usetul GAME

Character classes

SYSTEM INFO
k8| SYs.POF

CLERIC
Flt Thee 1db per levet

No. of Spells

Xp Level Title Spell Level
1] { Maolvie None
L0 o Aelept t Firs
3000 K] I'riesl ¢ First
{1 Privstess)
CLERIC TURNING UNDEAD
Cleric's Undead Monster
Level Skelcton Zombie Ghoul Wight
| T 4 ] N
i 1 T 4 Il
A 1 H N i
FIGHTER
e Dace: 1ed8 per el
XpP Level Title
1] | Veteran
QUHH) e Winrtior
BT 4 Swordmsier
MAGIC-USER
Hu Pace. Ldt per leved
No. of Spells/
Xp Level Title Spell Level
{ 1 Mudaum ! Firm
Wt e Seer 2 Firsl
SHH A Conjurer 2 Fust
Plies | Secend
THIEF
Tt Dace: fedd per leved
xp Lavel Title
9 [ Apprentine
(PR 4 Foorpad
tLH M) 3 Rublbxt
THIEF SPECIAL ABILITY TARLE
Level of Experience
Special Ability i 2
Open Bodks [1343] 1h 20 L)
Find Fraps () H K] ]
Hemiove Traps (oI5} L] L 21
Chrnb Walls () 857 L] RY
Mine Silents {d%) 20 25 ki
Iide i Shadows (7)) n Ia &
ek Pexhots (7 20 25 an
Flear Nose {ledty) |-2 |- 1-4

Fxeept for “Hear Nowe,” each number s the Pacentage chance thae
the thuel as successtul i wsing that Speaal Mabiy, “Hear Noise™ s
deternnmed i smoilar wisk, using 1t

DWARF
Hit Dices [d# per bevel
xp Level Title
n | Dwatven Veteran
HHH) 3 Dwarven Warnoy
RET 3 Phwarven Swordmaster

Detect traps, sluling walis, slopig covvidors, new constructions: 26
Tulravasion 6y

30

ELF
U Dice T per besel
No. of Spelly/
XP Level Title Spell Level
(4 1 Veteran-Medinm 1 First
BRI b Warnor-Seer 2 First
OO0 i Swordinaster-Cojuser 2 Firs

phus ¥ Sevinl

Dutert secret or hindden diwors: 2t
fognmwe 1o P.udl\\:\ from phenils
Tulvavision Gl

HALFLING
Ehit Dycc: Bt per fevel
Xe Level Title
) 1 Halthing Veweran
LV i tallhng Warr
AHHY ' hdiling Swordmasees

Combat Bonuses:
=< bomus o Ariner Class when atacked by ereatmes Lieger than
nunese

1 Donnes v ehie Hie Rodl when using any smsste (see “Addmonat
Rulea”)

+ D banus o Indis ] Datatne

Flide i sworndlands 9097 sieess
Ftide v dungeon (shalows) !

ENCUMBERED MOVEMENT RATES TABLE

Normal
Speed Encounter Running

iFeet per Speed Speed
Encumbrance turn) (Feet per round)
up to A ¢ 12 1} 12
RIGBLITNSH i} ) RH
HUT-1200 ey ) o [31]
1200 -F0600 o1 30 10 30
L) 15 i) 15
01 and maore i 1] 1]

Basic Envuinbrance: unianmored = 300 oo, anmorer]l = Ty en

Agemis vounted as Lo and other treasures et jeacdey, agid s
foth) are comnted as 100 oo each.

CONTAINER VOLUME

Sl sack 240 e
Backpack HHE o
Lasrgre sk HEen

Saldfe bayg HHMY e

MULE MOVEMENT/ENCUMBRANCE

Miseenr Rate

up 1o 3000 n 120 uien
SOUT-GUHE cn o
GUBE cnor e i

Encumbirance




Spells

Cleric Spells: First Level

Cure l.xght Waunds®

Ruange: Touch

Duraton: Permanent

Effect: Any one lning creature
Detect Evil

Runge: 1207

Durtion: 6 wrns

Elfect: Exervdung wihim 1HY
Betect Magic

Runpe:

