)
Av(6)
S(8)

Av(6)
Av(7)

9(10)
3(9)
3(12
()
Av(7)
9(10)
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3/rnd

1/2rn
1/3m
1/3m
1/2m
1/2m
1/2m

1/2 rnd

1/rnd

1/3rm
1/4m
1/rnd
1/rnd
1/rnd

1/rnd
1/rnd

2/rnd
2/rnd
2/rnd
1/rnd

1/rnd

1/rnd
1/2 rnd

1/rnd

1/2 rnd
1/2 rnd
1/2 rnd

1/2rnd

2/4/8

4/8/12
2/4/8
3/6/12
10/20/55
5/10/15
15/30/80

2/4/6

2/4/6

10/30/42
8/24/34
2/4/6
2/3/4
2/4/6

4/8/12
3/6/9

2/4/6
2/3/4
2/3/4
2/4/6

2/3/4

2/3/4
2/4/6

2/3/4

10/20/60
8/16/48
12124172

2/3/4

1d3

1d6+1
1d4
1d4+1

1d8k
1d6
1d8
1d10k
1d10k
1d12k
1d6
1d4
1d4

1d3
1d4

1d10k
1d8+2
2d4
1d6
1d4
1d6
1d6
1d4
1d4
1d6
1d8
1d3
1d3
1d2
1d2
2d4
1d6

1d6
1d6+1
1ds8+1
1d3-1
1d3*

1d6+1
1d6
2d4
1d8

1d10k
1d8k
1d12k
2d4
2d4

1d2

2d4
1d4
1d4+1

1d8k
1d6
1d8
1d10k
1d10k
1d12k
1d6+1
1d3
1d4

1d2
1d3

1d10k
2d6+2
2d6
1d10
1d4
1d3
1d6
1d4
1d2
1d4
1d6
1d2
1d2
1d2
1d2
1d6+1
1d4

1d8
2d6
3d6
1d2-1
1d2*

1d6
1d4
1d6+1
1d8

1d10k
1d8k
1d12k
1d10
1d6+1

d4

di2
ds
d10

a8
d1o
di2
ds
ds
ds
dé
d4
dé

d4
dé

ds
d1o
ds
ds
dé
ds
dé
dé
dé
dé
ds
dé
d4
d4
d4
ds
dé

ds
d1o
di2
di2
dé

d1o
ds
d10
dé
dé

ds
ds
ds
di2
d1o



Nunchakus

Weapon

Oil flask

Parang or Machete

Pick
Farming tool
Footman's
Horseman's

Pikec, h

Pilum

Polearm
Awl Pikec
Bardiche
Bec de Corbinh
Bill-Guisarme h
Billh
Fauchard
Glaive

Glaive-Guisarme h10

Guisarmeh
Halberd h
Lajatang
Luc hammer ¢, h
Military fork
Nagimaki m
Naginatam
Partisan ¢
Ranseur ¢
Spetum ¢
Tetsubo
Voulge
Pry bar
Quarterstaff h
Rock
Sas
Sang kauwh, s
Sap
Scourge 8
Scythe
Shuriken
Sickle
Sledge hammer h
Sling
Bullet
Stone
Slow match
Smokepowder
Snaplock 9
Belt Pistol
Horse Pistol
Musket
Spade h
Spear ¢
Normal
One-handed

3 M B

Wt. Size Type
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1/2
Missile
ROF
1/2 rnd

1/2 rnd
1/2 rnd
1/2 rnd

1/rnd

1/2
Range
SIM/L
2/3/4

3/6/9

3/6/9
4/8/12
14/26/78

2/4/6

1d6 1d6
Damagevs. Size
Sm-Med Large

d d
1d8 1d8
1d6 1d6+1
1d6+1 2d4
1d4+1 1d4
1d6 1d12
1d6 1d6
1d6 1d12
2d4 2d6
1d8 1d6
2d4 1d10
2d4 1d10
1d6 1d8
1d6 1d10
2d4 2d6
2d4 1d8
1d10 2d6
1d10 1d10
2d4 1d6
1d8 2d4
1d6 1d8
1d8 1d10
1d6 1d6+1
2d4 2d4
1d6+1 2d6
1d8 1d8
2d4 2d4
1d6 1d3
1d6 1d6
1d3 1d2
1d4 1d2
1d8 1d6
1d2 1d2
1d4 1d2
1d6+1 1d8
1d4 1d4
1d4+1 1d4
1d6+1 1d4+1
1d4+1 1d6+1
1d4 1d4
1dsk 1d8k
1d10k 1d10k
1d12k 1d12k
1d4 1d4
1d6 1d8

ds

Kndwn

dé

a8
ds
dé
ds
dé

ds
di2
d1o
d10
d10
ds
d1o
d1o
d1o
di2
ds
d10
ds
dé
ds
ds
ds
ds
di12
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Two-handed

Longc, h 8 L P S(8)
Stoneb 5 M P Av(6)
One-handed — — — —
Two-handedc — — — —
Staff sling h, 10 2 M — 91
Stinkpot 2 S B —
Stone 2 S B —
Weapon Wt. Size Type Speed
Sword
Bastard 10 M S Av(6)
One-handed _ — - -
Two-handed — — — —
Broad- 4 M S Av(5)
Claymoreh 8 M S Av(7)
Cutlass 4 M S Av(5)
Drusus 3 M S Fa(3)
Estoc 5 M P Av(5)
Falchion 8 M S Av(5)
Gladius 3 S P Fa(3)
Katana 6 M SIP  Fa4)
One-handed _ — - -
Two-handed @ — — — —
Khopesh 7 M S S(9)
Long 4 M S Av(5)
Ninja-to 5 M SIP  Fa(3)
No-dachi 10 L SIP 9(8)
Rapier 4 M P Fa(4)
Sabre 5 M S Av(5)
Sapara 4 S S Av(5)
Scimitar 4 M S Av(5)
Great 16 L S S(9)
Short 3 S P Fa(3)
Spatha 4 M S Av(5)
Sword-axe 12 L S 9(10)
Tulwar 8 M S Av(5)
Two-handed 15 L S S(10)
Wakizashi 3 M SIP  Fa3)
Three-piecerodh,s 5 L B Av(7)
Torch 1 M Bd Fa4)
Trident 5 L P Av(7)
One-handed _ — = =
Two-handed _ — = -
Vidb * S d Fa(2)
Warhammer M Fa(4)
Wheellock ¢
Arquebus 8 M P 3(8)
Belt pistol 3 S P Av(7)
Horse pistol 4 S P Av(8)
Whip 11 2 M — 9(8

| =™

Melee
Reach
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2/3/4
2/3/4

2/3/4
2/4/6

10/20/60
3/6/9
4/8/12

1d6+1 2d6  ds
2d6 3d6 d8
1d4 1d6 d6
1d6 2d4  d8
1d3 1d3 d6
1d4+1 1d6+1 d6
Damagevs. Size
Sm-Med Large Knkdwn
1d8 1d12 d8
2d4 2d8 d10
2d4 1d6+1 d8
2d4 2d8  d10
1d6+1 1d8+1 d8
1d6+1 1d8+1 d6
1d6 1d8 d6
1d6+1 2d4  ds
1d6 1d8 d6
1d10 1d12 d6
2d6 2d6  ds
2d4 1d6 d8
1d8 1d12 d8
1d8 1d6 d6
1d10 1d20 d10
1d6 1d8 d6
1d6+1 1d8+1 d8
1d6+1 1d4 d6
1d8 1d8 d8
2d6 4d4  di10
1d6 1d8 d6
1d8 1d12 d8
1d8+1 1d12+1 d10
1d6+1 2d4 ds
1d10 3d6 d12
1d8 1d8 d6
1d6 1d4 d8
1d4 1d3 d6
1d6+1 2d4  d6
1d8+1 3d4 ds
d d —
1d4+1 1d4 d8
1d10k 1d10k d8
1d8k 1d8k d8
1d10k 1d10k d8
1d2 1 —

*  These wegpons weigh little individudly. Ten of these weigh one pound.
b Bone and stone wegpons have a 1 in 6 chance of breaking any time maximum damage
isrolled. For the bottle and the vid, any hit breaks the item unless a successful saving



throw vs. normd blow isralled. If abottleis broken, it can then be used as a knife.

¢ These wegponsinflict double damage if firmly set to receive acharge.

d These wegpons may inflict additiona damage from burning fud, holy weter, or acid.

h These wegpons require two hands to wield regardless of the wielder's size.

k If the knockdown roll for these weaponsis a7 or higher, roll an additional damage die
and add it to the origind damage. Roll another knockdown die, and if the result is another
7 or higher, repeat the damage.

m These wegpons inflict double damage when widded in a mounted charge.

S These weapons can be used to perform special martial arts atttacks.

1 Poisonisavailadlefor the blowgun needle only if the DM dlowsit.

2 The boomerang returns only if it was thrown by a proficient user and missesits target.
3 Hintlock fireerms misfire on anaturd attack roll of 1.

4 The blunderbussinflicts 1d4 seperate attacks on targets at short range. It cannot cause
additional damage like other firearms. See the wegpon description.

5 All range pendties for hand match firearms are doubled, so medium-range shots have
a—4 attack modifier and long range shots a—10 modifier. Hand match firearms misfire on
anaura attack roll of 5 or less (10 or lessin wet conditions).

6 The mancatcher dismounts arider on a successful hit.

7 Machlock firearms misfire on anaturd attack roll of 3 or less (6 or lessin wet
conditions).

8 The scourgeis ineffective againgt opponents in meta armor (scale mail or heavier).

9 Snaplock fireearms misfire on anatura attack roll of 2 or less.

10The gaff ding has no short range. It cannot hit targets within 5 squares of the wielder,
attacks made 6 to 12 squares away are considered to be at medium range, and attacks
made 13 to 18 squares away are consdered long range.

11 Thewip isineffective againgt opponents in any type of armor.

Weapon Descriptions

Adze. Resembling an axe with a Sdeways blade, the adze is a common tool. Some
savage tribes use a short- handled war adze as a close-combat wegpon. Common adzes
can be found in most woodworkers shops.

Ankus. The ankusis an eephant goad. It is athree- to four-foot staff with ametd
hook and point at one end. The ankus was intended to be both atool and aweapon, and
some were used as e aborate ceremonid pieces.

Axe, stone. This crude weapon consists of an edged piece of stone lashed to awooden
haft. Normdly, it's only found in the most primitive of settings.

Bagh nakh. Also known as "tiger claws," abagh nakh isaset of metd bladesworn on
the pam. It is used with a cat-like dawing motion. Usualy, the bagh nakhisused in
pairs, one on each hand. It isavailable only in Indian or Oriental settings.

Battle axe. Hundreds of variaions on the béttle axe exist. Generdly, any heavy axe
that can be used one-handed or two-handed fdlsinto this category. (If an axe can only be
used two-handed, it's atwo-handed axe.) Battle axes often have a spike, hammer, or
smaller blade backing the primary blade. In some cases, both blades are equd in Sizein
weight and can be used interchangeably.

Other names for a battle axe include the bullova, bearded axe, bipennis, and war axe.

Belaying pin. Thisis awegpon of convenience for salors of any campaign. Belaying



pins are used to secure the lines of a ship'srigging, and there's dways one nearby onthe
deck of aship.

Blowgun. Blowguns can fire two types of ammunition: a barbed dart, suitable for
hunting small fowl, and a needle for carrying poison. Most blowguns are Six or seven fegt
in length, dthough assassins might carry a miniature weapon two feet long that can only
fire needles.

Blowgun ammunition is very light and cannot penetrate heavy armor. If atarget is
protected by afull suit of brigandine, mail, or plate of any kind, the attacker suffersan
additiona —4 to his attack roll.

Bo stick. Thisorienta gaff is atgpering length of wood about four to Six feet in
length. The widlder of abo gtick suffersa—2 penalty to atacks against an opponent in
plate armor of any kind.

Bolas. Bolas consst of two or three weights joined by a sturdy leather cord or rope.
They have been used by hunters since the Stone Age. A character must be proficient with
the bolas to throw them successfully. If the bolas hit their target, they automeaticaly
create a knockdown chance for their victim. If the victim fails his saving throw, he hasto
gpend afull round and make a Strength check to be able to stand and move again.

Bolas can dso be used for specid caled shots. A called shot at the target's arms will
prevent the target from using his weapon or shield until he spends a round and succeeds
in a Strength check. A called shot at the target's head wraps the bolas around his neck and
begins to strangle him. He suffers 1d3 points of damage from strangulation each round
until the bolas are removed or he dies.

A sharp knife, dagger, or smilar short blade can be used to sever abolas cords. This
replaces the Strength check to get free, and is automatically successful. Of course, the
victim must have an arm free to cut the bolas |oose.

Boomerang. Another ancient hunting wegpon, the boomerang is a heavy,
aerodynamic club. It does not normally return to its thrower; a proficient user hasto make
acdled shot to set up athrow that will return in the event of amiss.

Bottle. Bottles are found in taverns and alehouses dl over the world. Each time a
battle hits, it must roll asuccessful saving throw vs. norma blow or bresk. A broken
bottle can be widded asiif it were aknife.

Bow. One of the most common wegpons throughout higtory is the bow. The smple
sf bow, or short bow, has been used for hunting and war since before the dawn of
civilization. If abow is made from a sngle piece of wood, it isaplain long or short bow;
if it is made from laminated horn, wood, bone, or any other materids, it isa composite
bow.

If acharacter has an unusudly low Strength score, he must apply any attack or damage
pendtiesto his archery. Heisforced to use bowsthat have alighter pull. However, for a
character to gain his bonuses for a high Strength score, he must get a custommade bow,
which costs 3-5 times the normal price. A higher- Strength character can dwaysuse a
lower- Strength bow, gaining bonuses up to the maximum permitted by the bow. For
example, acharacter with a Strength of 18/35 can use a bow made for a Strength of 17,
gaining a+1 to hit and +1 to damage instead of his norma full bonuses.

Short bows can be found in any setting. Even if they are not used for war, they are the
weapon of choice for many hunters. Short bows fire flight arrows or stone arrows.

Long bows are smply bigger short bows. They are drawn to the cheek, instead of



being drawn to the chest as other bows are. Long bows can fire any kind of arrow. Long
bows cannot be used from horseback.

Composite short bows are the favorite of horse archers everywhere. They can fire
flight arrows or stone arrows.

Composite long bows are usudly only found in eastern campaigns. They can be fired
from horseback if they have been specidly built for it, a twice the normal cod.
Composite long bows fire any kind of arrow.

Hight arrows are the basic war or hunting arrow. They fly farther than sheaf arrows,
which have a broader and heavier head for more damage. Pile arrows are constructed
with smdll, dense points designed to pierce heavy armor. A pile arrow fired at short range
pendizes the target's AC from armor by 2 points. This only applies to that portion of a
target's armor that is derived from physical armor; Dexterity, cover, or magca bonuses
are not affected.

For example, an archer firesa pile arrow at a warrior wearing chainmail +2 and a
shield with a Dexterity of 16. The chainmail is considered to be 2 points worse, so it has
abase AC of 7, not 5. Overall, thewarrior's AC drops from 0 to 2. If the warrior wore
nothing but bracers of defense (AC 4), his AC would not be affected.

Brandistock. The brandistock is an iron-shod walking staff that concedl's three blades.
When deployed, the blades form a small trident. In Situations where the enemy isn't
expecting a character to be so a'med, the DM can assign a+1 surprise or initiative bonus.

Caltrop. A cdtropisacluster of four or moreiron spikes, designed so that one point
isaways facing up (they would ook similar to ad4—one point is aways up). They are
intended to be scattered in the path of an enemy, who may step on one if he's not careful.

In order to be effective, at least 10 caltrops must be scattered in a 5x5' square (or 100
ina15x15' area, one square in missile scae.)) Any character entering the areamust roll a
successful saving throw vs. pardyzation or step on a cdtrop, suffering the listed damage.
The victim is reduced to /2 movement until he spends around removing the caltrop
from hisfoot. In addition, the character must make a second saving throw; if hefalls, his
foot is consdered to be struck (see Chapter Six) and he is reduced to 1/3 movement until
it hedls.

A character moving at haf his norma speed or dower can pick hisway through the
catrops without trouble—as long as he can see them. A low ground fog or long grass
may hide caltrops from even the most observant characters. If acharacter is running or
charging when he steps on a caltrop, he must sop immediately.

Cestus. The cestusis an a'mored gauntlet equipped with spikes, blades, and other such
things. It isworn over the fist and used for punching an opponent. The cestus suffersa—2
pendty to attacks againgt enemiesin any kind of plate armor.

Chain. The chain issmply aweighted length of chain that iswhirled rgpidly. It is
used to strike and tangle an opponent. If the chain is used for a pull/trip maneuver, the
attacker gains a +4 bonus on his Strength check. This aso gppliesto pull/trips against
riders.

Chakram. The chakram is a throwing quoit or disk with a sharpened outer edge, about
afoot in diameter. It isthrown frishee-style, with arapid spin. The chakram isnot as
effective against armored opponents and suffers a—2 pendty to attacks againgt targetsin



any kind of mail, scale, or plate armor.

Chijikiri. This composite weapon conssts of a spear with alength of chain attached to
the butt. It can be wielded as an ordinary spear, or reversed and used to tangle or flail at
an enemy. If the chain end is used, the chijikiri isa Type B wegpon that inflicts damage
asachain. The chijikiri adds +4 to the attacker's effective Strength for pull/trip
maneuvers but cannot be used to pull/trip arider.

Club. Mankind's oldest weapon exists in thousands of varieties. Clubs range from
something as smple as an animd's thigh bone to awedl-baanced work of art. Not all
clubs can be thrown, but throwing wegpons are common enough that a PC can obtain one
as eadly as amedee-only weapon. Clubs are effectively free, but if a PC wantsto get one
that is recognized as awarrior's wegpon it may cost anywhere from 5 sp to 10 gp.

Club, great. The great club isSmply atwo-handed verson of the regular club. Itis
often equipped with nails, spikes, or bands of iron. Its grester Sze and mass givesit a
better damage potentia than its smdler forebear.

Crossbow. A crosshow isashort, powerful bow mounted on arifle-like stock. Itis
amed and fired like arifle. Higtoricaly, crossbows were more powerful than bows and
had better hitting power a a grester range, but they were aso far dower. The English
longbow was never decisvely bested by the crossbow ssimply because atrained archer
could fire Sx arrows to the crossbowman's single bolt.

Crosshows were invented sometime in the Dark Ages, but didn't come into widespread
use until the Crusades. The earliest crossbows were pellet bows that fired small stones or
bullets instead of quarrels. The weapon rapidly grew larger and more powerful. By the
Renaissance, many crossbows couldn't be drawn by hand and had to be winched back by
ahand-hdd cranequin.

For game purposes, crosshows are divided into five categories: the pellet bow (the
lightest crossbow commonly available), the light crossbow, the heavy crossbow, the cho-
ku-no or repeating crossbow, and the hand crossbow. The light crossbow can be cocked
by hand, but the heavy crossbow requires the use of an attached cranequin to draw it. The
cho-ku-no issmilar to alight crosshow, but holds up to 10 boltsin a magazine that rests
on top of the wegpon. Normdly, it isonly available in orientd settings. The hand
crossbow is derived from the Drow weapon, but could have been built in Renaissance-
like settings as a weapon for persona defense or assassination.

To reflect the power of a crossbow, the damage ratings have been increased. Under the
PHB rules, characters have little reason to ever use a crossbow when a short bow is
handy. In addition, crosshows gain aspecid armor penetration ability. At medium range,
light and heavy crossbows reduce the AC of an armored opponent by 2 points. (Seethe
pile arrow description under bow.) At short range, light and heavy crossbows reduce the
AC of an armored opponent by 5 points. Pellet bows, hand crossbows, and cho-ku-no do
not have this specid ability.

Heavy crossbows are dso called arbalests.

Dagger . Mankind's second oldest weapon is probably the stone dagger. Daggers are
short, stabbing blades ranging from six inches to more than afoot in length. Ther Sze
and utility have made them avery long-lived wegpon used in many times and places.

In Stone Age or savage settings, metal daggers may not be available. Daggers can aso
be made of sharpened stone or bone. However, wegpons of these inferior materids have a
1in 6 chance of bresking on any successful hit.



Renai ssance settings introduce severd variations on the common dagger, including the
main-gauche, parrying dagger, and stiletto. The main-gauche and parrying dagger are
designed to be used in the off hand of a swordsman armed with arapier or sabre. Their
heavy guards and quillons give the user a gpecia +2 bonus to any atempts to block with
the weapon. In addition, the parrying dagger may break an enemy's sword when used in a
defengve disarm maneuver. If the maneuver succeeds, the attacker must roll a successful
saving throw vs. crushing blow for hissword if it isarapier, or vs. norma blow for any
other kind of sword.

The diletto isalong, thin blade designed solely for piercing. It can punch through
armor or dip between the links of chainmail. This gives the tiletto a specid +2 bonusto
attacks against armored opponents. (See the note under pile arrow or crossbow.)

The jambiya and katar are weapons found in eastern campaigns. The jambiyaisthe
traditiond Arab dagger, with asharply curved blade. It is often ornately decorated. The
katar is adagger with an 'H' handle, designed to be held in a closed fist with the blade
projecting out over the knuckles. It is used with a punching motion.

Dart. These weagpons are not the tiny modern darts you may be familiar with. They're
much larger and heavier than their porting counterparts. Darts were usualy aslarge asa
typicd arrow, with aweghted head. They were popular among ancient peoples and
esgtern cultures, and were used as smdl javeins by skirmishers and light cavalry.

Firearms. Guns are completely optiond in the AD&D game. If the DM rules that they
are not available in his campaign, no character may take proficiency in afirearm or
purchase one. Like many wegpons, firearms gradudly improved over time, increasing in
religbility, range, and firepower.

Firearms have severa unusua characterigtics. Firdt of dl, they are subject to misfires.
Modern tests have shown that primitive firearms probably misfired as often as once every
four shots. When a character's attack roll fallsin the misfire range, the DM should roll
2d6 and consult the following table:

2d6 Misfire Result
2-3 Exploson
47 Fouled barre

8-12 Hangfire

An explosion inflicts 2d6 points of damage on the character holding the gun, or 1d6 if
asaving throw vs. death is successful. The gun is destroyed by the misfire. A fouled
barrel ruinsthe shot and renders the gun usdless until it is carefully cleaned—a process
that will take a good 1030 (1d3x10) minutes. A hangfire goes off 1d3 combat rounds
later than it should. If the user kegps the gun trained on its target, he can make anormal
attack.

The second unusud characteridic of fireermsisther ability to ignore armor. Any
firearm except a hand match weapon may ignore the portion of atarget's AC that is
derived from physical armor or shield. At short range, Dexterity, cover, and magica
bonuses are the only factors thet contribute to atarget's AC. At medium range, the target's
base AC is pendized by 5 (which may be as bad asignoring it atogether), and at long
range, the base AC is pendized by 2.



For example, a renegade knight in plate mail +3 is fired upon by the king's musketeers.
Normally, his AC is a base 0. A short-range musket shot ignores the 7-point AC reduction
provided by plate mail, and only the armor's +3 enchantment is considered. The
renegade knight's AC isa 7. At medium range, the armor is not completely ignored, but
the base AC of 3isreduced to an AC of 8. Magic adjusts thisto AC 5. At long range, the
knight is AC 2 against musket fire.

Last but not least isthe ability of afirearm to cause opentended damage. Any timea
firearm hitsits target, there is a 25% chance that a second damage dieisrolled and added
to the firs. There's a 25% chance that that damage roll creates additiona damage, and so
on. This 25% chanceis part of the knockdown die roll; if the knockdown die comes up 7
or better, the damage continues.

For example, Sr Vandegar is shot by an uncouth man-at-arms wielding a horse pistol.
The damage roll comes up a 3, but the knockdown die is an 8. A second damage dieis
rolled, which results in 5 more points of damage. Vandegar's attacker rolls another
knockdown die, which comes up 7, so he rolls a third damage die, getting a 6.
Fortunately, he misses on his chance to do any more damage, but Sr Vandegar suffersa
total of 14 points from a single bullet.

The very earliest firearms were hand match devices that resembled a hand-held
bombard. Hand match wesgpons include the handgunne and the arquebus. Unlike other
guns, hand match wegpons have no triggers or firing mechanisms. Insteed, the user
touches a burning dow match to a hole in the barrd, igniting the wegpon's charge. The
handgunne doesn't even fire a bullet, but propels a heavy iron arrow that cannot cause
continuing dameage like other firearms. All hand maich wegpons suffer doubl e the normal
range pendties for medium and long-range shots.

The matchlock was a sgnificant improvement. It freed one of the user's hands by
providing aclamp to hold the dow match, and provided atrigger mechanism that would
bring the match into contact with the priming powder. The matchlock arquebusis afar
more powerful and reliable weapon than the hand match verson. Matchlocks were dso
made as cdivers and muskets. The caiver was a smdler weapon that fired alighter
bullet. The matchlock musket was along, heavy wegpon that had to be fired from a
forked rest or balanced on awall.

Whedlocks were the next improvement to the firearm. Instead of a burning match, the
powder was ignited by sparks provided by a spring-driven whed of flint. It worked alot
like amodern cigarette lighter. Wheellocks were contemporaries of snaplocks, which
held asingle piece of flint in a hammer-like striker. The snagplock was easier to
manufacture, but less reliable, so whedlocks were often the weapon of the nohility and
anyone else who could afford to spend more money on agun. The whedllock arquebus
was alight but powerful weapon reserved for use by the wedthy or the privileged.
Interestingly enough, wheellocks were never developed outside of Europe.