urunion: 2 turns

Effect: Exersthing withun (1
Light*

ange: 1200
Dueinon: 12 1arns
Etfects Volume of 507 dameter

Pmirctmn l'rum Evil

Runge: i

Ihn.uum 12 viarnes

Filear "The olere only
Purify Food and Water

Rupipe: 16

Duaranon: Permanent

Fhleet 1 oranan o 6 satcrshins
Remove Fear®

Range: ‘Touch

Puraton: 2 s

Elfece Ary one living creatire
Resist Cnld

Range: |

Due umn fitarns

EHear All creitures withun 30

*Spl smay be cast wids reseese effecs i DRE EXPERT Rubes

Magic-User Spells: First Level*

Charm Person
Range: §20
Puration. See below
Eflea (ne bying “person
[)clccl Magic
Range
Dusanon: 2 tuins
Etfecr Exervthang witha 60
Floating Disc
Range 1
Duration: 6 tarns
F e Dise tenunns within 6°
Hold Portal
Rusyge 1Y
Theration: 2212 (2dt) tarns
FHea: One door, gate, or similar portal
Light
ange: 200
Duranon: 6 aarons + i per Level of the magicaser
FHect: Volime ol WP dineter
Magic Missile
Hange: 154"
Durstion: 1 tamn
Ellect: Creates 1 or more arrons
Protection from Evil
Hange: 6
[uariton: 6 turns
Edfeer: The magwc-user only
Read Lang}unges
Range: @
Duritien: 2 wns
Effect: The mauw cuser only
Read \[agtc
Hange:
llurnmn | wurn
Eftea: The mage -user only
Shield
Range: 1
Duraton: 2 wrns
Etfecr: The magiec-wser only
Sleep
Range 2407
Pruration: =1t (1d 8 turns
Flfect 2-16 e Thee of Tivingg creatures within i 107 x -4 area
\cnlriloquism
Ratnge: 6ir
Daration: 2 tsens
Etfeet Ome mem or location

Magic-User Spells: Second Level

Continual Lught

Range. 120

Duraton: Poninanent

Elear Voldumie of 00" idhameter
Detect Evil

Ko bl)

Dutation: 2 tusns

Elfear Eversthing within 6V
Deteet Invisible

Range: 107 pet Lesel ol the magn -user

Luratien! fr turns

Effcer bhe magicuser only
ESP

Range: o’

Duranon: 12 varns

Efleo Al thaneghts in one ditecion
Invisibility '

Range 210

Daration: Permanent annl hroken

Elfect: One eseature or ohject
Knock

Range. G

Thuration: See below

Eifedt. One ek or bar
Levitate

Range (4

Duration: G tirrny 4 1 i per Loevel of the magic-user

Eifea: Dhe magicouser only
Lucate Ob_lecl

Range: 60" + W por Level of the magic-user

Duration: 2 orns

Eltca: One oljoot within range
Mirror Image

Range: 1

Dusathne 6 1urns

Flieet: | he augie-user vnb
Phantasmal Force

Range: 2’

Draration. Comentration

Fileor: A volinne 200y 00« 20
Web

Range 10

Duranon: A8 tiims

Flicie A voliome 10" x 107 x 1)
Wizard Lock

Hinge 19°

Puranon: Permanent

Fllect One portal or hink




Combat and ability adjustments

COMBAT SEQUENCE TABLE

Each side rolls tor innatine, using Jdi.
I Uhe side that wins the mitane swts st
1. Morale Check (monsters andd non-plaver chareers onlyy
2o Movement (using speod per ronnd), indading Defensing
Maneivers
Lo Missile fue combu tadditional)
i Chotwe targets
b Mahe e Rolls
o Roll Damape for has
1 Magic spedls
i, Chuwose targets
I Make Saving Throws o necessarns
e Apph resulis immediaeh
i, Eland-io-Hand combat
i Clhse 1argets
b, Make Hit Rolls
o Rolt Damage tor lus
U e side that oses the it then conipleres all sieps given
alene,
i 10AE handles all rereanng. sunsender. aod onhey speaal resulbis,

CHARACTER HIT ROLL TABLE

Target’s
AC 9 ¥ 7 6 53 4 3 1 1 =1
Roll [ E VI 1 T LA TN TS I N (T [T DR & S LU

ARMOR CLAMNS

Armaor type Armor Class

Noanun 4

| eather N
Chen Ml i

I'hate Mail

Shield Bonus of 1*

* 4 sheeld subtiaces 1 trom o Avmon Clins smber For exanple,
ann Mail alone v AC S0 bue with o shoeled o drops to AC L