Pistols were also introduced as whedllocks but were aso manufactured as snaplocks.
At fird, pistols were the wegpon of the cavary. The horse pistal replaced the lance asthe
weapon of choice for horsemen. Most cavalrymen carried two or three of these heavy
pistols for dealing with pikemen and other such annoyances. In time, belt pistols were



produced as lighter versions of the horse pistol for personal defense.

Hintlocks were the direct descendants of sngplocks. They are dmost indistinguishable
from each other, but the later flintlocks tended to be sturdier and more reliable than their
predecessors. Hintlocks saw the introduction of the carbine, or horseman's musket, which
was alighter wegpon than the infantryman's gun. By the time flintlocks had been
invented, muskets no longer required arest for their barrels and could be fired from the
shoulder.

The blunderbuss was the ancestor of the modern shotgun. It was a short, musket-like
wegpon with a bell-shaped, flaring muzzle. Just about anything could be poured into the
barrel of a blunderbuss and then fired & an enemy—stones, nails, coins, or even st or
gravel. At short range, a blunderbuss actudly inflicts 1d4 separate attacks on its target,
but none of the projectiles are heavy enough to inflict the extra damage of other firearms.
At medium range, the blunderbuss makes a single attack on 1d3 separate targetsin a 3-
foot radius (or one square.)) At long range, the blunderbuss inflicts 0-1 (1d2-1) attacks on
any targetsin a5-foot radius (four squares.) A lucky blunderbuss shot can knock down
four or five attackers a once, or it may only make a big noise and miss everything.

Combined weapons are an interesting side-note in the higtory of firearms. When
firearms were dill reaively new, it was fairly common to make sure that the wegpon
retained its usefulness after itsfirst shot by building a melee wegpon around it. Hammers,
axes, broadswords, and daggers were dl made with pardld gun barrels. In some cases,
the barrdl actudly served as the weapon's haft. The numbers listed on the table reflect the
wegpon's tats as a melee wegpon; otherwise, it istreated as awhedlock belt pistol.

Flail. Developed from the farmer's threshing tool, flails were used on battlefields
throughout the Middle Ages. The common grain flall can be found on the Toolslig, since
nearly every farm has severd around. The horseman'sflal issmilar, but usesiron
weights and replaces the linking rope with sturdy chain. The horseman'sflal gansa+1
bonus on attacks againgt targets using shields, since it can easly strike around them. In
addition, horseman's flalls gain a +2 bonus on any atemptsto trgp or offensvey disarm
an opponent’s weapon.

The footman'sflail is a different weapon entirely. It consists of a sturdy shaft with a
hinged (not chain-joined!) iron-spiked head. It is used with two hands and can ddliver
crushing blows of great power. The footman's flail gains a specid +1 attack bonus againgt
opponentsin any kind of plate armor.

Fork. The common pitchfork has been adopted as aready means of defense by
farmers throughout the ages. Almogt any farm or town has a plentiful supply of forks.

Gaff/hook. The gaff isashort, T-handled hook used to boat fish or handle heavy
crates. For 5 gp, ahook can be attached in place of amissing hand, which provides a
character with aweapon that cannot be disarmed.

Grapple. Grapples are often used at seaand in Sieges. Usudly, they are made from
three or four iron hooks welded together and a sturdy length of rope. Grapples can be
thrown 5 feet horizontaly or 3 feet verticaly per point of Strength. Although grapples
aren't intended for personal combat, a creative character can improvise anumber of
pull/trip maneuvers with a grapple and length of rope.

Gunsen. This deceptive weapon resembles an orientd fan. It is both a parrying device
and an effective bludgeon. The paper fan contained in agunsen is used to distract and
confuse an opponent, and is often decorated with beautiful designs. A character proficient



in the gunsen's use gains a specid +2 bonus to any block manewers she makes with the
fan.

Hammer. Used in dmogt any craftsman's trade, hammers can be found in shops and
worksheds everywhere. Mogt working hammers are much smaller and lighter than any
military versons.

Hand or throwing axe. Variaions on the medium-sgzed axe exist in dmost any
setting. Not every hand axe can be thrown; the weapon must be built for balance to be
thrown, dthough thisisn't particularly rare or unusud. The Franks made excdlent use of
throwing axes as a shock weapon; the Frankish line would hdlt just short of the enemy
and hurl amurderous volley of axes before dlosing for hand-to-hand fighting. With a
cdled shot, an axe can be thrown a an enemy's shidd, which must then roll a successful
saving throw vs. normal blow or be ruined.

Harpoon. Rarely used on the battlefield, the harpoon is the weapon of sedlers and
whalers throughout the world. The head of a harpoon is hinged to lodge in awound and
fix the harpoon to its target. A roll of 5 or better on the knockdown die indicates thet the
harpoon is stuck in the victim, and will cause an additional 1d6 damage if it is yanked out
or cut out of the wound.

Usudly, agrong lineis atached to the harpoon so that the hunter can keep hold of his
prey after striking with the weapon. If the head is stuck, the wielder can engagein an
opposed Strength contest with the target to pull him off his feet. When harpoons are used
againg large creatures, the cord is usudly tied off to the hunter's boat, which helpsthe
hunter's Strength check considerably.

Hatchet. Many smdler hand axes actudly fal into this category. The hatchet's smdll
Sze permits it to be used as an off-hand weapon. Hatchets are aso handy tools for
wilderness travelers or people who work with wood.

Holy symbol. Only the most impressive persond holy symbols are large enough to be
wielded as bludgeons. If acreature is subject to damage from coming into contact with a
holy symboal, thisisin addition to the bludgeoning damage inflicted by the waight of the
blow. Of course, if acreatureisonly hit by magica wespons, then the holy symbol must
be enchanted to inflict bludgeoning damage.

Javelin. Light throwing spears have been used in warfare and hunting for thousands of
years. By the time of the Crusades, javelins are generdly found in the hands of
nonWestern cultures; they lack the penetrating power to be effective againgt heavy
Western armor.

Jitte. Thejitteisan iron parrying bar with a short hook at one end. It isn't sharp, but
can be used to strike bludgeoning blows. The jitte provides a specia +2 bonus to block or
defensive disarm maneuvers,

Kama. Thiswegpon is a sraight-bladed sickle derived from the common peasant's
tool. Sinceit isregarded as atoal, it can be carried by a character who wishes to concesl
the fact that he is armed.

Kau sin ke. Thekau sin ke, or whipping chain, isan orienta verson of theflall. It
conggts of four to 9x iron bars linked end-to-end by short lengths of chain. The kau sin
ke gains a specid +1 bonusto attack rolls against opponents using shieds, Snceit can
grike around the shield.

Kawanaga. Thisweapon conssts of a grapple with aweighted rope attached. The
hook or weight can be used to sirike at opponents, and the grapple is handy for climbing



aswdl. The kawanaga adds +4 to the attacker's effective Strength when used to perform
the pull/trip maneuver.

K nife. Perhaps the most common wesgpon is the humble knife. Almost everyone
caries smdl knives for edting, as an dl-purpose tool, or for persona defense. Knives are
shorter than daggers and are used to both dash and stab. They can be easily concedled in
avaiety of specidty sheeths, ranging from a dandy's hat-band to spring-loaded wrist
sheaths. Bone and stone knives can be manufactured in settings where iron and stedl are
unavalable.

Kusari-gama. The kusari-gama conssts of akama, or sickle, with an attached length
of chan. It isextremdy versatile and can be employed in a number of ways. Like severd
other chain weapons, it adds a +4 bonus to the attacker's Strength checks when used to
perform the pull/trip attack option.

L ance. The lance is the horseman's spear. It has been used in warfare since the Bronze
Age. Prior to the invention of the gtirrup, the lance could not be couched for a charge;
instead, the horseman would stab overhand with the weapon or even throw it. Asarule of
thumb, arider must be mounted on a horse gppropriate for his lance, or else his weapon
will be reduced in effectiveness. A heavy lance requires a heavy warhorse, a medium
lance requires a medium warhorse, and so on. If the lanceis too heavy for the horse, it
does damage asif it were the correct type, so a heavy lance used from alight warhorse
does damage as alight lance.

Generaly, the heavy warhorse was a European development that appeared in the later
stages of the Crusades. Before the development of heavy plate armor, it wasn't necessary
to use draft horses for mounts.

Lances are an exception to the Sze requirement rules; arider with stirrups can use any
lance in one hand, but arider without stirrups has to use two hands for the lance. (Stirrups
appeared during the Dark Agesin Western Europe.) As noted above, arider with stirrups
can couch the lance for a mounted charge, which causes double damage.

In addition to the light, medium, and heavy lances, Late Middle Ages campaignswill
a0 see the use of the jousting lance. Thiswesapon is blunted to prevent its target from
being severely injured during a tournament.

L antern. On occasion, acharacter has to make do with whatever's handy. A lantern
can be used as a crude dub, inflicting light damege, but if it islit it may spill burning ail
over the defender. Rall an item saving throw for glass againg anormd blow; if the
lantern bresks, the victim is burned for an additiona 1d4 points of damage and may be on
fire. Seeall.

L asso. Thelaso, or lariat, is commonly associated with nomadic cultures. Native
Americans and Centrd Asians commonly used the lasso on animals, and it was only
rarely used againgt an enemy. Lassoes are only effective when used in conjunction with a
caled shot attack; they cannot be used for normal attacks.

If the attacker succeeds with a called shot againgt his opponent's legs, he gets the lasso
to settle low enough on his opponent's body that he can pull/trip his enemy. He gainsa
specid +4 bonusto his opposed Strength check. If the attacker is mounted and has the
lasso made fast to his saddle, heis considered to be the Sze of hismount—so arider on
horseback issize L for purposes of the opposed Strength check, for atotal of +8 versus
Man-szed targets.

If the attacker succeeds with a called shot againgt his opponent's arms, he can trap his



enemy's weapon, shield, or both by pinning hisarmsto his body. The lasso user's
opposed attack roll ismade againgt AC 10 instead of AC 2. If the attacker winsthe roll,
one arm (randomly determined) of the defender istrapped. If he begts him by 4 or more,
both arms are trapped. In addition, if the attacker is mounted and the lasso istied off to
the saddle, he can perform a pull/trip next round without an attack roll smply by spurring
his horse.

Last but not least, alasso can unhorse arider by succeeding in acaled shot. If the
rider ismoving and the lasso is tied off to something solid (like atree), heis
automaticaly unhorsed. If the rider isn't moving or the lasso isn't tied off, an opposed
Strength check is used to determine whether or not the rider is unhorsed.

M ace, horseman's. The maceis another ancient weapon that remained in use until the
19th century in many parts of the world. The horseman's mace is lighter and shorter than
the footman's for ease of use from horseback. Most horseman's maces are constructed
from four to eight iron flanges. The horseman’'s mace receives a +1 bonus to attacks
agang opponentsin any kind of mail armor.

Some horseman's maces of Middle Eastern or Oriental origin feature sword-like basket
hilts. The hilt provides a +1 bonus to attempts to block attacks with the wesapon.

M ace, footman's. The footman's mace is a hafted wegpon with a heavy iron or bronze
head. The head can be spherica or flanged, and may feature spikes or knobs. Like its
smaler cousin, the footman's mace is especidly useful againg flexible armors and
receives a+2 bonus to attacks againgt enemiesin mail of any kind.

M ace-axe. This Bronze Age wegpon features a mace-like head with asngle curving
axe blade projecting fromiit. It is heavy and awkward, but ddivers aformidable blow.

M achete. The machete is regarded as atool by some cultures, and as a weapon of war
by others. It consgts of a short, heavy, dightly curved blade designed for dashing. Many
vaieties of tribd swords or fighting knives fal into the category of machetes, and may be
elaborately decorated blades of superior construction and balance. In eastern lands, these
blades are known as parangs.

M ancatcher. The mancatcher is a short pole-arm with two curving, fork-like prongs at
the business end. The prongs are hinged so that they can be pushed tightly closed around
the intended captive. The mancatcher only works againgt Size M creetures. Like
crossbows and firearms, mancatchers ignore armor—only Dexterity and magicd
adjusments apply. If a hit is scored, the victim suffers the listed damage. Each round, the
mancatcher's user can push and pull the victim about for an automatic 1d2 points of
damage, and can try to pull/trip hisvictim by succeeding in an opposed Strength check.

Once caught, the victim loses dl Dexterity and shield adjustmentsto AC. He can only
escape by hacking through the weapon's haft (AC 4, 10 hp, sSize M type S weapon to
damage) or making a bend barg/lift gates roll, which causes an additiona 1d2 damage.

Mancatchers are used by town watches and gendarmes to capture armed criminas.

Maul. The maul isamilitary dedgehammer designed for two-handed use. It is about
three to four feet in length with a heavy square head. It receives a +1 bonus to attacks
againgt opponentsin plate or mail armors. Traditiondly, the maul was carried by lightly
armored troops such as archers for use againgt dismounted knights.

Morningstar. Also known as the godentag or holy water sprinkler, the morningstar is
a hafted wegpon three to five feet in length with a heavy, spiked head. It is designed for
two-handed use and often features a polearm-like spike at its end. Like the maul, the



morningstar was built to penetrate a knight's armor. It receives a+1 bonus to attack rolls
agang any type of plate armor.

Net. Rardy usad as awegpon, the net is only found in unusua settings. A fighting net
often features smal barbs or weightsin the weave and a trailing rope for guidance and
contol over netted targets. The net's only function in hand-to-hand combat is to block,
trap, or disarm an opponent; it cannot srike effectively for damage.

The net is most dangerous when it is thrown at an enemy. Only the target's Dexterity
and magicd adjustments to Armor Class count. If the net hits, it may trap the opponent's
wegpon and shidld. If the victim is trapped, he can only bresk free by making a Strength
check. In future rounds the net user has the choice of leaving the net where it isand
attacking with another weapon or of trying to improve the capture.

To improve the net's capture, the netter loops the trailing rope around the target. This
requires another attack roll (as before, only count Dexterity and magic.) If the netter hits,
the victim's effective Strength drops by 4 for purposes of getting out of the net.

Nets must be folded properly to be effectively thrown. The first time a character
throws his net in afight, he makes anorma attack roll. After the net is unfolded, it can
only by thrown with a—4 penalty to hit. It takes 2 combat rounds for a proficient user to
fold anet.

Nunchaku. The nunchuks consst of two wooden or iron bars linked by asmdl length
of chain. Like the western flail, they are descendants of the common grain flail. A
proficient user may wield nunchaku in each hand, despite the fact that they are identica
in 9ze—but the attack penaties for attacking with two wesgpons still apply.

Oil. Burning ail can be an effective weagpon in some Situations. There are three basic
usesfor ail: igniting a puddle under an enemy's fedt, throwing or splashing burning oil on
him, or making aMolotov cocktall.

If an enemy can be lured into a place where ail in contact with him can be ignited, he
suffers 104 points of damage per two flasks that have been prepared for firing. The victim
must attempt a saving throw roll vs. pardyzation or catch fire—see beow. Thereisno
attack rall for thistype of attack, but if the oil hasto be ignited by a burning arrow or
thrown torch, the DM can ingst that an attack roll versus AC 10 be made to get thefireto
theail.

Throwing burning oil a atarget is difficult. This category is reserved for things like
busting a burning lantern over someone's head or dumping abowl on the intended victim.
The victim suffers 1d3 points of damage per flask thrown and must meke a saving throw
vs. pardyzation with a+4 bonus or catch fire. An attack roll is required for thistype of
attack, but only the defender's Dexterity and magical adjustments are considered for AC.

A Molotov cocktail requires afull combat round to fuse and light, so one can be
thrown only once per two rounds. As above, an attack roll is required; only count the
defender's Dexterity and magica adjustments. If struck, the defender getsto roll asaving
throw vs. death to seeif the cocktail went off or not; if it does, the victim suffers 1d8
points of damage and must roll a successful saving throw vs. pardyzation or cetch fire.

Victims who catch fire suffer 1d4 points of damage in the round following their
unfortunate change of status. They are dlowed to roll a saving throw vs. deeth to
extinguish the flames each round; if they fail, the base damage isincreased by 1 die.
Therefore, a character who is on fire suffers 1d4 points of damage the first round, 2d4 the
second, 3d4 the third, and so on, to a maximum of 504 per round. Legping into alake,



extinguishing the flames magicdly, or rolling around on the ground may dlow the
character to roll his saving throw with a +2 to +8 bonus, a the DM's discretion.

Parang. See machete.

Pick. This common tool can be used as awegpon but is very heavy and unwieldy.

Pick, horseman's. The military verson of the ssonemason'stool festures a short,
beaked spike designed for punching through heavy armor. The horseman's pick hasa +1
bonus to attacks against opponents in plate armor of any type. Many picks are equipped
with a hammer or axe blade on the reverse Sde of the head, and may be P/B or P/Stype
weapons for asmall cost increase.

Pick, footman's. A larger and heavier verson of the horseman's pick, the footman's
pick gains a+2 bonus versus plate armors.

Pilum. The famous javdin of the Roman legionaries, the pilum is forged with along,
soft iron head. When a thrown pilum hits a shielded opponent or misses by only one or
two points, it sticks in the shield. The wegpon's weight bends the soft iron head and
makes the shidd unusable until the pilum is removed—a process that requires 1d6
combet rounds. Magica shidds have a 20% chance per plus of ignoring the pilum's
effects.

Polear m. Polearms are long, hafted wegpons designed for two-handed use. Hundreds
of varieties exigt, each with its own specidized function. In the Middle Ages, polearms
were introduced to give the foot soldier aweapon capable of dedling with the heavily
armored knight. They are more common on the battlefield than in adventuring parties.

The first type of polearm are the spearlike wegpons. These are primarily thrusting
wegpons and are especidly effective when set againgt charges. The pikeisavery long
weapon with asmal iron head; the ranseur, spetum, and partisan are shorter weapons
with side blades or spikes that give the user a+2 bonus on any trap or block attempts.
Partisans survived into the 19th century as ceremoniad weapons.

The next category of polearm are the pole axes. These are heavy weapons with axe-
like heads that are designed for maximum striking power. Poleaxes include the bardiche,
the halberd, and the voulge or Lochaber axe. Poleaxes gain a+2 bonus on attack rolls
againg any type of plate or mail armor.

Glaives are smple polearms that consist of asingle long, curving blade used for both
dashing and thrusting. They lack the cutting power or strong straight point of poleaxes or
spearlike wegpons, and are generdly not as effective as the previous weapons. Glaives
include the glaive (naturaly), the fauchard, and the oriental nagimaki and naginata. Asa
dde note, the nagimaki is actudly a horseman's wesgpon.

Bills are multi-function polearms that include a cutting surface, a spearlike spike, and
hooks or curved blades on the back for dismounting riders. Bills, bill-guisarmes, glaive-
guisarmes, and guisarmes dl fdl into this category. All of these wegpons provide a +2
bonus to pull/trip attempts againgt riders.

The last category of polearms are wegpons without a true category. These specidized
weapons can't be classified as one of the above types. The bec de corbin, or crow's beak,
is aweapon designed to pierce heavy armor; it gains a +3 bonus to attacks versus any
kind of plate armor. The Lucern hammer is Smilar, but uses a clawed hammer heed
ingtead of asingle beek. It gains a +2 bonus to attacks versus targets in plate armor. The
military fork is nothing more than awar verson of the peasant's pitchfork.

Last but not least, two oriental polearmsfdl into this catch-all category. Thelgatang



isan unusud wegpon with haf-moon blades at either end; aproficient user Threatens his
flank spaces as wdll as his front squares. The tetsubo isakind of pole-mace with a heavy,
iron-bound head.

Pry bar. Generdly, apry bar is aweapon of convenience, not choice. It can be used as
an effective bludgeon.

Quarterstaff. The staff isthe favored wespon of travellers and peasants everywhere.
Itsiron-shod ends are used to strike powerful blows or jab a an enemy. The orienta bo
dtick resembles the quarterstaff in length and balance, but is used differently. The
quarterstaff suffersa—2 pendty to attacks againgt plate armor.

Sai. The sai isaparrying wegpon with alarge crossguard. It resembles a dagger, but
the "blade” is round with no edges. It is normaly used for bludgeoning attacks. The sa's
crossguard provides a+2 bonus to any block, trap, or disarm attempts.

Sang kauw. This weapon resembles a short, double-ended spear with a buckler or
bladed guard at the center. It requires both hands but provides a proficient user with an
AC bonus of +1 dueto the smdl shidld. Like the lgatang, the sang kauw threstens both
of the widder's flank squares as well as his front spaces.

Sap. The sap is aleather bag filled with sand or lead shot. It is used to render an
unsuspecting victim unconscious. Sgps are only effective when used againgt opponentsin
leather or lighter armors. To go for an ingtant knockout, the user must make a caled shot
to the target's head. If he hits, thereis a 5% (40% chance maximum) chance per point of
damage that the victim is knocked out for 3d10 rounds. A target wearing a helm of any
kind provides the attacker with an additionad —4 pendty in addition to the caled shot
penalty. A creature of size Large or greater cannot be knocked out this way. See Chapter
Two for more information on sapping.

Scour ge. The scourge is atorturer's wegpon. It conssts of a handle with severa
leather whips, often studded with barbs, nails, or other smilar devices. The scourge's
whips can catch and grab an enemy's wegpon, and the wielder of the scourge gainsa+1
bonus on any disarm attempts.

Scythe. Another tool converted into awegpon, the scythe mounts a curving blade
perpendicular to along wooden haft. It was origindly intended to be used for harvesting
grain, and is dow and awkward as a wegpon.

Shuriken. Also known as shaken or throwing stars, shuriken comein avariety of
shapes and sizes. The most common designs are large throwing needles and flat, Sar-
shaped blades. Shuriken are the favored wegpons of assassinsin oriental campaigns.

Sickle. Like the scythe, the Sckle is primarily atool that occasonally seesuseasa
wegpon. The sckle's curving bladeis used for cutting crops for harvest, and priests of
nature or agriculture often use the sckle as a ceremonia weapon.

Sledge hammer. Sedges are used in construction and masonry work of dl kinds. It is
generdly too heavy and dow to be used as aweapon except in an emergency.

Sling. One of the most common missile wegpons is the humble ding. Thisisnot a
child'stoy dingshat; thisis awegpon that can hurl smal stones or lead bullets with lethal
force. The ding isasmple length of cord or cloth with a cup in the center. The projectile
is placed in the cup, and the ding iswhirled rgpidly in a Sdearm or overhead motion.
Sings can be improvised from many materids, and are among the chegpest of weapons.

Slingstones can be found in any rocky landscape. Normadly, smdl round rocks are
best, such asthe type found in streambeds. Sling bullets are made of lead, bronze, or iron,



much like the bullets for afirearm.

Spade. Shovels or spades can be used as aweapon of last resort if thereis nothing
more warlike at hand. Folding military spades with sharpened blades were used in hand
to hand fighting in both World Wars.

Spear. The spear is one of mankind's oldest wegpons. Literdly thousands of variations
exig, but they dl feature a head designed for stabbing or thrusting. Throughout the
Bronze Age and the years of the Roman Empire, the spear was the most common weapon
on the battlefidd. In primitive settings, Sone-headed spears are common. The spear can
be used ether one-handed or two-handed.

Spear, long. The long spear is nothing more than a heavier spear with alonger reech.
A normd spear ranges from 5-8 feet in length, but along spear is about 10-12 feet long.
The longest wegpon of this family isthe pike, which was often 18-21 feet in length. The
long spear is atwo-handed weapon.

Staff ding. The gaff ding smply conssts of a short wooden staff with alesther ding
a one end. It can be used to throw larger and heavier projectiles than anorma ding, but
can't throw them asfar or as accurately. The ding has no short range category; instead,
any shot from 0-12 squares away is consdered a medium range shot.

In addition to throwing stones, staff dings can adso be used to throw stinkpots—amdl
clay vesdlsfilled with noxious burning meterias. If astinkpot missesits targe, it il
scatters and breaks open (see Grenade-like misslesin the DMG.) Any character within
one square of agtinkpot hit must roll a successful saving throw vs. death or suffer a—2
pendty to dl attacks due to choking and coughing for 1d6 combat rounds.

Sword. Swvords are the most efficient wegpons of ancient times, combining ease of use
with excellent armor penetration. The earliest copper swords appeared thousands of years
before the rise of the Roman Empire, and ceremonia swords are carried today by most of
the world's armies and navies.

Bagtard swords are al'so known as hand-and-a-haf swords. They are nothing more than
longer, heavier long swords. The extraweight of abigger blade enabled the sword's
wielder to hack through the heavier armor that appeared at the end of the Crusades.
Whether used one-handed or two-handed, the bastard sword gains a+1 bonus to hit
opponentsin any type of mail or plate armor.

Broadswords have existed in a number of settings. Any medium-sized blade designed
for dashing can be caled a broadsword. In ancient times, the best blades fdl into this
category; by the Middle Ages, this describes acivilian's sword or a court blade. Later
broadswords were built with basket hilts, which give the weapon user a+1 bonus on any
block attempts.

The claymore is a Scottish two- handed sword somewhat shorter than the true two-
handed sword. It is an excdlently balanced weapon with fearsome cutting power. The
claymore gainsa +1 bonus to hit opponentsin any kind of lesther, mail, or plate armor.

The cutlassis a heavy, dightly curved, single-edged blade of medium length. It was
popular with sailors and marines for hundreds of years. Like some broadswords, cutlasses
were made with basket hilts.

The drususis a Roman short sword of exceptiond qudity. It's really nothing more than
awdl-made gladius kept at arazor-honed edge. The wegpon's fine quaity providesa+1
bonus to attack rolls, but after any fight the wegpon is considered to be dulled and
functions as anormd gladius until it is re-honed—atask that requires a fully-equipped



forge and atrained swordamith.

The estoc isthe grandfather of the rgpier. It is an edgeless thrusting sword designed for
piercing a'mor. It gains a+2 bonus to attacks againgt opponents in any kind of mail, and
a+1 bonus to attacks against opponentsin any kind of plate armor. Estocs were often
made with perfectly triangular or square blades.

The falchion is a dashing weapon with adightly curved blade and a squared-off point.
It is nearly usdless for thrugting, but its blade design concentrates the weight of the blade
near the end for excellent chopping power.

The traditiona weapon of the Roman legionary was the gladius. It isbasicaly awdl-
made iron or sted short sword used dmost exclusively for thrusting.

The samurai's katana may be the single finest sword ever made. It is a dashing weapon
with a sharp, chisd-shaped point. The sted was often of exceptiond qudlity, built up with
alaborious process of folding and re-folding; some blades had hundreds of folds. This
created a sword of tremendous resilience and strength. The hilt accomodates one or two
hands equadly well.

The companion to the samura's katana is the wakizashi, a shorter blade of smilar
congtruction and design. In eastern cultures, only a samurai may wear these two blades
together. It is very common for a katana and wakizashi to be paired as a matched set.

The khopesh is an ancient weapon of the Bronze Age. Its blade runs straight from the
hilt, but then curves around in a great sickle shape. It is heavy and awkward, but may be
the only sword available in some sttings.

The long sword is meant to represent the weapon of the typica western knight, but
a0 indludes any medium-length straight blade designed for both dashing and thrusting.
The advent of heavy plate armor made the long sword obsolete; longer, heavier blades
were required to pierce aknight's armor.

Jugt asthe samural has his traditiond katana, the ninja has his ninja-to, the traditional
sword of the n. Theninja-to is smaler than the katana and generdly not as well
mede. Unlike the katana, the ninja-to features alarger guard and a sturdy scabbard which
can be used as aclimbing step.

The largest oriental sword is the no-dachi, atwo-handed katana-like wegpon dmost
sx feat in length. Some no-dachi are built to the exacting specifications of a katana, but
mogt are not of the same quality.

One of the later swords to appear was the rapier, alight, long thrusting wespon. The
rapier was the gentleman's wegpon in the Renaissance and later centuries, remaining in
use until the 18th century. The rapier ppeared largdly because armor was beginning to
disappear from the battlefields of Europe.

Ancther dudigt's wegpon is the sabre, adightly curved dashing blade of medium
length. The sabre had one of the longest periods of service of any sword; they appeared in
Europe during the 11th century, and were still considered standard issue for cavarymen
a the beginning of the 20th century.

The most ancient sword in thislisting is the sgpara, a wegpon of the Mesopotamian
empires of the Bronze Age. The sgparais a amdler verson of the khopesh, and isno
larger than a standard short sword.

One of the mogt didtinctive swords is the scimitar, agracefully curved wegpon favored
by many Arabian cultures. The scimitar was carried by Mudim warriors from Spain to
India and became a symbol of the strength and subtlety of Idam. The great scimitar, a



two-handed version of the normal blade, was a weapon reserved for ceremonia guards
and elite palace troops.

By far the most common blade is the humble short sword. Thousands of varieties have
been created by nearly every culture on Earth. Regardless of the setting, some equivaent
to the standard short sword can be found. The short sword is primarily athrusting
wegpon, ranging from 11/2 to 21/2 feet in length.

The spathais the ancestor of most Western European blades. It is the Roman long
sword, a wegpon developed for Roman cavary but soon copied by the barbarians who
fought againgt the Romans.

The sword-axeis not atrue sword. It features along wooden haft in place of ahilt, and
asword blade with an axe-like congtruction at the business end. In battle, it would be
wielded more like an axe than a sword. It was aweapon of ancient times that was soon
replaced by more efficient blades.

The tulwar bears a small resemblance to the falchion, but is found in eastern settings.
Unlike the fachion, the tulwar curves inward for chopping power, insteed of outward for
alonger dash. The famous Ghurka knife is a good example of a tulwar-like blade.

The largest and most powerful sword is the two-handed sword, or awveihander. It was
developed in the Renaissance to ded with pikemen and dismounted knights. It often
sood well over six feet tal. The two-handed sword gains a+2 bonus to attacks agangt
opponentsin any kind of mail or plate armor, since its heavy blade can easily penetrate
even the heaviest armor.

Three-piecerod. It issad this wegpon was invented by a master of the martid arts
whose staff had been broken by his enemy. The three-piece rod consists of three short
wooden staves, linked by rope or chain. It is exceptionaly useful for performing traps,
blocks, and defensve disarms; the three-piece rod confers a+4 bonus to any such
attempts.

Throwing knife. Thisterrifying wegpon resembles a sword with three or four points.
The handle and lower part of the blade appear normal, but the blade forks severa times
into anumber of dagger-like points. It's thrown horizontally, so that it spins pardle to the
ground. The throwing knife is usudly considered a wegpon of savage cultures.

Torch. Mogt torches can be used as serviceable clubsin apinch. If thetorch is
burning, it inflicts 1 extra point of damage. In addition, most animals fear open flame and
may avoid a character waving a burning torch around. Torches only ignite very
flammable substances, so norma clothes and the like won't usudly be set &fire by a
sngle blow from alit torch.

Trident. The trident is the famous three- pronged spear of seafarers and mercregtures.
Fishermen of many cultures use tridents as hunting weapons, but military tridents are
much more scarce.

Two-handed axe. This mighty wegpon conssts of afour- to five-foot haft with avery
heavy blade. The axe may be double-bitted, with blades on both sides of the haft, or it
may only have asingle blade. It is an unwiddy wegpon, but a skilled warrior can gtrike
blows of tremendous stirength with it.

Vial. Vids arent particularly dameaging by themselves, but when filled with acid or
holy water they're somewhat more dangerous. When avid is thrown at an opponent, the
attacker may ignore armor—only Dexterity and magicad adjusmentsto AC count for the
defender. If the vid hits, the victim suffers the full damage of whatever substanceis



indde. If it misses, it may dill inflict damage with a splash hit depending on where it
lands (see Grenade-like Misslesin the DMG.)

War club. Thewar club is consdered awork of art in many cultures. It is carefully
built from the best materids available and often lined with sharp stones or spikesto
increase its damage potentid. War clubs cannot be thrown.

Warhammer. The warhammer is very smilar in Sze and baance to the horseman's
pick, but ingtead of a point for piercing armor the warhammer is equipped with a blunt
striking head. The warhammer gains a +1 bonus to attacks versus plate armors.

Whip. The whip cannot cause damage to an opponent in any kind of plate, mail, or
leather armors but can till be used to perform a number of specia maneuvers. It gainsa
+2 bonus to pull/trip and offensive disarm maneuvers. In addition, the sting of the lash
may force normal animasto retreat at the DM's discretion.

Weapon Groups
As noted in previous chapters, weapons can be classfied into tight and broad groups. All
weapons in atight group are considered to be related to one another; a character
proficient in one automaticaly has familiarity with the rest. Note that a wegpon
proficiency includes stone or bone versions of the same wesgpon.

In the listing below, broad groups are noted under the red bold type, and tight groups
aeinitdics.

Axes, Picks, and Hammers

Axes: battle axe, hand/throwing axe, hatchet, two-handed axe, sword-axe, mace-axe
Picks. horseman's pick, footman's pick, pick

Hammers. warhammer, maul, dedge

Unrelated: adze

Bows:. short bow, composite short bow, long bow, composite long bow

Clubs, Maces, and Flails

Maces. footman's mace, horseman's mace, mace-axe
Clubs: club, grest club, war club, ankus, morning star
Flails. horseman's flall, footman's flall

Crossbows: hand crosshbow, light crossbow, heavy crossbow, pellet bow, cho-ku-no
Daggers & Knives: dagger, tiletto, jambiya, main-gauche, parrying dagger, knife, katar
Lances: Light, medium, heavy, jousting

Polearms

Soear-like polearms: awl pike, partisan, ranseur, spetum

Poleaxes. bardiche, haberd, voulge

Bills: hill, bill-guisarme, glaive-guisarme, guisarme-voulge, hook fauchard
Glaives: glaive, fauchard, naginata, nagimaki, fauchard-fork

Beaked: bec de corbin, lucern hammer



Unrelated: military fork, tetsubo, lgatang

Spears & Javelins

Soears. spear, long spear, awl pike
Javelins: javein, pilum, dart

Unrelated: harpoon, trident, brandistock

Swords

Ancient: broadsword, sapara, khopesh, sword-axe, short sword

Roman: broadsword, drusus, gladius, spatha

Middle Eastern: short sword, scimitar, great scimitar, tulwar

Oriental: cutlass, katana, wakizashi, no-dachi, ninja-to

Short: short sword, gladius, drusus, sapara, dagger, tulwar

Medium: broadsword, long sword, cutlass, sabre, falchion, estoc

Large: bastard sword, claymore, two-handed sword, great scimitar, no-dachi
Fencing weapons: rapier, sabre, main-gauche, parrying dagger

Chain & Rope Weapons:. chain, kau sin ke, kusari-gama, kawanaga, chijikiri
Martial Arts Weapons:. sa, jitte, nunchaku, sang kauw, three-piece rod, bo stick

Firearms

Hand match weapons: arquebus, hand gunne
Matchlocks. arquebus, caliver, musket

Whesllocks: arquebus, belt pistol, horse pistol

Shaplocks and Flintlocks: musket, belt pistol, horse pistol

If aweapon does not appear in the preceding ligtings, it belongs to no wegpon group.
For example, wegpons such as the bolas, the boomerang, or the mancatcher are so unique
in their employment that nothing even comes close to being amilar.

Weapons and Ability Bonuses

Generdly, a character may apply his Strength bonuses to any weapon powered by his
own muscle. Any hand-held wegpon used to dash, bludgeon, or thrust a an enemy
certainly counts, but weapons that don't inflict damage or don't have atype don't dlow a
character to use his attack bonuses. For example, a character's Strength has no effect on
the use of alasso or net.

Characters may use ther reaction adjustment for high Dexterity when throwing or
firing any kind of missile wegpon. However, they do not use their Strength bonuses
unless the wegpon is thrown and complies with the conditions above. Firearms, bows,
dings, and crosshows are not normaly affected by a character's Strength.

Bows can be made to take advantage of a character's Strength bonuses, but must be
custommade. Refer to Chapter 6: Money and Equipment in the Player's Handbook.

The 16th-level Dart Specialist: It'sludicrousto alow ahigh- Strength character the
full benefit of hismuscular power if heingsts on using tiny little weapons such as darts.

A good way to address this kind of min-maxing isto limit the damage bonus granted by



high Strength to the maximum roll of the wegpon's base damage. A dart normally causes
1d3 points of damage againg Sze M targets, o a character with exceptiona Strength
could gain atota of +3 to his dart's damage—but no more, even if heis normdly entitled
to a damage bonus of +4 or more.

Armor Descriptions

The armorer's craft evolved over the course of thousands of years, much as wegpons
evolved. The marvelous works of the German and Italian master armorers of the 15th
century smply cannot be duplicated by craftsmen with more primitive technology.
Therefore, armor is limited by time period just as wegpons are.

The following descriptions note the adjusted base AC for afull suit of each armor
type, and aso a generic encumbrance vaue for typica humansin that armor. Player
characters may accept these encumbrance values or use the more advanced encumbrance
rulesto tota up their equipment weight.

The armor table dso includes protective vaues for pieces of armor. In most cases,
these are fractiona—for example, a chain mail arm piece improves the wearer's AC by
0.5. For most PCs, this reduces the wearer from an AC of 10, so if acomposite suit of
armor improves the character's AC by 3.9 points, his actua Armor Classisa6.1 (10—
3.9), which rounds down to an AC of 6. Only round to the lower AC if the fraction is .3
orless;an ACof 6.1isa6, but a6.4, 6.5, or 6.9 isconsdered to actualy be AC 7.

Partid armor can aways be bypassed by the use of the called shot rulesin Chapter
Two. The attacker suffers a—4 penaty for making a caled shot, but of course he getsto
make his attack againgt the defender's unprotected AC of 10. The best use for partial
armor in the game isto Smulate various forms of composite protection favored in
different time periods; for example, medievd infantry often wore breastplates and
helmets but did not wear armor on their legs or arms.

Last but not least, armors are loosdly grouped into three basic types—plate armors,
mail armors, and leather armors. Some wegpons gain specid attack bonuses against
certain types of armor. For example, the heavy blow of a maceis especidly effective
againg mailed opponents, because the flexibility of the mail dlows the blow to cause
damage even through thick armor.

Back-and-breast. (AC 6; enc. none; type plate) Thisarmor issmply asted
breastplate and back piece, worn like a shirt. It protects the wearer's vital organs but
leaves the limbs uncovered. Higtoricdly it saw use throughout the Renai ssance.

Banded mail. (AC 4; enc. light; type mail) There is some debate over the existence of
this armor in the Middle Ages, but Roman legionaries wore banded breastpl ates as part of
the lorica segmenta. Banded mail conssts of pardle bands or strips of armor covering
the torso, shoulders, arms, and legs, with mail guarding the joints.

Brigandine. (AC 6; enc. none; type leather) A very common armor of the later Middle
Ages and the east, brigandine conssted of acoat of leather plates. Each leather plate was
asandwich with sted dripsingde of it. The joints and limbs were constructed with fewer
armor grips for flexibility. Splinted mail, described below, is nothing more than a heavier
verson of brigandine.

Bronze plate mail. (AC 4; enc. light; type plate) This armor never existed as afull
auit historically. However, bronze breastplates, greaves, and arm guards were quite
common, especidly in Greek and early Roman settings. With afull suit of bronze plate



mail, the underlying chain mail backing that isfound in normd sted plate mail is
replaced by backing made of studded |eather.

Buckler. The smalest shidd used isthe buckler. It is usudly not more than afoot in
diameter. Its smal Sze makes it easy to carry, but it is of limited usefulness againgt
anything except fencing wesapons. The buckler's AC bonus can only be counted against
the attacks of a single opponent in any combat round.

Cap. Sted, bronze, or iron caps are among the most common helmets until the later
days of the Crusades. A cap is often worn over amail coif for additional protection; the
two together provide an AC of 3 for the user's head and neck. Caps often include nasals,
or projecting bars, that cover the user's nose.

Chain hauberk. (AC 6; enc. light; type mail) Chain mail was first constructed in
Roman times as shirts or skirts. Throughout the Dark Ages mail was reserved only for the
wedlthiest warriors. By the end of the Dark Ages, the most common form of mail wasthe
hauberk, along-deeved coat that hung to the wearer's knees. Because the lower legs are
vulnerable, the hauberk doesn't offer the same protection thet afull suit of chain mail
does.

Chain mail. (AC 5; enc. light; type mail) The full suit of chain mail gppeared early in
the Crusades, when chain leggings were added to the traditiona hauberk. For more than a
century mall was the universaly favored form of protection in Western Europe and the
Holy Land; armor experts refer to the 11th and 12th centuries as the Age of Mail.

Chain-lamdlar. (AC 4; enc. light; type mail) Chain mail was used widdy in
Byzantium and eastern lands, too. It was common for eastern peoples to augment thelr
lighter mail with heavier armor. Chain mail with lamelar breastplates, greaves, and am
guards was widdy used by Byzantine, Turkish, and Perdan cavdry.

Close-faced helm. This category includes a number of variations, ranging from sted
war masks, to the Crusaders barrel hdms, to samurai helmets. The helmet offers
excellent protection, but is heavy and can limit vison and hearing. In Stuations where
field of view or clarity of hearing may be important, the DM can impose a—1 pendty to
surprise checks for characters wearing close-faced hems.

Cord armor. (AC 8; enc. none; type leather) Only found in savage or exotic settings,
cord armor consists of rope-like fibers woven and knotted into a thick, tough fabric. It
may be found in places where legther is scarce.

Field plate. (AC 2; enc. moderate; type plate) The armorer's craft reached its peak
during the Renaissance, when full suits of articulated plate armor were common. Feld
plate armor dispenses with the chain backing of plate mall or full plate armor to save
weight. Instead, alight suit of padding, or aketon, would be worn benesth field plate. The
considerable weight of this armor was distributed over the wearer's body, and a trained
knight could lie down, stand up, or vault into the saddle while wearing heavy armor.

Full plate. (AC 1; enc. moderate; type plate) Thefind development of armor was full
plate armor, which protected the wearer with padding, chain, and a suit of beautifully
crafted interlocking plates carefully angled to deflect blows. Armor of thistype could
even withstand long-range gunfire, aslong as the bullet didn't Strike square on target. A
well-made auit of full plate amor was the sign of high nobility; many lesser knights had
to make do with far less impressive suits due to the great expense of this marvelous
armor.

Gallicarmor. (AC 8; enc. none; type leather) Reserved for the gladiatoria arena,



Gdllic armor consisted of leether leggings and a leather deeve, with awide metad belt. No
free soldier would normaly wear such light armor if better could be found.

Great hem. The great hem actudly sits on ameta gorget, or throat-guard, instead of
resting its weight on the wearer's head. The face is completely covered. The protection
offered by the great helm is unmatched, but the wearer's visibility and hearing are
serioudy impaired; he suffers a—2 pendty to any surprise checks that might be affected
by his ability to spot his enemy or hear someone sneaking up on him.

Half-plate. (AC 4; enc. light; type plate) As firearms became more prevaent, the
usefulness of heavy plate armor rapidly declined. The trend towards more complete
coverage reversed, and soldiers and knights began to discard al but the most critica
pieces of armor. Half-plate congsts of abreastplate and tassets, or hip armor, but the
lower legs are left unarmored, as are theinddes of the arms. Half- plate lingered on into
the 17th century before disappearing atogether.

Hide. (AC 6; enc. light; type leather) Hide armors were rare in Western Europe, but
saw some limited use in eastern settings. At the DM's option, hide armor can be used to
smulate the buff coat—a Renaissance armor made of severd layers of stiffened leather.

Hoplitearmor. (AC 5; enc. light; type plate) The armor of the classic Greek warrior
congsted of a bronze breastplate and greaves with a studded leather sKirt. It offered a
good compromise of protection for vital areas without too much weight. Alexander's
soldiers conquered hdf theworld in armor like this.

Improved mail. (AC 4; enc. light; type mail) Severa varieties of improved chain mail
gppeared during the Crusades. Bar mail conssted of smal metd strips threaded through
the links, double mail used heavier links double-joined; augmented mail used athick
leather backing to reinforce the coat. All types of improved mail offer better protection
than normd chain mail, but at the price of increased weight.

Lamdlar. (AC5; enc. light; type mail) Lamellar armor consists of smdl, overlapping
plates of metal sewn together or stitched to a backing of leather or cloth. It issmilar to
brigandine and splinted mail, but isn't sandwiched in leather like the other two armors.
Lamdlar isavery ancient armor that was used in Mesopotamia and ancient Egypt
thousands of years before the rise of Rome. Byzantine and Persian cavarymen used
breastplates of sted laméllar as part of their heavy armor.

Lamelar shirt. (AC 7; enc. none; type mail) Full suits of lamdlar armor were very
rare in the Bronze Age, but lamdlar coats with cloth skirts were somewhat more
common. This composite armor represents the best protection available to the common
soldier in extremdy ancient settings.

Leather. (AC 8; enc. none; type leather) Leather armor has been used by light troops
since the Bronze Age. Legther can be toughened by treeting it with oil in a process
known as cuir bailli. Thisarmor type uses cuir bailli piecesto reinforce vitd areas and
soft lesther for the legs and arms.

L eather helm. Thelightest hedm available is made from cuir bailli lesther reinforced
by iron or bronze bands. The leather helm doesn't provide much protection compared to
other types, but it's better than nothing.

Light scale. (AC 7; enc. none; type leather) Norma scale armor is made ouit of iron,
bronze, or sted, but it's dso possible to make scale armor out of cuir boilli leather scales,
bone, or horn. Light scaleis often the armor of nomadic or savage peoples who have
difficulty finding metd to work with.



Lorica hamata. (AC 6; enc. none; type mail) This Roman armor consisted of achain
mall shirt and askirt of leather reinforced with bronze or iron drips. It was an early armor
used from the time of the Punic Warsinto the 1st century a.d.

L orica segmenta. (AC 5; enc. none; type mail) Lorica segmenta replaced lorica
hamata and was used until about a.d. 350. It conssts of abreastplate of banded mail and a
reinforced skirt of studded leather armor.

Mail coif. The mall coif isahood of chain mail thet drapes over the neck and
shoulders aswdll asthe heed. It is usualy worn with acap or beneath another helmet,
gnce chain mail by itself doesn't offer much protection against impact wegpons. If worn
with a cap, the mall coif is AC 4; if worn under ancther helmet, it provides no additiona
protection but at least dlows the user to remove his redtrictive helmet and get alook
around without baring his head completely.

Mail and plate. (AC 4; enc. light; type plate) Plate armor first appeared near the end
of the Crusades as reinforcement for chain mail armor. Small breastplates were
introduced firgt, but rapidly grew into full bresstplates with complete leg and arm
covering. The mall and plate armor describes an early form of plate mail in which a
breastplate isworn over afull suit of chainmall.

Opentfaced helm. Greek and Roman hdmets normdly fell under this category, asdid
many helmets of the later Middle Ages. The open-faced helm provides good protection
and only moderately compromises vison and hearing. This category dso includes the
Renai ssance morion, kettle helm, lobgter-tail, and other such helmets.

Padded. (AC 8; enc. none; type leather) Padded or quilted armor is probably one of
the oldest and most universal forms of persond defense. Even in the days of full plate
armors, padded suits known as aketons were worn beneeth the stedl plate to cushion
blows and help distribute the weight of the outer armor. Light troops of many time
periods are often equipped with padded armor.

Plate mail. (AC 3; enc. mod; type plate) Thisis the chegpest and most common form
of plate armor in the Middle Ages. Instead of attempting to articulate the joints and
provide complete plate protection, portions of this armor are Smply protected with chain
mail. Thisform of armor was nothing more than an expanded suit of mail and plate, and
the forerunner of true plate armor. Even in the age of full plate armor, smple plate mail
was ill common among poorer knights and professona mercenaries.

Ring mail. (AC 7; enc. none; type lesther) Ring mail conssts of aleather coat with
rings sewn onto it. It dightly resembles chain mail, but the links do not interlock. In the
Dark Ages, ring mail was a chegp subgtitute for true mail, which was too expensve for
many warriors. Some varieties of ring mail were used throughout the Middle Ages by
light troops, artillerigts, and skirmishers.

Scale mail. (AC 6, enc. light, type mail) This ancient armor type conssts of aleather
coat or shirt with scales of meta riveted to it. (Some forms of scale mail were made with
horn or lesther—see Light Scale)) Scale mail was never widdy used in the West, but saw
extengve use in the Mideast and Orient.

Shield, small. The amdl shidd, or targe, isusudly around shied about two feet in
diameter. Some later medievd shields were triangular or square in shape. The small
shield can be used againgt two enemies in acombat round, as long asthey arein front of
the character or on his shielded flank.

Shidd, medium. This catch-dl category includes anything from the Roman scutum to



the Norman kite shidd. It usudly stands about three feet tal and is two to three feet wide.
The medium shield can protect the wielder from up to three enemies per round, aslong as
they arein front of the character or on his shielded flank.

Shield, lar ge. Also known as the body shield or tower shield, this mighty shield stands
at least four feet tall and istwo to three feet wide. It can protect the wielder againgt any
attack from hisfront or shielded flank.

Splint mail. (AC 4; enc. light; type mail) Splinted armor resembles brigandine, but
larger meta dtrips are used. The metd strips are riveted together in an overlapping
pattern and then enclosed in two layers of legther. Splinted armor was not widdly used in
Western Europe, but was popular in India and the Far East. The o-yoroi of the samurai
can be considered to be splint mail.

Studded leather. (AC 7; enc. none; type legether) Reinforcing leather with metd studs
or smal platesis an old ides; armor of this type has been used since the Bronze Age. It
was gill common among foot soldiers even as late as the Renai ssance.

Three-quarter plate. (AC 3; enc. light; type plate) Like hdf-plate, three-quarter plate
gppeared when knights began to discard the lessimportant pieces of their amor. There's
little point in carrying around 70 pounds of armor when it won't stop a bullet or a heavy
crossbow bolt. Three-quarter plate retains the breastplate, arm protection, hips, and thigh
plates but digpenses with protection for the lower legs and inner part of the thighs, which
would normally be protected by the horse.

Wood or bonearmor. (AC 7; enc. none; type legther) In primitive or savage settings,
metal may be unavailable for armor. Wood or bone lamellars and reinforced coats are not
uncommon among people with little access to metal. Usudly, armor of thistype
concentrates on protecting the torso while leaving the arms and legs free for mohility.

Armor Type
Banded mail
Brigandine
Bronze plate
Chain mall

Cord armor
Fed plate armor
Full plate armor
Hide armor
Improved mail
Leather armor
Light scale mall
Metd lamdlar
Padded armor
Paemal

Ring mal
Scdemal

Silint mail
Studded |eather armor
Wood/bone armor
Back-and-breast

Common in...
HY

HY, RE, OR
BR

CR, HY

SA, SV

RE

RE

SA, SV

ME, CR

All

SV, BR, RM, DA, OR
DA, ME

All

HY

DA, CR, HY
BR, RM

ME, OR

All except SA
SA, SV

RE

Rarein...
CR,RM

ME, CR

RM

DA, RM, RE, OR
ME, OR, BR

HY

HY

BR, OR

HY

CR, HY, ME

BR, RM, OR, CR
CR

RE, ME, OR, BR, RM
DA, CR

CR, HY, RE

HY



Chain hauberk DA CR

Chain-lamdlar ME CR, DA
Gdlic amor RM —
Haf-plate armor RE HY
Hoplite armor BR RM
Lamdlar shirt BR —
Lorica hamata RM —
Lorica segmenta RM —

Mail and plate armor CR HY
Three-quarter plate RE HY

SA=Stone Age; SV=Savage; BR=Bronze Age; RM=Roman; DA=Dark Ages,
CR=Crusades; HY =Hundred Y ears War; RE=Renaissance; ME=Middle Eastern;
OR=Orientd.

Barding

Warriors have been looking for ways to armor their mounts dmost as long as they've
been armoring themsalves. It doesn't take a genius to figure out that an unarmored horse
might be an easier target than the heavily plated knight who's riding it. Therefore,
characters who plan on riding their horses into battle should try to acquire barding.

Armor Type Cost Armor Class Weight
Leather scale 759p 7(-1) 50 Ibs
Scde 350 gp 6 (-2) 80 lbs
Padded 35gp 8(-1) 30 1bs
Chan 500 gp 5(-2) 100 Ibs
Plateand chan 750 gp 4 (-3) 130 Ibs

The AC replaces the mount's naturd Armor Class, if the barding AC is better than the
anima'snorma AC. If the anima's AC is better than the barding, then the barding smply
improves the animd's AC by the number in parentheses.

For example, horses have a natural AC of 7. Scale, chain, and plate barding replace
their natural AC. Snce leather and padded armors don't provide an AC better than 7,
they simply lower the horse's AC to 6 or 5, respectively.

Leather scale barding. This barding dates back to the Bronze Age, but so saw use
in Roman times and the Dark Ages. It conssts of alesther blanket with cuir boilli scales
sawn onto it.

Padded barding. Often used by Crusaders, thislight armor aso alows aknight to
display his colors on his mount.

Scale barding. The best barding available until the Hundred Years War is scde
barding. It conssts of a coat sewn with metal scales. Scale barding was used by the
princes and kings of the Bronze Age.

Chain barding. Only the strongest horses can carry an armored knight and a heavy
coat of mail, too. Chain barding was not very common because of its expense and weight.

Plate and chain barding. The best armor available for horses came into use towards



the end of the Hundred Y ears War. The horse's forequarters, flanks, head, and neck are
protected by stedl plates, and loose chain skirts cover the rest. Like chain barding, plate
barding is very heavy and very expengve. It would normaly only be found on the mount
of agreat knight or prince.

Chapter Eight:
Siege Warfare

Smadll frays between bands of adventurers and their foes are not the only battles fought in
afantasy world. Companies of brigands roam the countryside, and there might be scores
of troopsin atown guard or castle garrison. In times of war, armies numbering in the
thousands might take to the field.

Nor are hand-held wegpons such as swords and spears the only deadly implements a
hero islikely to face. Wdl- prepared opponents often employ war machines of ingenious
design and fearsome potentia. Likewise, defenders need not depend solely on the loca
terrain for protection; instead they might employ al manner of congtructions and
fortifications

This chapter's firgt section, War Machines, discusses fighting equipment thet generdly
islarger than typicd hand-held weapons. Bombardment engines, vehicles, and
miscellaneous devices are included. Escaades covers awide variety of actions, including
battering down common portals and scding wals. Seges and Fortifications discusses the
lengthy processes of smashing through fortifications through brute strength. Mass
Combat provides away to quickly determine the outcome of a battle too large to play out
using the Player's Option combat system. Findlly, Proficiencies gives details on two new
warrior proficiencies introduced in the previous sections.

Does This Belong in My Campiagn? Few campaignswill use the material
presented here dl of the time (castles, artillery, and massed troops are hardly
commonplace), but most campaigns will find it ussful occasondly.

The mgority of the materid in this chapter isintended for use with the combat system
from Chapter One and the Battlefield rules from Chapter Three. It is not necessary to use
the combat system with any of the materid in this chapter, but your games will be grestly
enhanced if you do. The rules on fortifications presented here use many terms and
concepts from the materia on battlefieds, and it is necessary to be familiar with Chapter
Three before using them. The material on sieges and on mass combat isintended to stand
aone.

War Machines Any piece of potentialy useful battlefidd equipment, offensive or
defensive, can be considered awar machine if it istoo large for asingle character to use.
A tree trunk used as a battering ram, a catapult loaded with greek fire, and a howdah
strapped to an elephant's back al can be considered war machines.

Bombardment Engines



Any large device intended to hurl missiles qudifies as a bombardment engine. The most
common types and their basic gatistics are listed on the table below.

Bombardment engines are difficult to am at individuas. Generdly, a bombardment
engine can target only units of creatures, buildings, other war machines, vehicles, ships,
and single creatures of Gargantuan size; see the individud bombardment engine
descriptions for exceptions.

It takes time and effort to set up a bombardment engine and prepare it to fire for the
fird time. The minimum preparation time is 10 minutes or the time required to change
facing, whichever is greater. The number increases by 50% if atrained artillerist is not on
hand to direct the operation.

When used with the Player's Option combat system, a bombardment engine has afield
of fire of 45 degrees|eft or right of its current facing. Thisis generous for most weapons
included here, but it is assumed that a bombardment engine's dow rate of fire accounts
for acongderable amount of manhandling between shots.

Range: Ranges are divided into minimum, short, medium, ad long categories. A

wegpon cannot be aimed at targets closer than its minimum range.

THACO: The chanceto hit atarget with a bombardment engine is a function of the
engine, not the crew.

Damage: The number before the dash is the amount of damage inflicted on Man-szed or
smaller cregtures, the number after the dash is the damage inflicted on larger creatures. If
there is only one vaue given, the damage is the same for dl sizes of creatures. Some
crestures are entitled to a saving throw to reduce or avoid damage. Damage to structures
is covered in the Escalades and Siege and Fortifications sections.

Note that crestures immune to norma missiles are not immune to missiles from
bombardment engines. Creatures immune to blunt wegpons are immune to catgpult and
trebuchet missiles and to round shot fired from ballistae. Creatures immune to piercing
wegpons are immune to bolts from ballistae. Creatures immune to nonmagica wegpons
areimmune to attacks from ballistae, catgpults, and trebuchets (unless the missiles
employed are enchanted). Cannon and bombard projectiles are blunt weapons, but they
are propelled with enough force to harm creatures that are otherwise immune to blunt
weapons. Cannons and bombards also can harm creatures that are immune to nonmagical
wegpons. Light cannons are treated as +1 wegpons for determining which cregtures they
can harm. Medium cannons and great bombards are treated as +2 weapons, and heavy
cannons are treated as +3 wegpons.

Knockdown: The sze of the die the weapon rolls for knockdowns.

ROF: (Rate Of Fire) Thisis how often the wegpon can befired if fully crewed; 1/8
means the weapon can fire once every eight rounds.

Change Facing: Thisisthe number of rounds required to change the weapon's facing 45
degrees. Any weapon listed as"'0" can change facing during the End-of-Round step of a
round in which the wegpon was fired.

Crew: The number of Man-sized creatures required to operate the weapon. If fewer crew
are available, the weapon's rate of fire decreases by one for every missng crew member,
and the wegpon cannot be operated at dl if the available crew isless than hdf the
required number. Extra crew can be dlocated to the wegpon to maintain its rate of firein
the face of casudties among the crew. At the DM's option, two Smdl or four Tiny
creatures can replace one Man-sized creature; one Large creature can replace two Man-



sized creatures, one Huge creature can replace three Man-sized creatures, and so on. If at
least onetrained artillerigt is not on hand to supervise the crew, the rate of fire decreases
by one. Creatures must have manipulative gppendages and aracia intelligence of at least
low to serve on acrew.

Target Size: The smdlest cregture the engine can target individudly; see the engine's
description for detalls

Weight: The engin€'s gpproximate weight in pounds.

Spaces: The number of map spaces the engine occupies on the map.

*|ndicates that the usua —5 modifier for long range shots does not apply.

Bombardment Engines

Range Knock - Change Target

Weapon M/SM/L THACO Damage Down ROF Facing Crew Cost Size Wt. Spaces
Ballista, Light —/11/22/33 12 2d6/3d6 ds 18 0 1 200 Any 100 1
Ballista, Medium 1/11/22/36 14 3d6/3d8 d10 1/12 0 2 300 H 200 2
Ballista, Heavy  2/12/24/39 17 3d10/3d12 d12 1/16 0 4 400 H 400 2
Bombard 18/—/—/40* 17 2d10/2d12 di12 1/15 30 3 10,000 G 600 1
Bombard, Great  36/—/—/80* 19 3d10/3d12 d20 1/18 30 5 30,000 G 1,200 2
Cannon, Light —/15/45/90 12 1d12x5 d10 1/15 0 3 10,000 H 400 1
Cannon, Medium —/20/60/120 14 1d12x5 di2 1/18 0 4 15000 H 1,000 1
Cannon, Heavy —/30/90/180 17 1d12x5 d20 1/30 15 6 30,000 H 2,000 2
Catapult, Light 15/—/—/30* 14 2d10 as 1/8 0 1 250 H 200 1
Catapult, Medium 15/—/—/33* 15 3d10 d10 1/12 0 3 350 G 300 2
Catapult, Heavy 18/—/—/36* 16 3d10 di2 1/16 20 5 500 G 500 2
Trebuchet 24/—|—/48* 17 4d10 di2 1/16 30 8 750 G 1,000 4
Ballista

This engine looks something like a giant crossbow mounted on aswivel. It usudly fires
gpear-like bolts, but some versions fire round shot of stone or metal; both types use the
same badic datidtics. Baliga projectiles have ardatively flat trgectory, and they are
farly accurate.

A light ballista can be amed a any target in Sght, provided the wegpon isfully
crewed. A light balisawith a partid crew can fire at single creatures of Large or greater
size. A medium or heavy bdligta can fire a a single Huge creature, or at a Gargantuan
cregture if partidly crewed. Any bdligasfidd of fireislimited to 45 degrees | €eft or right
of the wegpon's facing at the beginning of the round. A ballistals facing can be changed
up to 45 degrees during the last phase of any round when it fires.

Bombard

The term "bombard" encompasses a broad category of nonstandardized, primitive
gunpowder wegpons that fire large sone or iron balsin ahigh arch. A typica bombard
has a short, thick barrel cast from bronze and set in arigid wooden base. More advanced
sege mortars from the cannon era aso use the bombard gatistics.

A gngle shot from anorma bombard requires 10 charges of smoke powder or
gunpowder; agreat bombard requires 20 charges, and both types of bombards are subject
to misfiring (see Chapter Seven for details). The heat and debris|eft in the barrel after
firing accounts for the wegpon's relaively dow rate of fire, as the wegpon must be cooled
and cleaned before it can fire again.

A bombard's facing is fixed at the beginning of a battle; afull crew working nonstop



for 30 minutes can change a bombard's facing 45 degrees. For apartia crew, add 10
minutes to the time requirement for each missing crew member; acrew a haf strength
cannot move a bombard.

The bombard's thunderous roar can confuse or panic creatures unaccustomed to loud
noises or normaly fearful of thunder. Thisincludes most creatures with abasic morde
score of 10 or less and any creature generaly unfamiliar with explosives or magic. Such
crestures must check morde if they are within 40 yards of abombard when it fires.
Creatures usualy lose their fear of a bombard's noise if they win an encounter againgt an
enemy armed with one or if they spend amonth or so getting accustomed to the sound.

Cannon

These wegpons are more refined versons of bombards. They have long, dim barrels
meade from high-qudity bronze and they fire wrought-iron shot in alow, flat trgectory.
They are fairly accurate.

Cannons are subject to midfires just as bombards are. A shot from alight cannon
requires 10 charges of smoke powder or gunpowder. A medium cannon requires 15
charges, and a heavy cannon requires 20 charges.

A light or medium cannon can change facing 45 degrees during the End- of-Round step
of any round when it fires. A full crew working nonstop can change a heavy cannon's
facing in 15 minutes.

The sound of cannon fire can panic some creatures just as a bombard's can.

Catapult

Thisengine usudly consists of some sort of lever mounted on a sturdy frame. The lever
actsasathrowing arm and is fitted with a cup or ding to hold the projectile. When fired,
a catapult lobs the projectile high into the air. Tenson provides the catapult's power. In
primitive catapults, the lever was made from some flexible materid (usudly green wood)
and provided its own power when it was bent back and released. M ore sophigticated
catapults were equipped with arigid arm powered by amass of twisted skeins (usualy
horsehair). Ancient catgpults often resembled balistae aimed upward to fire indirectly; al
types of catapults use the same basic gatidtics.

Catgpults usudly fire large stones, but they can be loaded with dmost anything: smal
gones, chains, dead animds, or anything else small enough to fit in the ding or cup and
not so heavy that it overloads the lever. Large objectsinflict the damage listed on the
table. Masses of smdl objects can inflict an extradie of damage against most creatures
but are useless againgt structures and any creature with anatural Armor Class of 0 or
better (including characterswith an Armor Class of 0 before shield or Dexterity
modifiers).

A light catapult with afull crew can target Huge crestures.

A light or medium catgpult can change facing 45 degrees during the End- of-Round
sep of any round when it fires. Heavy catapults generadly are left in place once they are
gted for abattle. A full crew can change a heavy catapult's facing after 20 minutes of
work.

Trebuchet
These massive engines are Smilar to catapults, but they derive their power from gravity.



A trebuchet's throwing arm is arigid beam with a heavy weight a one end and ading or
cup for projectiles at the other. When the beam is released, the force of the fdling weight
hurls the projectile in ahigh arch. Like catapults, trebuchetsfire large stones or masses of
smaller objects.

Trebuchets generdly are left in place once they are Sited for abattle. A full crew can
change atrebuchet's facing after 30 minutes of work.

Bombardment Engine Procedures

A bombardment engine firesin the very dow phase of the round when itsloading is
completed. If loaded and amed during a previous round, a bombardment engine can fire
in the very fast phase.

Indirect Fire Engines
Bombards, catapults, and trebuchets fire their projectilesin ahigh arch; they are
inaccurate and cannot redlly be aimed a anything; the crew smply points the enginein
the target's generd direction and hopes the missile will land somewhere nearby.

All targets are consdered Armor Class O, but there is no range modifier. The attack
roll ismodified asfollows:

+3 for sationary targets,

—3 for targets moving at arate greater than 3 but lessthan 12,
—6 for targets moving a arate of 12 or gredter;

+4 for the second and subsequent shots a a Sationary target;
+2 for targets whose largest dimension is greeter than 30';

+4 for targets whose largest dimension is grester than 90';

+6 for targets whose largest dimension is greater than 270'.

Cover generdly is not afactor when resolving indirect fire, but concealment can be.
Indirect fire generally can arch over obstacles between it and the target, provided that the
obstacle is no higher than 150% of the distance between the obstacle and the engine, or
the obstacle and the target, whichever isless. For example, awal 90' feet high would not
block indirect fire unlessit was within 60' of ether the engine or the target. Note that in
many casesit is eader for an engine to fire a afesature or structure where opponents are
hiding than it isto fire a the opponents themselves.

If acrestureistoo small to be targeted individudly, an indirect fire engine ill can fire
at the 15" square area containing the creature. The base modifier is 0 (because the target is
not larger than 30' long). Modifiers for the smal target's movement apply (it's hard to hit
the right area when the creatures within it are moving). The attacker must select an
intended impact square for the missile; any of the nine squares in the area can be selected.

Hits: An engine's missile tends to bounce or shatter on impact and affects an areg, as
shown on the accompanying diagrams. Crestures within the area of effect suffer damage
listed for the wegpon. Crestures with 5+1 or more Hit Dice can roll a successful saving
throw vs. petrification to avoid the damage; modifiers for Dexterity and magica
protections apply. A creature that has suffered adirect hit (by being in the impact square
or by being large enough to qudify as atarget and getting hit) is alowed no saving throw
even if normaly digible for one. Creatures with hard cover between them and the impact



square get a saving throw even if not normally entitled to one. Creatures under cover get
bonuses to their saving throws; see Chapter One.

If the engineisfiring a an area containing creetures too smdl to target individudly,
the shot never lands exactly where intended. Follow the procedure outlined below for
misses, but roll 1d4 for distance.

Misses: To determine where the shot actudly fals, roll 1d8 on the indirect fire scatter
diagram to determine the direction of the miss; then roll 2d6 to determine the distance in
sguares from the intended impact square and the actua impact square. It is possible for
the shot to fal ingde the engings minimum range or outsde its maximum range.

Crestures in the area where the shot fdls suffer the effects of ahit.

Hitsand Misses Against Large Creatures:. If the missile scoresadirect hit ona
creature large enough to quaify as atarget, there is no effect on creatures in the adjacent
squares. The creature's body prevents the missile from bouncing or shattering. If adirect
attack on alarge creature misses, the atacker rolls for scatter. The intended impact square
is dways the square the creature occupies. If the creature occupies more than one square,
the intended impact square is dways the square closest to the engine.

Critical Hitsand Knockdowns: Only direct hits can be critica hits or cause
knockdowns. If the rules from Chapter Sx arein play, indirect fire enginesinflict Large
bludgeoning criticals.

Flaming Projectiles: Catapults and trebuchets can be loaded with missiles soaked in
pitch or asmilar flammable substance. The missil€srangeis reduced by 1/3. When it
drikes, the missile scatters flaming debris over its normal area of effect. The debris burns
for two rounds, inflicting 2d6 points of damage the first round and 1d6 points of damage
the second round. The effect on wooden structuresis the same as flaming oil. A catapult
aso can hurl canigters of Greek fire. A Greek fire cannister aso reduces the catapult's
range by 1/3. The cannister breaks on impact and scaiters Greek fire over the catapult's
norma area of effect.
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Diagram 13:
Bombardment Areas of Effect

An Example of Indirect Bombardment

A group of five dwarvesled by a 6th/6th-leve fighter/deric haslocated afortified goblin
village. They hunker down in an ancient ruin about 300 yards from the village wdlsto
discuss plans. Unfortunately for the dwarves, an dert sentry has spotted them and the
goblins ready their medium catapult for ashot at the intruders. The dwarves have taken
cover behind an old sonewall 12 feet high; they st with their backs to the wall while
they talk. Because the dwarves are within 8 feet of the wall, the catapult cannot target



them. Even if the dwarves were in the open, the catapult could only target their area
because they are Man-sized creatures.

The goblins decide to fire at the top of the wall and hope for the best. Thewadll is
dationary and severd hundred feet long. However, the goblins are aiming at one specific
section, so the DM decides there is no attack bonus. Because the dwarves are the true
target of the attack, the DM decides to impose the standard —4 penalty for 90%
concealment (it might be afairly easy task to hit the wal, but it's a bit more difficult to
drike the section of wal directly above the dwarves heads). The goblins have the
catapult loaded with a mass of smal stones, which gives them an extra die of damage
againg creatures (4d10 points of damage in this case). The atack roll isa 12, amiss. (A
medium catapult's THACO is 15, so the goblins needed to roll a 19 or better to hit.) The
goblinsroll 1d8 for scatter and get a 3, indicating an overshot to the right. The goblins
now roll 2d6 for distance and the result isa 7, so stone shot impacts 7 squares away from
the aiming point, too far away to score any incidental hits on the dwarves (see diagram
14).

= = Direction of missile
4 = Intended point of
impact

| * = Actual point of impact

When they see the catapult stones dropping beyond them, the dwarves decide to leave,
intending to exit through the far side of the ruins and return home. The medium catapult
is rdoading and cannot fire again before the dwarves get awvay. Unfortunately, the
goblins aso have two light catapults, and the sentry dertsther crews to the dwarves
flight.



Because the dwarves movement takes them more than 8 feet away from the wall, the
light catgpults can hit them. The goblins must fire at the area where the dwarves are.
Their attacks receive a—3 pendty for targets moving faster than 3 but dower than 12.
The crews have an adjusted THACO of 17 for these shots. The first crew rollsa 6, amiss,
but the second crew gets a 20, a hit. The scatter and direction dice place the misstoo far
away to hurt the dwarves. Because the catapult that hit wasfiring at an area containing
amall targets, the hit also scatters. The goblinsroll a2, indicating a straight overshot.
Because the shot was a hit, the goblins roll 1d4 for distance and get a 1, so the shot lands
right in front of the dwarves. The leader and two dwarves are within the area of effect.
The two dwarves are one- Hit-Die creatures and they have no cover, so they are not
dlowed a saving throw. The damage roll isa 16, which kills both dwarves. The leader is
alowed a saving throw vs. petrification to avoid the damage and the rall is successful.
The leader takes no damage and besats a hasty retreat with histhree surviving followers.

=p = Direction of missile

) = Intended point of
impact

@ = Actual point of impact

Later that day, a monstrous 20' umber hulk (atrue mutant — it is consdered size Huge
for the purposes of this example) bursts from the ground and attacks a goblin patrol about
200 yards from the village. If the umber hulk were much closer, it would be within the
minimum range for the catapults (150 yards). Mogt of the patrol flees, leaving one
unfortunate comrade trapped in the umber hulk's mandibles. The medium catapult cannot
target on Huge creatures, o0 it must fire at the area containing the umber hulk. The crew
selects a square next to the umber hulk as the intended impact square (they hope to score
alucky direct hit by rolling the right combination of scatter and distance dice). The
umber hulk remainsin place while crushing its goblin med, but part of its body remains
hidden below ground, so the DM applies a—1 penalty to the shot for 25% conceament,



giving the medium catapult an adjusted THACO of 16. The goblinsroll an 11, amiss. The
scatter dieisa 7, short and to the left; theroll for distanceis a 6, and the shot lands too far
away from the umber hulk to do any damage. Unfortunately, two of the fleeing goblins
arein the shot's area of effect and are killed (see diagram 16).

Diagram 16: Indirect Fire

= = Direction of missile
Lk = Med. catapult
intended point of
impact
% = Med. catapult
actual point of impact |
0 = Light catapult
® " intended point of




The two light catapults can fire at Huge creatures. With the —1 modifier for
concedment, the light catapults have adjusted THACOs of 15. The attack rolls are 15 and
6. The firgt shot hits the umber hulk, and because of the direct hit, the umber hulk gets no
saving throw and suffers 3d10 points of damage from it (the goblins are till using masses
of samall sones). The miss scatters, using the square containing the umber hulk's head as
the intended impact square. Therall isa 2, agraght overshot. The distanceroll dsoisa
2, which places the umber hulk within the shot's area of effect in pite of the miss. The
umber hulk has 8+8 Hit Dice and gets a saving throw vs. petrification to avoid damage; it
rollsa 19, easily succeeding. Nevertheless, the direct hit convincesit to retreat below
ground with its prize.

Direct Fire Engines
Bdligae and cannons fire their projectilesin alow, flat curve. They are fairly accurate,
though somewhat difficult to am at smdl targets. Only light ballistae can be aimed as
fredy as a hand-held wegpon can; larger engines can hit smdl targets only by aming a
the area containing the target.

All targets are consdered Armor Class 10. If the target is a creature (not an area
containing a creature) bonuses from Dexterity and magica protections apply. The attack
roll ismodified as follows

+3 for dationary targets,

-3 for targets moving a arate greater than 3 but lessthan 12;
—6 for targets moving at arate of 12 or gredter;

+4 for the second and subsequent shots a a Sationary target;
+2 for targets whose largest dimension is grester than 30;;

+4 for targets whose largest dimension is greeter than 90';

+6 for targets whose largest dimension is greater than 270,
—2 for targets a medium range;

-5 for targets at long range.

Modifiers for cover and concealment aso apply. Concedment versus direct fire
bombardment enginesis easer to find than true cover, asfew barriers are substantia
enough to resst hits. For example, athick hedgerow might provide cover from arrows
and ding stones, but it can provide only concealment againgt cannon fire.

The procedures for determining the effects of hits and for determining exactly where a
direct fire missle lands are generdly the same asfor indirect fire engines, except thet hits
ina 15 area containing crestures too smal to target individualy roll 1d3 for scatter
distance. Direct fire engines roll 2d4 for scetter distance when they miss.

Cannons: Creatures within a cannon shot's area of effect suffer 1d4 points of damage
even if they make their saving throws. All cannons have the same basic damage listing
againg creatures—1d12x5. Roll 1d12 and multiply the result by five. This represents the
possibly catastrophic effects of coming into contact with the cannon bdl or the shrapnel a
cannon ball impact produces. If the 1d12 roll is 10 or higher the affected cresture dso
must save vs. deeth or be killed outright (see the Degth from Massve Damage rulein



Chapter 9 of the PHB).

Critical Hitsand Knockdowns: Only direct hits can be critical hits or cause
knockdowns. If the rules from Chapter Sx arein play, cannonsinflict Large bludgeoning
criticals, and most balistae inflict Large piercing criticals. Some ballistae fire shot
ingtead of bolts and inflict Large bludgeoning criticas.

Flaming Projectiles: Bdlistae can be loaded with bolts tipped with wads soaked in
pitch and wrapped in cloth. The flaming bolt's range is reduced by 1/3 and it inflicts
norma damage and 1 point of additiond fire damage if it scores adirect hit. The flame
can &t fire to wooden structures.

An Example of Direct Bombardment

The Huge umber hulk from the earlier example later discovers a community of gnomes
and charges to the attack, sending the gnomes scurrying into their burrows. The gnomes
have ingtdled severd light balistae and alight cannon for defense. Two bdlistae and the
cannon take am at the umber hulk while it dashes about trying to locate its vanished
prey. The umber hulk is about 200 yards away from the bombardment engines.

Light balistae can individudly target crestures of any Sze. The bdlistae have
medium-range shots. The range imposes a—2 penalty and the scorpion's movement of 6
imposes an additional —3. The bdlistae have adjusted THACOs of 17. The attack rolls are
5and 20. The5isamiss, because the missle was targeted directly at the umber hulk, the
intended point of impact is the umber hulk's square closest to the balista. The gnomes
roll a scatter die and get an 8, indicating a missto the left. Now they roll 204 for distance
and get a2, so0 the missile lands two sguares away and has no affect on the umber hulk.
Fortunately, there were no gnomes in the area to be hit by stray missiles.

The 20 is good enough to score acritica hit againgt the umber hulk's effective Armor
Class of 10, even with a—5 attack penaty. The umber hulk is a Huge creature, and it
suffers 3d6 points of damage (and possibly a severe piercing criticd). The damage dice
total 11 points of damage.

The light cannon can aso target a Huge creature, so the crew aimsit at the umber
hulk. Itsadjusted THACO isa 19. The attack roll isan 8, amiss. The scatter roll isa6,
short and dead ahead. The distanceroll isonly a2, which just barely places the umber
hulk within the shot's area of effect. The umber hulk has 8+8 Hit Dice, and isalowed a
saving throw vs. petrification. It rollsa 4, afailure. The umber hulk suffers 1d12x5 points
of damage (it would have suffered 1d4 points of damage even if it had been successful).
The damage rall isan 8, inflicting 40 points of damage, enough to kill it after the 11
points of damage the umber hulk suffered from the ballista bolt.



Vehicles Most vehicles are smply used to get people or materials from place to place
and have no function on the battlefield, except as objects of contention (wagonloads of
rare merchandise or tax money often attract considerable attention). Some vehicles are
designed to function as wegpons, however, and most offer their passengers some
concedlment or cover. The most common types are listed below.

Chariot

These lightweight, two-wheded vehicles are usualy open topped. They arefairly quick
and maneuverable. One to four large crestures can be hitched to asingle chariot. An
anima drawing achariot can pull twice its norma (unencumbered) load at 2/3 of its
norma movement rate. Each additional animad added to the team either increases the
movement rate by one point or adds its maximum load to the chariot's useable load.

For example, two light horses could pull a 340-pound chariot load a a movement rate
of 17 or a680-pound chariot load at arate of 16. Standard movement rates for fully
loaded chariots are given in theindividua descriptions below.

A chariot must sop immediatdly if an animd drawing it iskilled. The driver or a
passenger must spend a half-move action getting out and disentangling the animd and an
additiond hdf-move action or an attack cutting it loose. Cutting an animal |oose requires



aknife or dashing wesgpon.

Although chariots are highly maneuverable vehicles, they are not as agile as
characters. A chariot must spend one point of movement to change facing. A chariot
cannot change facing in response to attacks. If achariot changes facing more than four
times during around, the driver must make a driving check for each additional change or
the chariot flips over.

Chariots function best on smooth, fairly level ground. Chariots must avoid most
obstacles; a the DM's option, chariots can attempt to cross obstacles less than 2' high (or
deep) at acost of two movement points per square, but a driving check isrequired to
avoid flipping over. If achariot crosses any terrain where the footing reduces movement,
the chariot must pay the movement pendty and must pass a driving check at the end of
any phase when it atempts to move or change facing.

A chariot moves on its driver's base initiative phase.

A chariot has no cargo capacity beyond what its passengers can carry on their persons
(though passengers can lay their packs at their feet while riding).

A chariot can perform overruns as though it were a Huge creature; use the driver's
THACO to resolve the attack of opportunity when an opponent is knocked down (see
Chapter One). Chariots are treated as Huge creatures when resolving fire from
bombardment engines. A chariot occupies as many squares on the map as required to
accommodate the figure representing it, but never less than four squaresin any case.

A chariot's passenger capacity, protective vaue, and other characterigtics vary with the
type of chariot:

A light chariot's car can hold as many creatures as one map square (one Large
creature, two Man-sized creatures, and so on; see Chapter One). If the passengers go
into close order so they can fit into a car they need not al have the same facing, but
the driver mugt face forward. Man-szed passengersin alight chariot can claim 50%
concealment from frontal attacks.

An overrun atack vs. aLarge or Manszed creature with alight chariot requiresa
driving check if the opponent is knocked down. If the check fails, the chariot flips over.

A light chariot drawn by two light horses can carry two armored men at a speed of 18.

A medium chariot's car can hold as many creatures as two map squares. Man-sized
passengers in a medium chariot can claim 50% cover from frontd atacks and 50%
concedlment from flank attacks.

An overrun attack vs. alLarge or Man-szed cresture with amedium chariot requires a
driving check at +1 if the opponent is knocked down. If the check fails, the chariot flips
over.

A medium chariot drawn by three light horses can carry four armored men at a speed
of 18.

A heavy chariot's car can hold as many creatures as three map squares. Man-szed
passengers in a heavy chariot can clam 50% cover from frontal and flank attacks.

Heavy chariots do not require driving checks when making overruns.

A heavy chariot drawn by four light horses can carry six armored men at a speed of
18.

A chariot driver cannot attack while the vehicle is moving, except for swerving attacks



(see below).

Chariot passengers get their full allotment of melee or missile attacks regardless of the
chariot's movement. Passengers cannot make melee attacks against opponents in front of
the chariot unless they are armed with weapons long enough to reach those squares.
Passengers make their meee attacks in the normd initiative order.

If the chariot is moving during an action phase when a passenger makes an aitack, the
passenger attacks at the end of the chariot's movement. If achariot ismoving at full
gpeed, any missle or melee attacks the passengers make suffer a—2 attack pendty. If the
chariot moves a haf speed or less, the attack pendlty is—1. Thereis no pendty for
attacking from a motionless chariot.

It isnot possible to cast a spell from a chariot moving at greater than half speed or
from a chariot moving over rough ground at any speed. If the chariot ismoving a half
Speed or less, a passenger can cast aspell only if another passenger helps steady him.

Any chariot can be equipped with scythe blades on its whedls and the front of the car.
A scythe chariot inflicts an extra 2d6 points of damage when making overruns. If the
defender is not knocked down during an overrun attempt the attacker gtill can make an
attack of opportunity that inflicts 1d6 points of damage.

A character driving a scythe chariot aso can swerve, making his normal dlotment of
melee attacks against Single creatures in the car's flank squares. The attacks are made
during the chariot's movement phase and are resolved as norma melee attacks except that
the defender receives no Armor Class bonuses for Dexterity or a shield and the attack
receives no attack roll or damage bonuses from Strength. If the attack hits, treet it asa
successful overrun; the minimum damage is 2d6. If aswerve atteck inflicts a criticd hit,
treat the scythe as alarge dashing wegpon.

Howdah
A howdah is afighting platform strapped to a beast's back. Howdahs usualy are used on
Huge or larger creatures, but they can be used on Large creatures as well.

Most howdahs are open topped and provide 50% cover to Man-sized cregtures insde
againg attacks from the howdah's front, flank, or rear.

Like a chariot, a howdah's passenger capacity is measured in map squares. A howdah's
weight and maximum capacity varies with the size of the cregture thet carriesit, as
follows

CreatureSize Capacity* Weight

Large 1 50 Ibs.
Huge 2 100 Ibs.
Gargantuan 3 150 Ibs.

*Maximum capacity; Huge and Gargantuan creatures can carry smdler howdahs. Some
common sense adjustments are necessary. For example, polar bears are Huge creatures,
but their rounded bodies and rocking gait limits them to one-space howdahs at best.

Unless the beast carrying a howdah has at least low intelligence, one passenger must act
as the driver or mahout. Usudly, the mahout does not ride in the howdah, but in asaddle
located near the creature's head where the mahout can issue commands more easily. A
mahout mounted this way counts against the beast's totdl load, but not the howdah's



capacity; thus awar eephant could carry four men in a howdah, plusamahout in a
saddle. A beast without a mahout acts as an NPC under the DM's control.

A mahout usualy is completely occupied with controling the besdt. If the beest is
intelligent or exceptiondly wdl-trained, the mahout can function as a mounted character.

Passengers in a howdah can fire missiles, cast spells, or make melee attacks (but see
the note on eevation, below) as though stationary as long as the beast carrying the
howdah does not charge, sprint, engage in melee, or attempt an overrun. If the beast
charges, engages in melee, or attempts an overrun, everyone in the howdah must declare
ahdf-move action to stay insde and keep steady. If the beast sprints, everyonein the
howdah must declare afull-move action to stay insde and can do nothing ese.
Passengers can try to jump out; a character who jumps out of a howdah is considered
knocked down and suffers 1d6 points of damage unless he rolls a successful saving throw
vs. bresth weapon.

Charactersriding a Huge beast are considered to be one square above the battlefield,
while characters riding a Gargantuan beast are considered two squares above. Characters
elevated above the battlefield cannot make melee attacks or be attacked in melee unless
wegpons with sufficient reach are employed or the opponent is the same size asthe
mount, larger than the mount, or no more than one Sze class smdler than the mount. For
example, aman riding in atriceratops howdah and armed with an axe could not attack or
be attacked by afootman armed with aclub, but he could attack or be attacked by an

ogre.
A creature carrying a howdah moves on its base initiate phase.

Carrying Capacities For Beasts

If acreature's carrying capecity isnot listed in the PHB, assume that most creatures can
cary five pounds per point of Strength (see the formula for computing this in Chapter
Two); particularly large or sturdy quadrupeds can carry 10 pounds per point of effective
Strength. To these numbers add 400 pounds if the cresture is Huge and 600 pounds if the
creature is Gargantuan.

The resulting number is the creaturé's norma load, which adlows movement at the
creature's base speed. The creature can carry 150% of its normal load and move at 2/3
gpeed and it can carry twice its norma |oad and move at 1/3 speed. A flying creature
reduced to 2/3 speed loses one maneuverability class; aflying creature reduced to 1/3
speed cannot fly.

Note that thisisintended as a quick method for determining carrying capacities.
Where previoudy published information conflicts with the numbers presented here,
choose the one that seems most appropriate. Some sample calculations are provided in
the table on the next page.

Note that the Sze category of the African éephant has been dtered from itsligting in the
Monstrous Manual. It seemed only reasonable that the €l ephant's carrying capacity
should be equivilant to, if not greater than, the polar bear, a Huge creature as well.

Wagon
These cumbersome four-whedled vehicles are useful for carrying passengers or cargo.
Oneto 12 large creatures can be hitched to awagon. An anima drawing awagon can pull



triple its norma (unencumbered) load at haf its norma movement rate. Additiond
animals attached to a wagon either increase the wagon's movement rate by one or add
their tripled load to the useful load. For example, two light horses could haul a510-pound
wagon load at a speed of 13 or a 1,020- pound wagon load at a speed of 12.

A wagon must spend amovement point to change facing, and each change of facing
must be separated by at least one square of straight movement. A wagon cannot change
facing in response to attacks. If awagon changes facing more than twice in around, the
driver must make adriving check on each additiond change or the wagon tips over.

Like chariots, wagons function best on smooth, level ground. Unlike chariots, wagons
cannot attempt to cross obstacles. Unstable footing dows wagons and can cause them to
flip over.

A wagon moves on its driver's base initiative phase.

A wagon can perform overruns as though it were a Huge cregture. Wagons are not
particularly difficult to avoid, and the target gets a+2 bonus to the knockdown saving
throw. All other modifiers apply. For example, a human subjected to awagon's overrun
would normdly have a—4 pendlty to the knockdown saving throw for being two sizes
smaller than the wagon, but the pendlty is reduced to —2 because of the wagon's +2
modifier.

A wagon istreated as a Huge target when resolving fire from a bombardment engine,
A wagon occupies as many squares on the map as required to accommodate the figure
representing it, but never less than four squares in any case.

A wagon's cargo and passenger capacity is determined by the number of animals
pulling it and by its Size; awagon can have from one to Sx squares of passenger capacity.

Mansized creatures in anorma wagon can claim 25% cover from the wagon's Sides.
If the wagon is covered or enclosed, it offers 50% cover. A specidized war wagon offers
each passenger 90% cover.

Passengers in awagon can fire missiles, cast spells, or make melee attacks as though
dationary aslong as the animds pulling the wagon do not charge, engage in meleg, rout,
or attempt an overrun. If the team charges, fights, or attempts an overrun, everyonein the
wagon must declare a hdf-move action to stay inside and keep steady. If the team routs,
everyone in the wagon must declare a full-move action to stay inside and can do nothing
else. Passengers can try to jump out; a character who jumps out of awagon is consdered
knocked down and suffers 1d6 points of damage unless he rolls a successful saving throw
vs. breath weapon.

Carrying Capacitiesfor Beasts

Sze Normal Load/ ModerateLoad/ Maximum Load/

Creature Speed** Speed** Speed**
African Elephant* H1 680/15 1,020/10 1,360/5
Ankylosaurus® H 660/6 990/4 1,320/2
Griffon* L 210/12 315/9 420/4
Fl 30 (C) F 20 (D)

Mammoth* H 700/12 1,030/9 1,400/4
Polar Bear H 530/12 745/9 1,060/4
Silver Dragon, H 550/9 825/6 1,100/3

Young FI 30 (C) F 20 (D)



Giant Stag Bestle* L 210/6 315/4 420/2
Subterranean Lizard* H 630/12 945/9 1,260/4
Triceratops* H 730/9 1,095/6 1,460/4
White Dragon*, G 960/12 1,440/9 1,920/4
old F1 40 (C) F 27 (D)
Wyvern G 745/6 1,117/4 1,490/2
Fl 24 (E) Fl 16 (E)

* Creature receives sturdy quadruped bonus

** Cregture moves a the listed speed as long as its load does not exceed the listed
weight, otherwise it moves at the next dower rate. Crestures |oaded beyond their
maximum cgpacity cannot move.

1 The African dephant isligted as Large in the Monstrous Manual ™ accessory; however,
it has been changed to a Huge cresture for purposes of thistable in order to bring it in
line with the other creatures listed.

Driving Checks and Flipping Over

An unskilled chariot or wagon driver must roll an 8 or less on 1d20 to keep from flipping
over in adangerous Stuation. The driver can add his Armor Class adjustment from
Dexterity/Agility to the required number and gets an additiond +1 bonusif he dso has
the anima handling proficiency. If the driver has the vehicle handling proficiency, he can
make a proficiency check instead of adriving roll; the +1 bonus for the anima handling
proficiency aso applies to the check.

Thevehicleflips over if the check fals. Everyone in the vehicle mugt roll a successful
saving throw vs. bresth weapon or be pinned underneath. A successtul roll indicates that
the character isthrown clear. If the vehideis fully enclosed by arigid structure,
passengers cannot be pinned under it, but anyone insdde must spend dl of the next round
climbing out. Passengersin an openttopped wagon (not a chariot) get a+3 bonus to the
roll. If therall is successful, the character is considered knocked down and must spend a
hdf-move or attack action to stand up. A pinned character remains, prone, under the
vehicle for the remainder of the round and must spend dl of the next round getting clear.

Ramming
Ramming occurs when vehicles (including creatures carrying howdahs) attack each other
directly. A ramming attack is resolved during the attacker's movement phase.

If avehicle attacks another vehicle, make an opposed driving roll. The following
modifiers goply:

+1 for each Sze class larger than the opponent;
+1 for having more whedls or legs than the opponent.

If the defender winstheroll, one of the attacker's wheels, as determined by the DM, must
roll asuccessful saving throw vs. crushing blow (see DMG, Table 29). If theroll fails, the
whed bresks and the attacking vehicle flips over. If the attacker winstherall, one of the
defender's wheds must roll vs. crushing blow as above. If the whed does not break, the
defender gl must make adriving check to avoid flipping over.



If acreature atacks a vehicle, the vehicles driver rolls an opposed driving check vs.
the cresture's effective Strength score. If the creasture wins the rall, the vehicle flips over.
A cregture cannot attack avehiclein thisfashion unlessitisat least aslarge asthe
vehicde. If the vehicle wins the rall, the cresture must veer away from the vehicle.

If avehicle attacks a creature that is too large to be overrun, use the procedure outlined
above. If the vehiclewinsthe roll, the cresture must move one square, just as though it
had been overrun (but the attacking vehicle inflicts no damage).

If an attacker tries to ram an unattended vehicle, use the procedures outlined above.
The unattended vehicle has a default driving kill of 5.

Miscellaneous War Machines The following weapons do not fit into any of the
previous categories, yet they could very easily be found on the battlefield.

Battering Ram
Inits smplest form, a battering ram conssts of a sturdy beam that one or more creatures
can pick up and swing againgt aporta or wal to batter it down. More complex rams have
beams with reinforced heads and a frame to support the beam. Any long, heavy object
(such asalog or bench) between five and 30 feet long can be used asasmple ram,
provided thereis a least five feet of free gpace behind the ram (to dlow the crew to
swing it). A minimum of one Man-sized cresture is required of each 5 feet of ram, and a
maximum of two Man-sized cregturesis dlowed per five feet of ram. A ram can affect
only portds, structures, or large, Sationary objects (see the Escalades section, below).

Crestures carrying or widding a smple ram move and defend as though heavily
encumbered, regardless of the ram's actua weight.

A ram suspended from a frame can be from 10 to 60 feet long. A suspended ram
dlows the crew to employ its strength more efficiently, inflicting more damage.

A ram crew can swing the ram once around, during the very dow phase.

Bore

A bore, dso known as a sow, is Smilar to a sugpended battering ram, but has a head
amilar to a pointed screw. The screw head is very effective against ssconework.
Otherwisg, it functions as a suspended ram.

Cauldron

The most common form of this wegpon is a huge kettle placed in aframe that dlowsit to
tip and spill its contents on unfortunate opponents below. The same effect can be
obtained by suspending a barrdl, bucket, or bladder from abeam and tipping or splitting
the container so that its contents spill out.

Unless otherwise noted, the contents of a cauldron pour down in a stream one square
wide. When it hitsthe ground, it forms a puddle three squares wide and three squares
long, centered on the point of impact. If thereisawall or smilar barrier that keeps the
pool from spreading out, the poal is five squares long and two squares wide, with the
long sSdelying dong the barrier.

The amount of damage a cauldron inflicts varies with the type of materid iniit:

Haming ail burns for two rounds, inflicting 2d6 points of damage on the first round



and 1d6 points of damage on the second round;

Bailing oil must be hested for &t least one hour before use or it istrested exactly like
flaming ail (once heated its temperature can be maintained as long as fud is
available). Bailing ail burns for two rounds, inflicting 4d6 points of damage the first
round and 1d6 points of damage on the second round,

Bailing water is much chegper than bailing ail. It must be heeted for 30 minutes
before use. Boiling water inflicts 204 points of damage when it strikes a creature and
1d4 points of damage the round theresfter asit soaks into fur or clothing and
continues to scald. Creatures entering the area of effect on the second round take no
damage;

Molten lead must be hested at least four hours before use, and the volume of hot
liquid is generdly small. Molten lead forms a puddle two squares wide and two
sguares long, with one square directly under the cauldron and spreading away from
the cauldron to the left or right as the attacker chooses. Molten lead sears its targets
for three rounds, inflicting 4d6 points of damage the first round, 3d6 points of damage
the second round, and 2d6 points of damage the third round.

Gallery Shed

A gdlery shedisalow structure built to protect aram, bore, or team of sappers (see the
Escaades section below). It has a peaked roof of heavy planks, it is supported by thick
wooden walls, and it is usualy whedled and covered with wet hides to make it flame
resstant. Galery sheds are usudly 15 to 60 feet long and five to 20 feet wide. The shed
protects as many map squares asit covers. For example, a10- by 50-foot shed protects 20
squares. Creatures within are completely hidden from view and protected from missile

and melee attacks lunched from outside the shed. Creatures within the shed, however,
cannot attack except to operate their ram or bore to make sapping attacks.

If the shed has no whedls, it takes one Man-sized creature to carry it for each map
sguare it covers. The 10- by 50-foot shed from the previous example would require 20
Man-szed creatures to carry it. Creatures carrying the shed move as though severely
encumbered regardless of its weight. If the shed iswhedled, it can be pushed dlong as
though the crew were heavily encumbered, but it cannot negotiate rough terrain or even
moderate s opes.

Greek Fire Projector

Greek fireis an achemica mixture that readily burdts into flame and burns furioudy. A
Greek fire projector isametd tube about sSx inches wide and five feet long. When
uncapped, it acts like a flame thrower, spraying aline of flame one square wide and four
sguares long. The line begins at the projector's mouth and extends directly away.
Creatures within the areaimmediately suffer 3d10 points of damage unlessthey roll a
successful saving throw vs. breath weapon for haf of that. Targets suffer an additiond
1d10 points of damage during the next two rounds, regardless of the initid saving throw's
result.

Mantlet/Abatis
A mantlet is something like an oversized shidd. It istypicaly made of heavy planks and
isax feet high and 10 feet wide. A single figure armed with abow or crossbow can fire



through an opening in the mantlet and claim 90% cover. Additiond figures firing from
behind the mantlet can claim 50% cover.

A mantlet weighs 100 pounds and requires at least two Man-sized cresturesto carry it.
Creatures carrying a mantlet move as though heavily encumbered (due to the mantlet's
bulk) even if they can handle the weight. Mantlets usudly are fitted with props so the
troops carrying it can set it down and use it without being encumbered.

An abatisis Smilar to amantlet, but lower and thicker. It is used to plug breechesin
walls and to provide a semi-mobile barrier against foes. An abatis provides 50% cover to
creatures behind it. Large-Szed and smaller creatures cannot cross an abatis until it is
destroyed. Giants and other Huge, bipeda creatures can cross an abatis at a cost of two
movement points.

Ram Catcher

Thisisalarge hook or fork on along pole. Typicdly, it can catch and hold aram or bore
working directly below. The ram remains held, unable to attack, until the attackers bresk
the ram catcher or kill the crew. The ram catcher istoo small to be attacked by
bombardment engines, but it is susceptible to attacks from dashing wegpons. It has an
Armor Class of 2 and 30 hit points.

Rocks

One of the most smple and effective ways to defend awal or fortification isto hurl

chunks of rock or masonry down on the attackers. The character hurling the rock makesa
normal attack roll. The damage inflicted varies with the Size of the rock and the distance
itfdls

Size
Small Medium  Large
K nockdown Die 1d6 1d8 1d12
Distance Fallen
Short 1d4 2d4 3d4
Medium 1d8 2d8 2d8
Long 1d10  2d10 3d10

Smadll rocks weigh less than four pounds. Medium rocks weigh more than four but less
than eight pounds. Large rocks weigh eight pounds or more.

A short fdl is 10 to 30 feet. A medium fall is 31 to 60 feet; the Sandard —2 modifier
for missles a medium range applies. A long fal is 61 feet or more; the sandard -5
modifier for missles a long range applies. Dexterity bonuses gpply to the attack roll, but
Strength bonuses do not (nor do Strength bonuses apply to the damage roll). Rocks are
dropped on the attacker's base initiative phase.

Critical Hitsand Knockdown Dice

A dropped rock inflicts Smal, Medium, or Large blunt critical hits, depending on itssize.
All rocks add +1 to the knockdown die at medium distances and +2 to the knockdown die
at long distances.



Multiple Targets

If arock is dropped on agroup al scaling the wall by the same route, ladder, or rope, the
attacker makes anormal attack roll againgt the lead climber. Every creature below the
leader must roll a successful saving throw vs. breath wegpon to avoid being hit aswell.
The other climbers receive a +3 bonus to the save if the initid attack misses.

Siege Tower

This congruction isaso cdled abdfry. It conssts of aframework mounted on wheels
and covered with thick planks and alayer of hides soaked in water (to make the structure
flame resstant). The whole tower is aout 40 feet high. InSde, a Sege tower hasthree
gories: The ground floor is about 15 feet square. Creatures on this floor are protected as
if they werein agalery shed (see aove). The second story is 30 feet from the ground.
This story is equipped either with three arrow dits where troops armed with bows or
crossbows can fire out with 90% cover, or a 10- to 15-foot drawbridge that can be
lowered to provide quick accessto the top of awall. While the drawbridge is up, troops
on the second story have 100% cover.

Thethird story isa partiadly enclosed deck about 10 feet square. Creatures on the deck
have the same benefits as creatures behind a mantlet.

Six Mansized creatures working within the bottom story can push a sege tower as
though they were severely encumbered. Six more Man-szed creatures can push from
behind the tower and the team of 12 can move as though heavily encumbered. Like a
whedled gdlery shed, a siege tower cannot cross rough terrain or moderate dopes.

Miscdlaneous War Machine

Costs and Weights

Machine Cost Weight
Bore 500 100-600
Cauldron 50 150
Gdlery Shed 250-500 400-4,900
Greek Fire Projector 500 75
Mantlet 15 100
Ram Catcher 25 25
Ram, Smple 50 50-300
Ram, Suspended 400 100600
Siege Tower 800 2,000

Escalades Technicdly, an escalade is an attempt to storm a castle or fort by scaing the
walls, usudly with ladders. Rules for doing so are included here, but this section adso
includes rules for other types of actionsthat can take place during a Player's Option
combat scenario, including combat between war machines.

The Approach of a Castle

The areaaround a castle usudly provides clear lines of fire out to the maximum range of
the castle's defensive wegpons. For example, a castle equipped with light balistae offers
aclear line of fire out to 330 yards. The encounter range is aways the same as the



maximum missle range.

Footing around a cagtle varies with the terrain. A castle built on aplain has good
footing. Mountain castles are surrounded by rocky dopes (2/3 or 1/3 movement when
going uphill), forest castles tend to be surrounded by masses of sumps where trees have
been cut to provide clear lines of fire (1/3 movement).

Cover isgenerdly not available to crestures attacking a castle once they enter
maximum missile range, regardless of the qudity of the foating.

A castles walls present an obvious obstacle to attackers. In addition, castles often are
surrounded by ditches or moats, usualy from 10 to 20 feet deep.

Wadls
Oneway to capture a castle or fortressisto climb the walls and overpower the defenders
ingde. This sort of undertaking is very dangerous, but its smplicity and speed makes it
an obvious choice for small bands of heroes.
There are four basic types of castle wdlsinthe AD&D game:

Wooden Palisades: These wdls usudly are made from sharpened logs about six inches
thick. They typicaly are 10 to 15 feet tal. Defenders cannot fight from atop a paisade
unlessit is provided with a catwak or hoardings (see below).

Stone: These wdls are made of asingle layer of sone or brick and are otherwise smilar
to palisades.

Curtain Walls. These wdls are built of two layers of dressed stone with dirt and rubble
packed in between. Curtain wals generdly are thick enough to provide afighting
platform and are usudly battlemented (see below) to provide extra cover. Curtain walls
are usudly 30 to 60 feet high and can be from 10 to 30 feet thick.

Earth ramparts These walls are mounds of dirt, usudly carefully packed and braced.
Unlike the other three types of walls, which are vertica, arampart dopes upward at a
steep angle. Defenders can fight from atop arampart, but a slone wall, paisade, or
catwalk often is added at the top to provide extra cover. Ramparts are usualy 20 to 40
feet high and 40 to 80 feet thick.

Wall Defenses

A smplewall offers no cover to characters sanding on it. Castle designers, however, had
severd waysto rectify the problem:

Battlement: Thisisabarrier about s feet high with aternaing solid parts (merlons)
and openings (embrasures). A battlement gives Manszed creatures sanding behind it
50% cover while actively defending the wall againgt attacks coming from below the
battlement. The best cover an active defender can claim from attacks coming from the
battlement's leve or higher (for example, from attackers atop a Sege tower) is 25%. A
wall lessthan 10 feet thick requires a catwalk to make a battlement useful.

Catwalk: Thisisanarrow ledge that allows defenders to hide behind the wall. It grants
25% cover againg attacks coming from below.

Embrasure Shutter: These heavy wooden shutters can be added to a battlement to
increases the cover vaue to 75% againgt dl attacks.

Hoarding: Thiswooden congruction is smilar to a caiwalk, but it is built on the outsde
of thewall. It gives 90% cover to creatures attacking opponents at the base of the wall,



and 75% cover otherwise. A hoarding made of stoneis called a machicolation.

Splay: Thisisan angled area a the base of awall. It helps support the wal, and makesiit
difficult for Sege enginesto attack thewall directly. If the defenders drop rocks from

atop awadl fitted with a splay, the weapons scatter if they miss. Use the bombardment
engine scatter diagram, but treat aroll of 5, 6, or 7 asarall of 2. The rock bounces one
square in the indicated direction. War machines are automaticaly struck and crestures
must roll a successful saving throw vs. breath weapon or be struck, regardless of Armor
Class.

Scaling Walls

It is possible for most characters to climb a castleés walls. See the Player's Handbook,
Chapter 14, for basic climbing rules. Treat paisades as rough surfaces, stone and curtain
walls as very smooth surfaces, and ramparts as doping walls (see PHB, Table 27). Note
that cdlimbing movement is measured in feet per round. Characters scaling awal suffer a
number of redtrictions and pendties:

A climber loses dl Armor Class bonuses from ashidd and Dexterity;

A dimber suffers a—2 pendty to attack, damage, and saving throw rolls;

Attacks directed at a climber from the ground gain the standard +2 bonus for rear
attacks. Attacks directed at a climber from atop the wal gain the standard +1 bonus
for an attacker on higher ground;

A climber struck for any amount of damage must succeed with an immediate
climbing check or fdl to the ground. If an attack also causes a knockdown chance or
aforced retregt, the climber must make a successful saving throw roll vs. desth or fall
to the ground;

A dimber cannot employ a two-handed weapon.

Ladders

Thisisthe best way for an unskilled climber to get up awall. Carrying aladder requires
two Man-szed creatures per 10 feet of length. The carriers move as though heavily
encumbered. A ladder can be put in position againg awall in the End-of-Round step of
any round when it is carried to the base of thewall. A ladder must be &t least aslong as
thewdl istal, plusfivefeet. A character can climb four feet of ladder per movement
point each round.

Defenders atop awall can use an attack to push aladder away. If the ladder is not
braced or loaded with climbers, the attempt aways succeeds. Otherwise, the ladder fals
if the defender makes a successful open doorsroll. Trying to push aladder avay
provokes attacks of opportunity if the defender is threatened.

When a dimber reaches the top of awal, he can step onto the wal during the round's
resolution phase if thereis an empty square in front of him (this could provoke an attack
of opportunity). If there is no empty square, the climber must day a defender or force a
retreat and create an empty square before stepping from the ladder.

Grappling Hooks
To sat agrappling hook, the wielder makes an attack roll vs. Armor Class 5, adjusted for
range. It takesafull round to hurl the hook and st it firmly or to recover the grapple after



amiss.

A character climbing by means of arope and grapple moves a the rope and wal rate
and receives a bonus to his climbing chance (see PHB, Chapter 14).

A defender can cut the rope atached to a grapple by attacking it with a dashing
weapon. The rope has an Armor Class of 5 and 5 hit points. A length of light chain can be
attached to the grapple to make cutting more difficult. A chain reduces the grapple's
maximum range in haf. The chain has an Armor Class of 0 and 20 hit points.

War Machine vs. War Machine
A segeisadow-moving process that can take months to resolve—not the best subject
for aheroic role-playing game. However, an artillery dud or an attempt to sorm a
castleswalls, supported and opposed by war machines, provides lots of action for battle.
The table on the next page gives attack and defense vaues for dl the common war
machines listed in this chapter. Defensve vaues for some common structures are aso
included. Note that statistics for true fortifications are not included here—it takes more
than afew combat rounds to bring down acastle wall. Rulesfor true Seges are given in
the next section.

Fires
Wooden congtructions, including most war machines (but not cannons) can be set ablaze
by Greek fire, flaming ail, incendiary missiles, and thelike.

Unprotected wood catches fire whenever struck by afire attack. Wood protected by
wet hides or continua soaking catches fire only on a 1-3 on 1d20. Green or freshly wet
wood catches fireon aroll of 1-11 on 1d20.

The structure takes normal damage from the attack the first round. On the next round,
the attacker rolls 1d20 for each point of damage inflicted in the first round; on aroll of 10
or more, one additiond point isinflicted. If defenders spend the whole round fighting the
fire there is more damage only on aroll of 15 or more. If no damage isinflicted, thefire
goes out. The process is repeated each round until the congtruction loses dl its structurd
points or the fire goes out.

Door, Common: Thisisaregular door made of heavy planks.

Door, Reinforced: Thisisatypica dungeon or castle door strengthened with metal
bands and studs.

Gate/Portcullis: Thisrefersto large portals for admitting vehicles and mounted troops.
A gate is double valved and made from heavy planks or metd bars. A portcullisisa
metd grillwork. Drawbridges dso fdl into this category.

Ladder: A typica ladder is made from a pair of haf-inch rails with rungs about the same
Szelashed on.

Walls. Vaues given are for a section 10' square.

Brick: Thisincludes wals made from fired brick, tile, adobe, or soft stone about six
inches thick. Hard stone such as granite has twice the structura vaue.

Thick Wood: Thisincludes walls made from rough hewn logs or heavy timbers.

Thin Wood: Thisincludes wdls made from ordinary planks, wattle and daub, and
gmilar lightweight materids.

Rocks: Thefirst number indicates structura damage inflicted when the rock is dropped a



short distance. The second number indicates a medium drop, and the third number
indicates along drop. Structures and war machines have an Armor Class of 10 when
attacked by rocks.

War Engine Attack and Defense Values

Range Attack Defense
Weapon M/SIM/L THACO Value ROF Crew Vaue
Bombardment Engines
Ballista, Light —/11/22/33 12 — 1/8 1 4
Ballista, Medium 1/11/22/33 14 1d3 112 2 8
Ballista, Heavy 2/12/24/36 17 1d4+2  1/16 4 12
Bombard 18/—/—/40* 17 1d6 1/15 3 20
Bombard, Great 36/—/—/80* 19 3d12 1/18 5 30
Cannon, Light —/15/45/90 12 1d6 1/15 3 20
Cannon, Medium —/20/60/120 14 2d12 1/18 4 25
Cannon, Heavy —/30/90/180 17 3d12 1/30 6 30
Catapult, Light 15/—/—/32* 14 1d2 1/8 1 10
Catapult, Medium 15/—/—/32* 15 1d3+1 112 3 12
Catapult, Heavy 18/—/—/36* 16 2d4 1/16 5 15
Trebuchet 24/—/—/48* 17 4d4 1/16 8 20
Vehicles
Chariat, Light ———/— — — — — 8
Chariot, Medium ———/— — — — — 10
Chariot, Heavy ———/— — — — — 12
Howdah ———I— — — — — 8-12
Wagon ———I— — — — — 8-24
Wagon, War ———/— — — — — 10-30
Misc. War Machines
Bore —/0/—/— —  1d41 1 T 12
Cauldron —/0—/— — 1 1202 2 12
Gallery Shed ———I/— — — — — 20
Greek Fire Projector —/0/—/— — 17 1/16 2 8
Mantlet/Abetis ———/— — - — — 12
Ram Catcher —/0/—/— — 1d23 — 2 —
Ram, Smple —/0/—/— — 1d21 1 T 6
Ram, Suspended —/0/—/— —  1d41 1 T 12
Siege Tower ———/— — — — — 24
Other
Door, Common ———/— — — — — 8
Door, Reinforced ———— — - — — 16
Gate/Portcullis ———I/— — — — — 32-64
Ladder ———I— — - — — 4
Wall, Brick ———/— — - — — 25
wall, Thick Wood ~ —/—/—/— —  — — — 15
wall, Light Wood ———I— — — — 10

Rock, Smadll —/0/—/— — 001 1 1 —



Rock, Medium —/0/—/— — 0/11d2 1 1 —
Rock, Large —/0/—/— —  11d2/1d4 1 1 —

* Indicates that the usud —5 modifier for long range shots does not apply.

T The maerid loaded into a cadron determines damage. Bailing water inflicts no
damage on gructures. Boiling and flaming il inflicts 1d4 points of damage to wooden
structures on each of the two roundsit burns; if the structure catches fire during the first
round, the extra damage is added during the second round. Molten lead inflicts 1d4+1
points of damage to wooden structures each round it sears.

Tt Greek fire inflicts 2d4 points of damage to wooden structures each round it burns. If
the structure catches fire during the first round, the extra damage is added during the
second round.

¥ Simpleramsrequire acrew of at least one Man-sized cregture per 5' of length; the
maximum crew istwo Mansized creatures per 5' of length. Suspended rams and bores
require acrew of at least two Man-Szed cregtures per 10' of length; the maximum crew is
four Man-sized creatures per 10’ of length.

1 Per two Mansized crew members. Bores add +1 to each die of damage if the target is
gone. A smple ram crewed by a single Man-9zed cregture inflicts 1 point of damage.

2 Thisisthetime required to reposition and reload the cauldron. Time required to hest
the contentsis not included.

3 Per two Man-sized crew members. There must be at least two crew operating the ram
catcher for every 10' of ram or no damage isinflicted. If the ram is protected by a gdlery
shed, there must be at least four crew members per 10 of ram.

4 Indirect fire engines usualy cannot target portas, as the missiles tend to strike the wall
containing the portal instead.

Sapping

Teams of four ManSzed creatures can inflict 1d2 points of structural damage each round
if armed with picks, crowbars, or wegpons that can serve as picks or crowbars. Teams of
less than four creatures dso can inflict sructura damage, but there is a one-round delay
for every creature missing. For example, ateam of three humans could inflict 1d2 points
of structura damage every two rounds. Sapping is a no-move action that occupies a
cresture for the entire round.

Two Smadll or four Tiny crestures count as one Man sized sapper; one Large creature
counts as two Mansized sappers, one Huge creature counts as three Man-sized sappers,
and so on. Burrowing creaturesinflict triple damage dice. For example, a sngle umber
hulk (a Large burrowing cregture) inflicts 3d2 points of damage every two rounds.

Petards

A petard is an explosive charge placed againgt awal or porta in an attempt to blow it
open. Generaly gunpowder or smoke powder isthe explosive. Every 10 charges of
powder inflicts 1d4 points of structural damage to the target.

Creatures Inside Destroyed Targets
Defendersinsde a structure thet is destroyed (loses adl its structura points) must roll



successful saving throws vs. death or be killed in the collapse. Success indicates 2d6
points of damage.

Magical Attacks
Thefollowing spdlls and magica items can be ussful during an escdade:

Bigby's Clenched Fist
A blow from this spdll inflicts 1d4 points of sructurd damage. The disembodied hand is
aMan-szed target.

Dig

This spell dlows the cagter to dig through earth ramparts a the rate given in the spell
description. If ahole dug through a rampart collapses, the area above it becomes
damaged (see the Sieges section, below).

Disintegrate

Because this spell obliterates a 10" cube of nonliving matter when it strikes, most war
machines and portals are effectively destroyed when struck. If the DM decides atarget is
not destroyed, it gtill suffers 2d10 points of structural damage—and hasa 10" holeinit.

Earthquake

Buildings suffer 5d12 points of structural damage from this spell. The spell aso cavesin
mines and tunndls and can cause the ground to crack open and swallow up war machines
as though they were Large creatures. Siege towers have a50% chanceto fal over even if
they do not fdl into a crack.

Fireball

This spdl inflicts 1d2 points of structural damage against wooden targets (including those
protected by wet hides) for every two dice of damage it normally inflicts; round fractions
down. For example, afirebal from a5th-level cagter inflicts 2d2 points of structurd
damage. A fireball can set wooden congtructions fire.

Horn of Blasting
A blast from thisitem inflicts 4d4 points of structura damage againgt stone or metd
targets and 604 points of structural damage against wooden targets.

Incendiary Cloud

This spdll does not harm structures or war machines directly, but it can set fire to wooden
congructions during the fourth round of its existence. Rall for afire once for each level

of the caster.

Lightning Bolt

This spell damages wooden congtructions just as afireball does. It inflicts 1d2 points of
sructural damage against stone or metd targets for every three dice of damage it would
normaly inflict; round fractions down. For example, alightning bolt from a 7th-leve
cagter would inflict 3d2 points of damage against a mantlet (a wooden target) and 2d2



points of damage againg a portcullis (ametd target). A lightning bolt can set wooden
congructions &fire just as afirebdl can.

Potion of Fire Breath

The tongue of flame from this potion can damage wooden congtructions. It inflicts 1d2
points of structural damage for each die of damage it normdly inflicts. For example, a
sngle draught inflicts 1d2 points of structural damage. It dso can set wood constructions
dire.

Mattock of the Titans
This item can be used to bore through ramparts or walls a the listed rates, smilar to adig
Spell, except that it can adso bore through stone.

Maul of the Titans
When employed againgt smdl congtructions or war machines, thisitem inflicts 2d8 points
of structura damage.

Move Earth

This spell can collgpse ramparts (or sections of ramparts) up to 240 yards long and up to
60 feet thick. A rampart collgpsed in this manner is treated as damaged; if lessthan a
third of its origind volume remains, it is considered destroyed (see the Sieges section,
below). A rampart can be made resstant to move earth spdls by facing it with brick or
gone or bracing it interndly with timbers or sone. A rampart reinforced in this manner
ressts amove earth gpell on aroll of 10 or higher on 1d20. If the rampart is faced and
interndly braced, it isimmune to move earth spdls.

Ring of the Ram
Thisitem inflicts 1d4 points of structurd damage per charge expended.

Ring of Shooting Stars

Thisitem'sball lightning effect inflicts Sructurad damage as alighting bolt spell does. If
multiple bdls are discharged againgt the same target in a single round, total the normal
damage dice before caculating the structural damage dice. For example, if the wearer
crestes two bals of lighting (5d4 points of damage each) and directs them both at asingle
target, the bals would inflict 5d2 points of structural damage against awooden target or
3d2 points of structurad damage againgt a stone or meta target.

Transmute Rock to Mud

This spdll effects only "naturd” stone. Stone which has been crested or protected by
magic is unaffected, asis sone which has been artificiadly shaped on al four sides. For
example, thewdlsin asmple tunnd driven through solid rock are subject to this spell,
but if the tunnel were lined with brick or stones that had been worked into blocks, a
transmute rock to mud spell could not harm them. This spall ill isvery useful inasege,
however, asvirtudly dl castles must be built upon bedrock in order to support the weight
of thewadls. Itis possbleto use atransmute rock to mud spell to undermine awadl by
attacking the bedrock underneath, provided that the spell has enough areato reach under



the wal and that the mud can flow out and |leave a cavity under the wall. In some cases it
might be necessary to employ sappers or adig spell to get at the bedrock and provide a
place for the mud to go. If these conditions are met, the wal till remains unaffected if
the defender rolls a 10 or more on 1d20.

Wall of Fire

This spell can st fire to wooden structures as mentioned in War Machine vs. War
Machine, above, if it is placed againgt them. Roll for afire once for each leved of the
caster. If awooden construction passes through awall of fire, it suffers 1d3 points of
structural damage plus one point per caster level and can start afire as noted above.

Wall of Iron
A plainiron wall cregted by this spell has five structurd points per 1/4 inch of thickness.

Wall of Stone
A plain gonewall crested by this spell has two structurd points per 1/4 inch of thickness.

Warp Wood
Wooden bombardment engines and wheded vehicles are disabled if affected by this
spell. Doors and walls suffer 2d8 points of structurd damage.

Sieges Sieges are ponderous affairs that involve alot of waiting and generdl inactivity.
The attacker's main god isto batter down the defending walls so they can launch an
escalade or to drive the defender out through starvation or thirst. The following system
alows you to smulate the effects of an extended sege, handling months of operations
with asngle dierall.

Reduction
Thisrefersto any attempt to destroy a castleés walls. Use the table to resolve the attempt.

Attacker: Thetype of engine atacking the wall. This assumes one engine attacking each
30" section of wall.

Defending Wall Type: Thisrefersto the wal types described in the Escal ades section.
Curtain walls are treated as hard or soft stone, depending on the materias used to
construct them. Ramparts are treated as earth. Palisades are treated as thick wood.
Normd buildings, mantles, and abatises are treated as thin wood. Note that ramparts are
difficult to batter down but fairly easy to climb.

Reduction

Defending Wall Type
Attacker Hard Stone Soft Stone  Earth ThinWood  Thick Wood
Ballista, Medium — 3/Month — 10/Day 5/Day
Bdliga, Heavy 3/Month 4/Month — 11/Day 6/Day
Bombard 5/Week 9/Week 7/3Months  20/Immediate 16/Day

Bombard, Great ~ 7/Week 11/Week 93 Months 20/Immediate 20/Day



Bore 9Hour 11/Hour — 12/Immediate 12/Day
Cannon, Light 5/Week 9/Week 7/3Months  20/Hour 20/Hour

Cannon, Medium  6/Week 10/Week  8/3Months 20/Immediate 20/Day
Cannon, Heavy 7/Week 11/Week  93Months 20/Immediate 20/Day

Catapult, Light 2/Month 6/Month 4/3 Months  20/Day 13/Day
Catepult, Medium  3/Month 7/Month 53Months 20/immediate 14/Day
Catapult, Heavy 4/Month 8/Month 6/3Months  20/Immediate 15/Day
Ram, Smple 7/Hour 9Hour — 20/Hour 20/Day
Ram, Suspended ~ 8/Hour 10/Hour — 20/immediate 20/Hour
Mine 10* 10* 8* 10* 10*
Trebuchet 5/Month 9/Month 7/3 Months  20/Immediate 16/Day

* Each attempt to mine is a one-time attempt. See Mines for more information.

Reduction Procedures

Cross reference the type of atacker with the type of defending wall. The number
before the dash indicates the saving throw, rolled on 1d20, the wall needsto resist the
attack. The time period after the dash indicates the amount of sustained attack there must
be before the dieisralled; "immediate’ indicates thet the wall must save every timeitis
struck. For purposes of these rules, one "day" represents abut 10 hours of sustained
bombardment. If the crews are relieved (and they can seethelr targets) it is possible to
perform two shifts of bombardment every 24 hours. If more than one engineis attacking
the same section of wall, roll once for each engine. The saving throw numbers assume a
wall of average strength and thicknessfor itstype. If thewal is unusudly well made (a
dwarven fortress with exceptiond stone, for example), the DM can dlow a saving throw
bonus of +1 or +2. Furthermore, an exceptiondly thick wal gains a saving throw bonus
of +1 for every 50% of extrathickness. A curtain wall 45 feet thick, for example, would
gain a+1 saving throw bonus.

Saving Throw Failure

If awadl section failsits saving throw once, it becomes damaged. The center 10-foot
section loses 1/3 of its height and specid cover such as hoardings, parapets, and splays
are destroyed. The debris creates a crumbling dope that any character can attempt to
climb. If awal section fallsits saving throw twice, it is destroyed. The center 10" section

is breached and reduced to 1/3 of its origina height. The breech becomes arocky dope as
long asthewall's origina thickness. In addition, the 10" section to either Sde of the

breech becomes damaged. If the defenders have an abatis prepared they can moveit into
position immediately. An abatis saves as thin wood.

For example, an attacking army brings three heavy cannons to bear against a fortress
with granite curtain walls 50' thick and 45" high. The walls save as hard stone and
receive a +1 saving throw bonus for their thickness. The DM assigns them an additional
+1 due to superior workmanship (a gang of storm giants working under a dwarven
engineer built the castle).

The attackers aim all three of their cannons at one section of wall. At the end of one
week, the defender rollsthree saving throws. Therollsare5, 9, and 20. All therollsare
successes and the attackers make no headway the first week. Assuming that the defenders



do not sally forth to knock out the cannons, they continue their bombardment for another
week.

At the end of the second week, the defender rolls three more saving throws. Therolls
are 3, 4, and 11, two of the rolls are failures. The center of the 30" section of wall is
reduced to a rocky slope 15' high, 10" wide, and 50' long. In addition, the 10" sections of
wall to either side of the breech are damaged and reduced to sloping walls 30" high. Any
special features on the damaged sections, such as hoardings, are destroyed.

Mines

Attackers who found a castles walls too difficult to batter down often attempted to
undermine them by digging atunnel underneeth the walls and collapsing it, either by
burning out the supports or filling the mine with powder and blowing it up. The main
factor in mining is the amount of time required to dig. The following table givesthe
volume, in cubic feet, that ateam of 10 miners can excavate in aSingle eght-hour shift:

Race of Miner Earth Soft Stone Hard Stone
Gnall, hafling, human 150 100 50
Gnome, kobold 160 120 60
Goblin, orc 170 130 60
Dwarf, hobgablin 180 140 70
Ogre 300 200 100

Hill giant 600 400 200
Fire giant, frog giant 600 400 200
Stone giant 1,000 700 350

If acreatureis not listed, pick the most appropriate type from the table. For example,
elves mine a the human rate. The mine tunnel must be aminimum of 5" square plusan
additiona 5' for each sze class beyond Smdl. For example, humans, orcs, and dwarves
require a shaft 10' square. Stone giants require atunnd 20" square.

When the mine reaches thewall, agdlery must be dug out underneath. The gdley
must be aslong as the wall isthick, at least 10' wide, and at least 5' degp (more if the
miners require alarger tunnel). Once the gallery is dug the supports can be fired and the
10" section of wall above the gdlery must roll the listed saving throw or be destroyed; if
the save fails, the adjoining 10" wall sections become damaged.

The gdlery can be more than 10' wide, and an additiona section of wall must make a
saving throw for every extra 10" of gdllery width. Smoke powder or gunpowder placed in
the mine can reduce the wall's saving throw. Twenty charges of powder reduce one
section's saving throw rall by —1.

Counter Mining

If the defenders sugpect the attackers have begun a mine, they can attempt to dig their
own tunnel and attack the miners. Given generd knowledge of an approaching mine's
position (such aswhich wall the mine is amed &) a counter mineis successful on aroll
of 10 or better on 1d20. This chance can fal to nothing (if the defenders are completely
fooled about the mine's location) or be an automatic success (if the defenders know
where the mineis through divination magic or reconnaissance). When a counter mine



succeeds, the two parties must fight a melee to see who controls the tunnels. Miners
usualy wear no armor and can carry only small wesapons, but troops sent in to guard the
miners or launch a counterattack can be armed and armored normally.

|nvestment

Another and generdly more reliable method for capturing acastle or fort isto Smply
surround it and wait for the garrison to starve (assuming that the castle does not have
resident priests who can keep the troops fed). The DM must decide in advance how much
food is stored inside the castle. Generally, castles have no more than a year's worth of
supplies on hand, and they usudly have much less, perhaps severa weeks to afew
months worth.

A garrison's morae rating drops by 1 when it runs out of food. Each week theresfter,
roll 1d4 for every 10 creaturesin the garrison; on arall of 4, sngle-Hit-Die creaturesin
the group expire and other creatures lose 25% of their hit points. Do not roll for player
characters and important NPCs; insteed, they are dlowed a saving throw vs. wands with a
—5 pendty to avoid the hit point loss.

The garrison dso checks morale each week without food. Failure indicates that the
troops open the gates to the attackers. If prevented from opening the gates, the troops
attempt to leave the castle any way they can. If the morale check succeeds, the garrison
holds out another week. Repesat the procedure until al the defenders starve, their morde
bresks, or relief arrives.

Most castles have adequate sources of water, usudly awell ingdethewals. If a
garrison is deprived of water, use the procedure given above for food but check for
casudties, hit point losses, and morde every three days.

Mass Combat Occasiondly, battles will arise thet are just too large to play out with
the Player's Option combat system. For example, it can take along time to resolve a
battle when 40 goblins attack the PCs as they negotiate with a dwarven lord and his 15
bodyguards.

Y ou can use the mass combeat rules whenever you fed they are necessary. Generally, if
there are more creetures in the bettle than will fit on your map, it'sagood time to use the
mass combat rules. It's usudly best to leave PCs and important NPCsin place on the map
and use the norma combat system to resolve their actions. Use the mass combat rulesto
determine the outcome of the larger battle raging around the PCs.

Mass Combat Procedures
Keep paper and pencil handy to keep track of the troops on both sides.

Start by dividing the opposing forces into groups of a convenient sze; groups of 5, 10,
or 20 usudly work the best. If there is an odd number of troops, make one group
shorthanded. For example, agroup of 35 creatures could be divided into three groups of
10 and one group of five or seven groups of five. It is best to keegp groups of similar
creatures together.

Assign each group an Armor Class based on the most prevalent AC in the group. For
example, if agroup of 20 hdflingsincduded three leadersin chain mall and 17 archersin
leather armor, the group has an Armor Class of 8. If thereisatie for the most prevaent
armor type, use the worst one. Assign each group a THACO based on the most prevaent



THACO in the group, as above.

Once you have assigned an Armor Class and THACO to each group, you are ready to
begin. Y ou may chooseto rall for surprise, alowing one group to attack unopposed, but
after this combat is consdered smultaneous. Assign one Side of the combat to be the
attackers, and one side to defend. Line up attacking groups against defending groups on a
one-to-one basis. Each defending group must be attacked once before any defending
group can be attacked twice. For example, aforce of 60 orcs divided into six groups of 10
are attacking 40 dwarves divided into four groups of 10. Two groups of dwarves are
attacked once, and two groups are attacked twice. The orcs can't attack one group six
times. Note that in some cases only part of an attacking force can get into a battle. A
force of 20 dwarves guarding a cave mouth might hold out againgt hundreds of orcs
because only 20 of them can attack at atime.

The attacking group makes anormd attack roll. If the roll succeeds, they will inflict
one Hit Die on the defenders for each cresture in the attacking group, ignoring critica
hits, however, do not remove any casudties yet.

Now, reverse the process, having the defenders return the attack, using the same
procedure. When both sides have made dl of their attack rolls, mark off enough
casudties in wounded groups to account for dl the Hit Dice inflicted, leaving only one
wounded defender. For example, if agroup of 10 orcs successfully attacks 10 3rd-leve
dwarves, three dwarves are killed and one loses asingle Hit Die.

Repeat this procedure until one sdeiskilled or breaks morde. Apply subsequent hits
to wounded creaturesfirst.

To savetime toward the end of a combat, you can reorganize survivorsinto new
groups.

Creatures "killed" in amass combat are dlowed a saving throw vs. degth if they
receive some form of hedling immediately after the battle. These figures are assume to be
hovering at death's door (see Chapter One) and can be saved. If there are alot of
casudties, roll the saving throws in groups of 5, 10, or 20.

An Example of Mass Combat

The dwarven leader and bodyguards from the example at the beginning of this section are
talking to agroup of sx PCs when 40 goblins attack. The 15 bodyguards are 4th-leve
fighters with battle axe specidization (adjusted THACO 16), wearing chain mail +1 and
carrying shields (AC 3). The goblins have a THACO of 20 and an Armor Class of 6. They
are armed with short swords and short bows.

The DM decidesto divide the combatants into groups of five, so there are eight groups
of goblins and three groups of dwarves. The DM aso decidesthat dl the bodyguards will
join the mass combet, leaving the PCs and two groups of goblinsto fight anorma
Player's Option combat system battle. The goblins gain surprise, and loose arrows. The
ten goblins fighting the PCs atack individudly. The remaining Sx groups attack the
bodyguards, two groups of goblins against each group of dwarves.

The goblinsfire two volleys of arrows from 10 yards away. They are a short range
and receive a +1 to their attack rolls because of surprise. Each group of dwarves receives
four volleys of arrows (two groups of goblins each firing two volleys). Againg the first
group, the attack rollsare: 3, 17, 18, and 18; three hits. The first group of dwarves suffers
15 dice of damage; three dwarves are killed and one suffers three dice of damage. The



attack rolls against the second group are 6, 17, 13, and 20; two hits. The second group
auffers 10 dice of damage, killing two dwarves and inflicting two dice of damage on a
third. The atack rolls against the third group are 3, 19, 4, and 14; one hit. One dwarf is
killed and a second dwarf suffers one die of damage. There are no return attacks from the
PCs and dwarves, because they were surprised.

The next round, the PCs and the dwarven leader fight a normal battle against their 10
foes. They make short work of the goblins, killing seven of them.

In the mass combat, the dwarves are now in the thick of the fight, charging at the
goblins. The dwarves have a+2 bonus for the charge and an additiona +1 because they
are dwarves attacking goblins. The goblins are till firing their bows, and loose avolley
of arrows as the dwarves charge. They receive a+1 bonus to their attack rolls because
their opponents are charging.

The dwarves complete their charge. Each group of dwarves attacks one group of
goblins, while the remaining three groups are not attacked. Their attack rolls are 16, 14,
and 13; three hits. The first group contains two dwarves who inflict two dice of damage
and kill two goblins. The second group contains three dwarves, and they kill three
goblins. Thefind group contains four dwarves, who kill four goblins.

Each group of dwarvesis attacked twice. The rolls againgt the first group are 3 and 18;
one hit. Thefirst group suffers 5 dice of damage; the wounded dwarf (who had dready
suffered three dice of damage) is killed and another dwarf iskilled aswell, wiping the
group out. The rolls againgt the second group are 5 and 11; both misses. Therolls against
the third group are 20 and 14; one hit. The wounded dwarf iskilled and a second dwarf
suffers two dice of damage.

The goblins wisely decide to withhold their second volley of arrows, and the dwarves
get no attacks of opportunity.

Because there are only six dwarves | eft, the DM decides amorale check isin order,
and the dwarves passit. The DM aso decides to re-combine the survivorsinto asngle
group of sx. The goblin casudties result in 21 goblins remaining, which the DM divides
into three groups of five and one group of six. The DM aso decides that the group of Six
goblins leaves the mass combat to attack the PCs and dwarven leader, leaving three
groups of goblins in the mass combat. (There are now nine goblinsin the normd
combat.)

During the next round, the PCs continue to do well, daying saven more goblins. The
two survivors fail amorae check and flee the field.

In the mass combat, the dwarves get two attacks this round, since they are specidists.
The dwarvesfirg attack roll isa 17, and sx HD worth of goblinswould be killed. Thisis
enough to wipe out an entire group of goblins, but the sixth Hit Die will be wasted. The
second attack is made againgt a second group of five goblins, and theroll isa 10; ill
good enough to hit the goblins Armor Class of 6. Five more goblinswill die, and the last
Hit Die goesto wagte.

The three groups of goblins attack, rolling 20, 12, and 4; one hit. The attack kills two
wounded dwarves (who each were two HD down) and wounds another for one die of
damaege.

There are now five goblins facing the sx PCs, the dwarven leeder, and the four
surviving guards. Finding themselves outnumbered, the goblins check morale and pass,
not wanting to flee from their hated dwarven enemies.



The DM decides that the remainder of the battle can be handled using the normd
rules, and the mass combat ends. The PCs and dwarves win handily. The 11 falen
dwarves receive magica heding and first aid as soon asthe battle ends. Each rollsa
saving throw vs. death to see if they can be revived. Therolls are incredibly bad, and only
four dwarves survive. The PCs dso revive one goblin for interrogation.

Proficiencies
The following proficiencies are gpplicable to warfare and the operation of war
equipment. They are acquired the same way standard PHB proficiencies are.

Artillerigt (1 Sot) CharismallLeadership
Group: Warrior

A character with this proficiency can direct the Sting and operation of a bombardment
engine. The maximum number of engines the character can contral isequd to 1/3 of the
character's Charismalleadership score, provided that the engines are no farther gpart than
the character can orint in asingle round.

VehicleHandling (1 Slot)  Dexterity/Dodge
Group: Warrior

This proficiency alows the character to control awagon or chariot under difficult
circumstances. The character can roll againg this proficiency when adriving check is
normally required.

Chapter Nine:
Monsters

Mongters are the mest and drink of afantasy campaign. The ability to defeat fearsome
beasts iswhat sets great heroes apart from ordinary mortals. This chapter contains
information on usng mongersin Player's Option games.

There are three parts to this chapter. Thefirst part, Creatures in Battle, discusses how
mongers generdly behave on the battlefield, using basic AD& D game information such
as dignment, intdligence, and morde asaguide.

The second part, Creature Types, discusses the physica characteristics of mongters,
including tactics and combat options that are especialy applicable to particular types of
mongters and how to determine what happens when a mongter suffersacritica hit.

The third part, Attack and Armor Types, discusses the natural weaponry and protection
available to mongters and how it functionsin the Player's Option game.

Does This Belong in My Campaign? The amount of materia from this chapter you
need to use depends on how much of the optional materid from the previous chapters
you are using. Thefirgt two sections should prove helpful to anyone using the Player's



Option combat system from Chapter One. The last section dedls primarily with optiona
materid from the rest of this book.

Creatures in Battle All crestures do not fight in the same manner. A cresture's
ingincts, natural wegponry, bravery, and culture al have an impact on the way it fights.

A great wyrm red dragon is not only vastly more powerful than akobold, its titanic
intellect and vast experience makesit a more complex and unpredictable opponent than a
mere kobold could ever be.

Intelligence
Creatures tend to fight as cleverly asthey can, and a creature's intelligence is what
determines how clever it can be:

Non- (0)

The creature just reacts to what its sensestell it. It is not capable of ng the dangers
it faces or the rewards it gandsto gain. In afight, a noninteligent creature turnsits
attention to the most immediate threst. When badly hurt, a noninteligent cresture usudly
flees, but some creatures just don't know when they're hurt and fight on, ignorant of any
danger. Nonintelligent creatures combat actions usualy are limited to attack or charge. If
they flee, they run or sprint rather than withdraw. They do not employ any of the specid
battle tactics or attack options presented in Chapter One.

Animal (1)

The creature has alimited ability to assesrisks and rewards. Generdly, it responds only
to very basic motivations and does not attack unlessit istrained to, it ishungry, or it is
defending something it vaues (such as food, offspring, a mate, or hunting territory). Ina
fight, an animd intelligence creature relies on itsingtincts. It attacks the most accessble
opponent, the opponent that is most likely to be edible, or the opponent that scared it into
attacking. The creature has some grasp of tactics, enough to know that flank attacks are
better than frontal attacks and that rear attacks are better than flank attacks. The creature
dso indinctively understands the vaue of not being detected prior to its attacks.

Animd intelligence creatures usudly flee if badly injured, but can fight to the deeth if
trapped or cornered. An animd intelligence cresture's combat actions can include attack,
charge, guard (such as a cat waiting a a mouse hole), run, and sprint. Like nonintelligent
creatures, they do not use battle tactics or atack options.

Semi- (2-4)

The creature has some ability to assess risks and rewards and is smart enough to delay an
attack until a good opportunity presentsitsdlf. It is cgpable of learning something about
its opponents abilities. A lion or tiger, for example, knows enough to stay downwind of
creatures that depend on scent and to stay behind creatures that depend on sight. With
experience, the creature probably can learn to recognize missile and melee weapons and
to direct attacks at lightly armed characters. If the cresture has encountered missile
wegpons, it learns to recognize the value of cover. Otherwiseit islimited to attacking,
charging, guarding, running, and sprinting.



Low (5-7)

The creature relies more on experience and reasoning than ingtincts. It is generdly awvare
of risksand rewards. It can make smple plans and can employ any attack option that it is
equipped to use. For example, alow intelligence creature can employ missile wegpons,
but only if they are available. Most battle options are ill beyond the creature's grasp, but
it can make unarmed attacks, ride amount, and maybe join a spear hedge or shield wall
(see Chapter One).

Average-Very (8-12)

The creature might occasiondly act from impulse, but generdly relies on reasoning and
observation to make decisions, and it can think beyond the obvious. The creature has a
good appreciation of risks and rewards, but thisis limited by its experience. It is capable
of planning and organizing its actions and coordinating them with others. The cresture

can use any of the attack options, battle tactics, and combat options presented in Chapter
One.

High—Exceptional (13-16)

The creature generdly is not impulsive. In battle, it thinks ahead and considers how its
current actions might affect its optionsin the future. The cregture is very flexible, and can
dter itstactics to fit an unforeseen Situation. The cresture can use any of the attack
options, battle tactics, and combat options presented in Chapter One.

Genius—Supra Genius (17-20)

The cregture is very indghtful and dmaost never impulsive. It plansfor the future and
aways carefully measures risks againgt rewards. Any scheme or subterfuge it employsis
apt to be hard to detect and very deadly.

Godlike (21+)

The cresture can make correct deductions from incomplete information. It isinvariably
knows the most gppropriate action to take in any Stuation. (Though it might not aways
take it; godlike beings are hard to understand.) To reflect the creature's superior intellect,
the DM might decide to make the PCs declare their actions before deciding what the
creature does in a given combat round.

Alignment

A creature's beliefs and expectations can influence the way it fights, especidly if it has a
least average intelligence.

Chaotic
The creature tends to think of itsdlf. It does not respond well to leadership unless
intimidated or persuaded to follow orders. Its tactics are usudly intended to improve its
individua effectiveness and surviva, not the group's.

Chaotic creatures are gpt to seek quick and dramatic results and combat, and are likely
to employ cdled shots, offensve disarms, and shidd rushes.

Neutral



The creature is as likely to consider the needs of the group as much asitsdlf, so long as it
can serve one without compromising the other. The creature responds moderately well to
leadership, so long asit does not fed its needs are being subordinated to the group's. The
cresture has no great desire for individud glory.

Neutra creatures are apt to seek ways to restrict an opponent's options and to counter
opposing actions, and are likely to employ parries, blocks, pull/trips, and defensive
disarms.

Lawful
The creature tends to think of its group. The creature responds well to leadership,
providing it is not inept, ineffective, or unnecessarily harsh. The cregture generdly
functions as acog in alarger machine, promoting acommon god it shares with its
companions.

Lawful crestures are gpt to choose tactics thet rely on the group, such as shield walls,
pike hedges, and massed overbearing attacks.

Morde

A creature's morale score measures its ferocity, perseverance, and courage. Though most
frequently used to decide if a creature runs away or surrenders during afight, morde aso
can serve as quiddine for deciding the creature's generd willingness to fight.

Unrédiable-Unsteady (2-7)

The creature is mogt likely to ded with athreat by running away or hiding unlessiit has
been trained for war or it has been cornered. If forced to fight, the creature does not
purposefully do anything that exposes it to increased danger.

Aver age—Steady (8-12)

The creature is not o kittish asto flee at the first Sgn of athrest. If it does not wish to
fight, it islikely to bluff or stand its ground before taking flight. The creature is not
aggressive and is unlikely to make an unprovoked atack unlessit is hungry or otherwise
gandsto gain from afight. It is unlikely to make afrontd attack when outnumbered or
outsized; if sufficiently motivated, the creaeture might wait for an opportunity to attack
when it has an advantage over an otherwise superior group. Once afight begins, the
creature iswilling to try dmost anything that will improve its chances for victory,
provided the risk does not exceed the potential reward.

Elite—Champion (13-16)

The cresture is aggressve and generdly tries to bluff its way out of fights it does not

want. If the bluff falls, the cresture is more likely to fight than run away. If faced with a
superior force, it dmost aways looks for ways to even the odds before attacking. After a
fight begins, the creature iswilling the undertake considerablerisksto help insure a
victory.

Fanatic—Fearless (17+)
The cregture is very aggressive. It does not bluff, preferring to attack when threatened.
Once engaged in afight, it seldom retreats. It iswilling to take dmogt any risk to gain a



victory.

Creature Types

A creature's physical characterigtics aso play arolein how it acts on the battlefield. If

you are using Critical Hits System Il from Chapter Seven, amongter's body type dso

determines what critical hits chart to use and what kinds of specia damage can affect it.
Many basic types of creatures are described below, but you must use your own

judgement and common sense when deciding a monster's type. Study the crestures

datistics and description. If thereis a picture, study that, too.

Humanoid

Humanoid creatures have two arms, two legs, and ahead. The creature waks upright and
generdly usestools and weapons. In most respects, the creature functions just like a
player character, and is subject to al forms or critical hits and their specid effects.

Human

The creatureis Man-sized or smdller: humans, dwarves, elves, orcs, kobolds, hobgoblins,
and thri-kreen are examples of human type creatures.

Critical Hits: Use the humanoid charts. If the creature has multiple ams or legs, the
limbs actudly involved in the combat or closest to the atack are the most likely to be
gruck. Roll 1d6; aroll of 1-5 indicates that the active limb is struck, and aroll of 6
indicates the inactive limb is ruck. If the creature is employing dl itslimbs, thereisan
equa chance for any limb to be struck. For example, an unarmed thri-kreen isfighting
with dl four claws and its opponent rolls aleft arm critical. The two arms on the thri-
kreen's |eft Sde are equdly likely to be hit (roll 1d6 to determine which one). However, if
the thri- kreen was using awegpon in one right hand, ashield in one left hand, and
holding equipment in its remaining two hands, aleft am critica would mogt likely strike
the shiedd arm.

Combat: Human types use attack options, battle tactics, and combat options as their
intelligence retings dlow.

Ogre

The cregture islarger than Manszed, but not Huge: ogres, gnolls, bugbears, minotaurs,
and quaggoths are examples of ogre type creatures.

Critical Hits: Use the humanoid charts.

Combat: Ogre types use attack options, battle tactics, and combat options as their
intelligence ratings alow. They often employ tactics that exploit their superior Sze and
reach, such as moving back out of melee range to force an opponent to close again while
the creature guards.

Giant

The creature is Huge or larger: the various races of giants, giant-kin, titans, and some
genies are examples of giant type cregtures.

Critical Hits: Use the humanoid charts, but most opponents are forced to attack low (see
Chapter Six).

Combat: Mogt giant types are fond of overrunning opponents, especidly if they are two



or more Size classes larger (see Chapter One); agiant islikely to create agreat ded of
havoc when overrunning an entire formation of dwarves. Overrunning can be a
dangerous tactic, however, and intelligent or experienced giants usudly only try it early
in a battle, when they have enough hit points to withstand the attacks of opportunity they
are likely to provoke.

Humanoid Flyer

The creature can be any size, but has wings sprouting from its back: pixies, harpies,
gargoyles, and pit fiends are examples of humanoid flyer type crestures.

Critical Hits: Use the humanoid charts. Arm hits can strike the wings insteed; for fronta
attacksroll 1d6; 1-4 means an arm hit, 5-6 awing hit). Reverse the odds for rear attacks.
Arm hits from flank attacks have equa chances of hitting an am or awing.

Combat: A flyer'stactics usualy emphasize mobility. If the cresture has aranged attack,
it stays out of reach and attacks from a distance. In meleg, the creature tends to swoop
down for flank or rear attacks, then flies out of reach (using the withdraw option at haf

its flying speed).

Troll/Ape

The cresture can be any size, but relies on naturd wegponry: tralls, gorillas, and umber
hulks are examples of troll/ape type creatures.

Critical Hits: Use the humanoid charts; however, atroll/ape's long arms can be used for
locomoation if necessary. Reduce movement pendties from leg hits by one step: ano-
move result limits the cresture to a 1/2 move, a 1/2-move effect reduces the creature to a
3/4 move, and a 1/4 effect isignored. Trolls and other creatures that regenerate ignore
grazes. Points regenerated count as magica heding for reducing bleeding effects. For
example, atroll suffers mgjor bleeding for only two rounds beforeit is reduced to minor
bleeding (because it regenerates 6 hit pointsin that time). After two more rounds, the
minor bleeding stops.

Combat: These creatures are fond of overruns (if their Sze dlows) and wrestling attacks
(they can bite while wrestling). Their powerful claws are treated as weagpons one Sze
larger than normal (see below).

Animd

Animas are creatures with four limbs of some kind and sometimes atail. They employ
natural weaponry and usudly walk on four legs, fly, or svim. An animd's Size has no
effect onitstype.

Avian

The creature has two fordimbs adapted for flying (sometimes for svimming) and two
hind limbs for walking or roosting: birds, bats, rocs, and perytons are examples of avian
type creatures.

Critical Hits: Usethe animd charts; treat foreleg hits aswing hits.

Combat: Avianstend to swoaop to the attack, then bregk away, just as humanoid flyers
do. Avians atacking from a dive are considered to be charging and inflict double damage
with their claws.



Quadruped

Thisisthe most common animd type; examples range from house cats to eephants.
Critical Hits: Usethe animd charts. If the animd has no tall, reroll any tail hit.
Combat: Large quadrupeds frequently charge and overrun their opponents. Smaller
quadrupeds prefer to attack from surprise.

Ser pent

The creature has a head and along, legless body. Snakes, nagas, and edls are examples of
Serpent type creatures.

Critical Hits: Usethe anima chart; most leg hits are treated astall hits.

Combat: Many serpents can employ a congtriction attack. Treat congtriction atacks as
wrestling attacks, except that there is no attack of opportunity and the attack must hit the
opponent's norma Armor Class. A creature trapped in the serpent’s coils is considered
grappled and locked (see Chapter Five) and can use the normal wrestling procedure to get
free.

Fish/Whale

The creature has along, streamlined body with flippers or fins for direction control.
Critical Hits: Usethe animd charts. Foreleg hits (location ralls of 1 or 2) can affect
pectord fins or flippers. Rolls of 3-5 affect the tail. Movement pendties from fin or
flipper hits apply only if the anima changes direction or makes a melee attack during the
round. The animd relieson itstal for movement and suffers movement pendties from
tall criticals with severities of 9 or more.

Combat: These creatures often employ avian tactics, using their superior svimming
speed to deliver quick attacks and then move out of reach.

Monster

Mongters comein al shapes and sizes. The basic mongter critica hit charts assume four
limbs, ahead, and atail; however, it is often necessary to use two different chartsto
assign ahit location.

Amorphous

The creature has a fluid body with no obvious limbs, the cresture often can dter its shape
fredly and can form limbs or appendages as needed. Slimes, oozes, jdlies, and gelainous
cubes are examples of amorphous type crestures.

Critical Hits: Amorphous crestures are immune to critica hits,

Combat: Amorphous creatures threaten everything adjacent to them. Fortunately, most
of them are nonintelligent and cannot tacticaly explait this ability. Amorphous creatures
have no flank or rear spaces.

Plant/Fungi

The creature has a fibrous body with no internd skeleton and few or no internd organs.
The creature often has vines or branches instead of arms and roots or tendrils instead of
legs. Myconids, treants, and shambling mounds are examples of plant/fungi type
monsters.

Critical Hits. Use the humanoid critical chart. Abdomen and torso hits affect the trunk or



gem. If the creature has no head, head hits affect the trunk instead. Arm hits affect the
creature's branches or grasping appendages. Leg hits affect roots (if the roots are
exposed) or the trunk. The creature ignores crush results, and al bleeding is
automatically reduced by one step.

Combat: Plant/fungi creatures can be very difficult to detect when lurking in norma
foliage. When resolving overbearing attempts, the cresture gets the bonus for having
more than four legs (it's pretty difficult to push atreant down). A plant cresture with
grasping vines (such as a choke cregper) can make wrestling attacks without provoking
an attack of opportunity; such attacks are resolved againgt the creature's norma Armor
Class, not AC 10. A cresture caught in a grasping tendril is considered grappled and
locked and can use the norma wrestling procedures to get free.

Dragon

The creature has a scaly body, a head, two or four legs, and apair of wings sprouting
from its back. Dragons, pseudo dragons, wyverns, and ki-rin are examples of dragon type
crestures.

Critical Hits: If the dragon isthe same Size or smdler than the atacker, use the monster
charts. If the dragon has only two legs, foreleg hits strike the wings. If the dragon has

four legs, fordeg hits from frontal attacks strike the wingson arall or 5 or 6 on 1d6.
Reverse the odds for rear attacks (wings are struck onaroll 1-4). Fordeg hits from flank
attacks have equa chances of hitting an arm or awing.

If the dragon is one or two Sizes larger than the attacker, facing determines the chart to
use. Frontd attacks use the humanoid charts, treating foreleg hits as wing hits; leg hits
grike the fordegs. Flank attacks use the mongter chart, treating foreleg hits as wing hits.
Rear atacks use the humanoid chart, tregting foreleg hits as wing hits and head hits as tail
hits. If the dragon is three or more Size classes larger than the attacker, it isimmune to
gpecid effects from criticd hits, though it il suffers double or triple damage.,

Combat: Dragons tactics emphasize mobility. They tend to soften up the opposition with
their breath wegpons and specia attacks before closing to conduct melee. Very large
dragons like to overrun spdllcasters and other physically weak characters before engaging
more formidable charactersin physical combat.

Radial

The creature's body is essentidly circular, with a centra head and torso surrounded by
limbs. Octopi, xorns, grell, and beholders are examples of radid type creatures.

Critical Hits: Use the mongter charts, tresting head hits as torso hits. Any foreleg hit
grikes one of the limbs the cregture is currently employing in combat. Any tail or hind
leg hit rikes alimb not involved in combat. If the cresture isemploying dl itslimbsin
combet, any leg or tail hit istrested as afordeg hit. If the cregture's limbs have no joints
(an octopus's tentacle, for example), the creature ignores movement penaties from knee
and hip hits.

Combat: A radid creature with sensory organs on its flank or rear negate the usud
bonuses for flank or rear attacks. If the creasture dso has limbsinitsflank or rear Sdesit
threatens those squares, as well. For example, a zorn threatens every square adjacent to it
with itsthree arms and three eyes. Anintelligent radid creature might try to grab its
opponent's weagpons with one or two of its limbs while attacking normally with the re<t.



Such grab atempts do not provoke attacks of opportunity aslong asthe creature is
making more normal attacks than grab attacks.

I nsect/Arachnid

The creature has a chitinous body divided into two or more segments and multiple limbs.
Giant insects, giant spiders, giant scorpions, and giant crayfish are examples of
insect/arachnid type creatures.

Critical Hits: Usethe monger charts. If the creature has no tall, treet tail hits as abdomen
hits. Foreleg hits affect the creature's claws or fighting limbs. Hind leg hits affect one of

the creature's other limbs. The effected limb is the one closest to the attacker; if severd
limbs are equidistant, roll randomly to see which limb is effected. The cregture's
movement is unaffected by damage to thelegs aslong asit has at least two undamaged
legs on each Sde of its body. For example, a giant spider can suffer knee hitsto two of its
left legs and suffer no movement pendties. If it suffers damage to athird leg on the left
sSde, however, its movement is affected. All bleeding results are automatically reduced

by one step.

Worm

The cregture is Smilar to a snake. It has along, Snuous body and may or may not have
limbs. Giant dugs, giant centipedes, and purple worms are examples of worm type
Creatures.

Critical Hits: Use the mongter charts. Ignore the effects of leg hits unless the cregture
has hands or claws it can use in combat; in such cases, afordimb hit (aroll of 1 or 2)
grikes the fighting limb. All other leg hits are tregted astail hits.

Combat: Very large worm type creatures often can swalow victimswhole. If the
cregture scores a critica hit, the victim takes double damage and is swallowed whole
indteed of suffering a specid effect.

Centaur

The creature has an animal (usudly quadruped) body and a humanoid forepart with a
head, torso, abdomen and arms. Centaurs, wemics, and driders are examples of centaur
type crestures.

Critical Hits: Use the humanoid charts for frontd attacks. Leg hits affect the creature's
animd fordegs and arm hits affect the creature's humanoid arms. Use the monster chart
for flank and rear attacks. If the creature has no tall, treet tail hits as abdomen hits.
Combat: Centaur type crestures armed with missles function as unmounted archers.
Some centaurs types might use awegpon to parry, block, or disarm while atacking with
their fordimbs.

Merman

The creature has afish or snake body and humanoid or anima foreparts. Mermen, sea
lions, and yuantti are examples of merman type creatures.

Critical Hits: Use the humanoid or animad chart for frontal attacks, re-ralling leg hits
Use the monster chart for flank and rear attacks. Foreleg hits strike the creature's arms or
fordimbs. Rolls of 3-5 drike the tail. The animd relies on itstail for movement and
suffers movement pendties from tail criticals with severities of 9 or more.



Lizard Man/Lycanthrope

The creature has a generadly humanoid body shape but dso has atail. Lizard men and
lycanthropes in hybrid form are examples of lizard man/lycanthrope type creatures.
Critical Hits: Use the humanoid chart for frontal attacks. Use the monster chart for flank
and rear attacks. Forelimb hits Strike the creature's arms.

Combat: These cregtures generaly function as humanoidsin combat. Many of them dso
can bite while attacking with aweapon; bite attacks are made on the creature's base
initiative phase and can be made smultaneoudy with a wegpon attack.

Other

The creature defies easy classfication. Thistype includes dl creatures that lack large
limbs and well-defined body areas, and creatures that are too small to present well-
defined target areas. Norma insects, crawling claws, and urchinsfdl into this category.
Critical Hits: Use the mongter chart. Treet dl critical hits as abdomen hits.

Combat: These creatures usudly employ specidized attack forms based on their unique
physical characterigtics. Creatures with ranged attacks usudly use them in favor of melee
attacks.

Undead

The creature is dead; it can be an animated or transformed corpse, such as a skeleton,
ghoul or vampire, or aphysica manifestation of a dead creature's spirit, such as a ghog,
wraith, or spectre.

Critical Hits: Use the chart appropriate for the creature's body type; most undead are
humanoid. Undead are immune to most criticd hits. They completely ignore grazed,
struck, and injured results. They suffer only the movement pendties for crushed,
shattered, and destroyed results (they ignore attack penalties and hit point reductions).
Undead ignore bleeding effects. Incorpored undead ignore critica hits atogether, but
gl suffer double damage.

Combat: Most undead eagerly enter melee combat. Mindless undead ssimply attack.
Intelligent undead hope to make full use of their touch-delivered specia attacks.

Golem

The creature is an artificid congtruct or magicaly animated object. The various golems
and most animated objects are examples of golem type creatures.

Critical Hits: Use the chart appropriate for the creature's body type; most golems are
humanoid. Golems are hard to hurt; reduce al severity rolls by two (treat results of O or
less as no effect). They completely ignore grazed, struck, and injured results. They are
immune to bleeding. They suffer only the movement pendlties for crushed, shettered, and
destroyed results (they ignore attack pendties and hit point reductions).

Combat: Most golems are mindless. If left on their own, they move directly into melee,
attacking whatever creatures they can reach. Golems under another creature's direction
might employ more sophisticated tactics, depending on the directing creature's ability to
formulate plans and communicate them effectively.

Attack and Armor Types A monger's daws and teeth can inflict critical hitsjust asa



norma weapon can. A monger's natural defenses dso help it resist attacks just as
magica armor or a high Dexterity score does.

Attacks

To determine the type and severity of acriticd hit inflicted by a mongter, consult the
table below:

Form Type Sze

Bite P/S* Same as Creature
Butt B Same as Creature
Claw S Creature —1**
Fsg B Creature -1
Horn P Same as Creature
Hoof B Creature -1

Tall B Same as Creature
Sting P Creature—1
Wing B Same as Creature

Form: What the creature uses to ddliver the attack.

Type: Thekind of attack the creatures delivers. The three categories are the same as the
categories for weapons—piercing (P), bludgeoning (B), and dashing (S).

Size: How large the weapon is for purposes of determining severity. Cresture —1 means
the attack is treated as one Size class lower than the creature. For example, a claw attack
from abulette is treated as a M edium weapon for purposes of critical severity.

*Treat as adashing attack unless the target isimmune to dashing wegpons or only the
cregture's fangs are large enough to inflict damage. For example, snake and spider bites
are piercing attacks.

**Claw attacks from troll/ape type creatures are treated as the same Sze class asthe
creature for severity purposes.

Armor

A creature subjected to an attack that ignores armor, such as an overbearing attempt, a
short-range shot from a crosshow, or a shot from a bombardment engine, might be
entitled to an adjustment to its effective Armor Class of 10 due to Dexterity or magic.

Divide a creature's land movement rate by 9 or its flying or swimming movement rate
by 12 to get its effective Dexterity bonus againgt such attacks. Drop fractions. If the
cregture is entitled to multiple Dexterity bonuses, it gets only the best one. For example, a
light horse, MV 24, is entitled to a—2 Armor Class adjustment.

Any creature with an Armor Class of lessthan O isentitled to amagica Armor Class
adjustment equd to its negative Armor Class. For example, a great wyrm red dragon has
an Armor Class of —11. Its effective AC againgt a short-range crossbow shot or wrestling
attack is—3 (thereisa—11 magica adjustment and a—2 Dexterity adjustment).

For example, an aarakocra is a human-type creature. It uses the humanoid critical hit
charts. Arm hits with a severity of 8 or more also make flying impossible and force a



crash landing if the aarakocra isin flight. An aarakocra attacks with two claws, which
are treated as small slashing weapons. The creature has an effective —3 Dexterity
adjustment to Armor Class due to its flying speed.

A beholder isaradial type creature. It uses the monster critical hit charts. Generally,
opponents must attack the creature's central body and must make called shots to affect
the creature's eyestalks and central eye. However, foreleg/wing and hind leg critical hits
strike the creature's eyestalks and head critical hits affect the creature's central eye. The
creature's bite istreated as a size M slashing and piercing attack.

An adult copper dragon is a dragon-type creature. Frontal and rear attacks use the
humanoid critical hit tables; flank attacks use the monster critical hit table. Because the
dragon is Gargantuan, it isimmune to special effects from critical hitsinflicted by size M
and smaller attacks. The dragon's bite is treated as a Gargantuan slashing/piecing
attack. The dragon's claws and kicks are treated as Huge slashing attacks. The dragon's
tail slap and wing buffets are treated as Gargantuan blunt attacks. The dragon has a
combined magical and Dexterity adjustment to its AC of -5, —2 duetoits flying movement
rate and —3 due to its standard Armor Class.
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Bombard
Bombardment engines
Bone armor
Boomerang
Boots of speed
Boots of striding and springing
Bore
Battle
Bow
Bow specidization
Brandistock
Brawling
Breaking free of wrestling holds
Brigandine armor
Broad weapon groups



Broken bones

Broken topography in a battlefield
Bronze Age wespons

Bronze plate mail

Buckler shield

Buildings as bettlefidlds

Burning materids

C
Cdled shot
as an unarmed attack
location in criticd hits
Cadltrop
Camouflage
Cannon
Cap
Carrying capacities for beasts
Cadting spdls
from chariots
from wagons
Castles as battlefidlds
Catapult
Catwalks
Cauldron
Caves as battlefields
Cedlus
in pummding
Chan
Chain barding
Chain hauberk
Chain mal armor
Chain-lamelar armor
Chakram
Characters and morale
Charging
vs. aspear or pike hedge
asareault of running or Srinting
mounted
Vs. guarding
Chariot
Chijikiri
Choosing a combat action
Classes and weapon proficiencies
Clear figures
Clear ground in a battlefidd
Clear lines of fire



Clear terrainin a battlefidd
Climbing
Climbing check
Climbing wdls
Close atack in duding
Close order
as pat of ashidd wal
as part of aspear or pike hedge
Close-faced hem
Club
great
war
Combat, action phases
adjustments for a spear or pike hedge
againg flying creatures
adtral
bonus due to higher ground
bonus for mounted charge
duding
effects of encumbrance
etherea
five basic steps of
from chariots
from wagons
heroic frays
in unusud conditions
locdl fighting styles
martia arts
rear and flank attacks
subdua attacks
unarmed
unarmed attack options
vs. ashidd wal
vs. Stting or prone creatures
water's effects on
while dimbing
Combat actions
aborting
choosing
effect on action phase
effects on movement
in conjunction with movement
Combat on other planes
Combeat round
Combined scde
Common materids



Concedment
on the battlefield
Condtitution bonus to fatigue
Cord armor
Cost of wegpons
Counter mining
Cover
on the battlefied
Covering
Cregture 5ze, in shidd walls
knockdown number
and two-handed weapons
Cresature types
Creaturesin battle
Criticd events
in duding
Criticd hits
charts
effects
from covering
from pummding
from wredtling
resulting from acalled shot
with asword of sharpness or vorpa sword
with direct fire engines
with indirect fire engines
with rocks
Crossbow
pecidization
Crossbow of accuracy
Crusades's weapons
Crushed, shattered, or destroyed limbs
Crushing blow
Curtan wals

D
Dagger
Damage

f wegpons
Dark Agess weapons
Darknesss effects on vishility
Darkness, 15' radius
Dart
Degth
Defendve disam
Desarts as battlefields



Destroyed limbs
Destroyed targets
Dig
Direct fire engines
Dirty fighting
Disaming
as an unarmed attack
in duding
Disintegrate
Doors
Driving checks
Duding
with unarmed attacks
Duding plot
Dungeons as battlefields
Duration of spells
Dying

E

Earth ramparts
Earthquake
Embrasure shutters
Encounter range

in astrd combat

in ethereal combat
Encumbrance

effectson initiative

and action phase

fatigue's effectson

in etheredl combat
End of the combat round
Endurance
Enlarge
Equipment groups
Escdades
Escarpments
Ethered combat
Exceptiond abilities

effects on movement
Exhausted characters
Expertise

in martid arts

in pummding

in wrestling
Extreme range



F
Facing, and shidd use
during movement
free adjusment
front, flank, and rear
multiple figures in the same square
Failing amorae check
Familiarity
in martid arts
in pummding
inwresling
Farmland as bettlefields
Fatigue
and force marching
effects of running or sprinting on
Fatigued characters
Fanting in duding
Field plate armor
Fields as battlefidds
Hghting, while dimbing
flying crestures
in unusud conditions
Fighting style specidizations
Fghting Syles
Figures, clear
facing of
grappled
threatened
Fine balance
Firearms
from horseback
in missle-wegpon fighting Syle
specidization
Fireball
Fires
Firing into amelee
Hring missles
a mounts
at stting or prone creatures
from chariots
from horseback
from wagons
in ethered combat
into amelee
into the water
rocks



vs. ashidd wal
Hal
Faming projectiles with direct fire engines
Flaming projectiles with indirect fire engines
Flank attacks
Fat topography in abattlefied
Hying kick
Fog's effects on vighility
Fog cloud
Footing, effects on movement
on the battlefied
Footman's mace
Footman's pick
Force marching's effects on fatigue
Forest, heavy, as battlefieds
Fored, light, as battlefields
Fork
Forma morae checks
Fortifications as battlefields
Free adjustment during a no-move action
Fresh characters
Full plate armor
Full-move actions

G
Gaff/hook
Gdley shed
Gdlic amor
Gargantuan creatures, number per square
Gates
Generding a battlefied
Grab
Grand mastery
Grappled figures
Grappling
as overbearing
aswrestling
Grappling hooks
Gray areas
Grazes
Grest club
Great hedm
Greek fire
projector
Ground cover in a battlefield
Guarding



in aspear or pike hedge
vs. charging
Gunsen

H
Haf-move actions
Half-plate armor
Hallucinatory terrain
Hammer

dedge
Hand or throwing axe
Harpoon
Haste
Hatchet
Hazards on the battlefield
Helm, great

leather

open-faced
Heroic frays
Hexes on maps
Hide armor
High attacksin criticd hits
High magtery
Higher ground
Hills as battlefidds
Hilly topography in a bettlefield
Hoardings
Holdsin wrestling
Holy symbal
Hoplite armor
Horn of blasting
Horse archery specidization
Horseman's mace
Horseman's pick
Horses performing overruns
Howdah
Huge crestures, number per square
Hundred Y ears War's weapons

I

Impaired lines of fire
Improved mail armor
Incendiary cloud
Indirect fire engines
Informal morae checks
Initigtive



base
during covering
effects of moving on
encumbrance's effect on
in aerid combat
in duding
movement's effect on
of combat actions
of magicd items
of movement
of psonics
of spdls
of unarmed attacks
of wegpons
weagpon speed's effect on
Injuries
Instant stand
Intelligence's bonus proficiency dots
Intelligence of creatures
I nvestment
Invisibility
Iron will

J

Javelin

Jitte

Jump
Jdungle as battlefidds

K
Kama
Kausnke
Kawanaga
Kicking in pummeling
Kits and barred weapons
Kneding
Knife
throwing
Knockdown die
Knockdowns
and pummding
as aresult of retreats
dueto critica hits
due to unhorsing
from temporary damage
from wredtling



in overbearing

of weapons

with direct fire engines

with indirect fire engines

with rocks
Kusari-gama

L
Ladders
Lamdlar armor
Lamdlar shirt
Lance

bonus for a mounted charge
Lantern
Large creatures, number per square
Large shidd
Lasso
Leadership
L eather armor
Leather helm
Lesther scale barding
Light scale armor
Lightning bolt
Linesof fire

agang ashidd wal
Locd fighting Syles
Location of criticd hits
Locksinwrestling
Long spear
L orica hamata armor
L orica segmenta armor
Low attacksin criticd hits
Lying down

M

Mace, footman's
horseman's

Mace-axe

Machete

Magic on the battlefidd

Magical attacks, structural

Magicd items, on the battlefield
use during combat

Magica wegpons

Mahout

Mail and plate armor
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Mail coif
Maor bleeding
Mancatcher
Manipulate
Mantlet
Mantsized creatures, number per square
Maps, as battlefields
battle
generating a battlefied
movement on
using hexes
Marsh as battlefields
Martid arts
taents
wegpons
Mass combat
Master wegponslist
tables
Mastery
in martid arts
in pummding
in wrestling
Materias on the battlefield
Mattock of the titans
Maul
Maul of thetitans
Medium shidd
Melee combat see Combat
Melee scde
Melee wegpon specidization
Middle Eastern wegpons
Mines
Minor bleeding
Miscellaneous war machines
Missile deflection
Misslefire
accidentd firing due to knockdown
againg gtting or prone cregtures
at mounts
effects of cover and concealment on
from chariots
from horseback
from wagons
in ethered combat
into amelee
rocks



vs. ashidd wall
water's effects on
Missile range of weapons
Missle scde
in astra combat
Missle weapon specidization
Missle- or thrown-wegpon fighting syle
pecidization
Monster types
Mongters, and fatigue points
and unarmed attacks
base initiative
in battle
knockdown chances and immunities
range of attacks
resstance to criticd hits
Strength formula
threatening squares of
with missile attacks
Moonlight's effects on vighility
Morde
of creatures
Morningstar
Mountains as battlefidds
Mounted attacks as overruns
Mounted charge
Mounts
unhorsing
Move earth
Movement
and footing
dimbing
combat actions effects on
free adjustment
inashidd wal
in aspear or pike hedge
in aerid combat
in conjunction with combet actions
in duding
on the map
pendties due to criticd hits
under water
Movement rate, effects on action phase
exceptiond ahilities effect on
Moving
Multiple attacks with misslefire



Multiple figures and facing
Multiple loaded weapons

N
Naturd attacks and knockdowns
Negative hit points
Net
New wespons
Nonproficiency
in martid arts
in pummeing
inwresling
No-move actions
NPCs and morae
duding
Number of creatures per square
Nunchaku

@)
Obscurement
Obgtacles, in generating a battlefield
on the battlefied
Offensve disam
Oil
One- or two-handed weapons
One-handed weapons used two-handed
One-handed-wegpon style specidization
Open-faced hdm
Opposed ralls
Optional AD&D rules
Oriental wegpons
Outside as a battlefield
Outside atack in duding
Overbearing
amounted character
during overruns
Overruns
with chariots

with wagons

P
Padded armor
Padded barding
Palisades, wooden
Parang

Parrying



in duding
Petards
Pick
footman's
horseman's
Rercing vs. animds critical hit tables
Rercing vs. humanoids critica hit tables
Fercing vs. mongers critica hit tables
Pike hedge
Flum
Pins
Pains as battlefields
Pate and chain barding
Pate mall armor
bronze
Point-blank range
Polearm
Pondsin a battlefied
Portcullises
Potion of fire breath
Potion of growth
Potion of invulnerability
Press
Priest spdlls on the battlefield
Proficiencies
bonus dots due to high Intelligence
Proficiency
in martid arts
in pummding
inshidd
in wrestling
Prone
Pry bar
Psionicss action phase
Pulling/Tripping
amount or mounted character
as an unarmed attack
in duding
Pummding
Punching
Pyrotechnics

Q

Quartergaff
Quickness



R
Rain's effects on vishility
Ram catcher
Ramming
Ramparts, earth
Ram, battering
Range, of wegpons
of mongters attacks
Ranged weapons and guarding
Rate of fire, from horseback
of wegpons
Specidization
with multiple loaded wegpons
Rear attacks
Recovering from fetigue
Reduction
Renai ssance's weagpons
Resstance to criticd hits
Retreats
Riding proficiency and injured mounts
unhorsng
Ring mail armor
Ring of shooting stars
Ring of the ram
Ripogein duding
Rocks
Rod, three-piece
Roman weapons
Round, in combat
Rules, standard and optional
Running

S
Sa
Sang kauw
S
Sapping
in duding
in pummding
Structural
Savage cultures wegpons
Saving throw bonuses due to cover
and conced ment
Saving throws for Seges
Scale, combined
in abeattlefidd



melee
missle
switching
Scde armor, light
Scde barding
leather
Scdein astra combat
Scdemall amor
Scding walls
Scimitar of speed
Scourge
Scythe
Severed limbs
Severdy impaired lines of fire
Severity of criticd hits
Shattered limbs
Shield, buckler
damage dueto critica hits
large
medium
proficiency
smdl
Specidization
wal
Shields in wegpon-and-shidd fighting syle
trgpping with
types
vs. rear and flank attacks
Shidd-punch
in duding
Shidd-rush
Ships as battlefidds
Shocking grasp
Short sword of quickness
Shuriken
Shutters, embrasure
Sckle
Siege tower
Sieges
Single-wegpon fighting syle
Sitting
Size of wegpons
Sam
Sashing vs. animds criticd hit tables
Sashing vs. humanoids criticd hit tables
Sashing vs. mongers critica hit tables



Sedge hammer
Sing
Slopes
Slow
Smdll creatures, number per square
Smdl shidd
Smashing in duding
Spade
Spear
hedge
long
Specid combat conditions
Specid tdents
Specid weagpon maneuvers
Specidization
and wesapon groups
in martid arts
in pummding
inwresling
Specificinjuries
Speed of weapons
Spdllcasting
from chariots
from wagons
Spells, action phase of
cadting during combat
duration of
on the battlefied
Splays
Solint mail armor
Spring
Sprinting
Saff ding
Standard AD&D rules
Sarlight's effects on vishility
Status
Steady hand
Stone age weapons
Stone axe
Sonewadls
Streamsin a battlefidd
Streets as battlefields
Strength of mongters
Struck limbs
Studded |eather armor
Styles of martid arts



Subdua attacks
Surprise
Swamps as battlefields
Swimming

Sword

Sword of sharpness
Sysem | critica hits
Sysem Il criticd hits

T
Take down
Taverns as battlefidlds
Temporary damage
Terrain types, badlands

caves

desert

fiedds or farmland

forest, heavy or jungle

fored, light

hills

marsh

mountains

plans

ships

svamps

town streets

taverns
Thicketsin a bettlefidd
Threatened creatures, firing or

throwing missles a
Threstened figures
Threatening, and guarding

and misslefire

and withdrawing

in aerid combat

in astral combat

movement into

vs. unarmed attacks
Threatening cregtures, firing or

throwing missles a
Three-piece rod
Three-quarter plate armor
Throw
Throwing knife
Throwing missles
Throwing or hand axe



Thrown weapons
Thrown-wegpon fighting style
Specidization
Tight weapon groups
Tools
Topography in abattlefield
Torch
Town dtreets as battlefields
Towns as battlefieds
Trampling
Transmute rock to mud
Trap and break
Trapping
in duding
Trebuchet
Trident
Tripping
amount
as an unarmed attack
in duding
Trouble sense
Two-handed axe
Two- handed-wegpon fighting Syle
Specidization
Two-wegpon fighting syle
Specidization
Type of wegpons

U
Unarmed attack
Unarmed combat
Unarmed fighting style
Unconscious creatures

from pummding
Unhorsing

as an unarmed attack
Unsedting arider in aerid combat
Useamagicd item

V

Vehide handling

Vehicles

Vid

Vighility

Vison, in ethered combat
under water



Vorpa sword

W
Wagon
Wall defenses
Wall of fire
Wall of iron
Wall of stone
Wals
War club
War engines attack and defense values
War machines
costs and weights
miscellaneous
vs. other war machines
Warhammer
Warp wood
Water's effects on combat
Water in abatlefied
Weapon, descriptions
expertise
familiarity
grand mastery
group proficiency
groups
maneuvers
mastery
nonproficiency
proficiency
range
redrictionsin water
Specidization
Speed
speed's effect on action phase
vs. target Szefor critica hits
Wegpons, and ability bonuses
knockdown die
magica
martid arts
names
new
tables
trgpping with
used in ashidd wall
VS. armor types
Weapon-and-shidd fighting yle



specidization
Weaponspecific dyles
Weight of wegpons
Whip
Wild swing in duding
Withdrawing
Wizard spells on the battlefidd
Wood armor
Wooden palisades
Woods, heavy, in abattlefied
light, in a battlefidd
Wounds, binding
Wrestler vs. wrestler
Wresiling