—_

'ARIABLE WEAPON DAMAGE

Bt 1= punens ol dhamage Pdty (16} qroaints of danuge
Club Spuin
Dagper W Fhonmen
Sk st tdS  (1-8) poins of diage

Swond (potimal)
tBattle Axe
18 {1-10) paints of
damage:
*Pole Arm
f Dwo-Lianded Sword

[urch
(1-65) prmns of datieze
“Arrow (lang or shion I
Eland Axe
Mace
“uarrel torosshon

Short Sword .
1his westpon reguares 1o bvnds for use Atacker mav nor nse shickd
sl abway s Joses miname

Hlly

*

MISSILE FIRE TABLE
Maximum Ranges jin leet)

Weapon Short (+1)  Medium () Long (= 1)
Crassbew, (Lt ) [R{U 150
Long Bow 7 140 L0
Shart Bow b [0 a0
Shing ] S0 1456
Spear 2 U ]
Ol or Haoly Water L K] a0
Hand Axe or Dagger t 20 3u

Usinge Missiles: Remember to adjust fin
I Dexterin 5 Cover
2 Runge 40 Mz

a. Death Ray or Poison
b. Magic Wands

SAVING THROWS

d. Dragon Hreath
c. Rods, Staves or Spells

r. Paralvsis or Turn to Stone

a b ¢ d e
Clern 1! 44, It In 15
Fughier 1 I 14 15 I
Mageeuser 13 14 13 It 15
I'hiet 14 14 1% I 15
Dhward bl 4 1 13 12
kI 12 14 13 5 I}
Flalthog 5 0 T 14 12
Normal Man 14 15 HE i 17

PRIME REQUISITE EXPERIENCE ADJUSTMENT

Prime Adjustment 1o
Requisite Experience
35 - Wy
-8 TR
t-1 Neadjustment
14915 +0%
1618 + 1KY

ABILITY SCORE BONUSES AND PENALTIES

Ability Score

Adjustment

R =3 Venaln
40 =2 Tenaln
t-5 I Penaln
H-12 Sovadpstmem
IR K B LTTHTTH
[t-17 =2 Bons

) + 3 Bonus

INTELLIGENCE ADJUSTMENTS
Intelligence
Score Effect

b Fhas trouble with speab g, cnnot tead or wone
R Cannot read o write Cotmom
(I Castt wate simple Comanos worels
L ) No adpustiments: can read and wte Comnn and

Ahgnment Linguagues
IRE I + 1 Language
117 1 2 Lonnnuages
In + 3 Langrages
CHARISMA ADJUSTMENT
Retainers
Charisma Reaction Maximum
Score adjusiment number Monle
4 b I 1
15 -4 i 5
ti-y | 4 fi
-1z Noadjustment | ]
13-15 + 1 T H
17 + 1 s b
1] +2 G 1it

HIRING RETAINERS

i Fand NPOS

2 Explan the job. mihe ollet
3 Hare, buy equipment

1 Muake reciner sheet

o



Creating a new character

1. Raoll for Ability Scores
2. Choose a Class

3. Exchange Ability Score points

Your Prime Keguisite God ondy that score) goes ap 1 point foveach 2
peants that another Ability Scone goes down.,
Constitusiron ned Clurisma points can never be exchanged with

othiers

Destersy casmet be lowered (hue o may be rabsed 10y ou have s Thiet

or Halllmg character).

ooscore can be lowered below 90 TE s already 10 ar Jess, i enot

b lomered

+. Roll for Hit Points (see Character Classes)

5. Roll for Money (gp = 3d6 x 10)
6. Buy equipment: (see Equipment List)
7. Figure out your:

a. Armor Class

h. Character it Roll Table
c. Saving Throws {see Combai)

8. Note adjustments for Ability Scores

9. Give your Character 2 Name and Alignment

10. Get ready o play

HUMANS
Class Prime Requisite
Fightor Surength
Mugi-Lser Intelbigence
Clenic Wisdom
Fhel Erexweniy

{Na nmimnm scores lor husan characiers)

DEMI-HUMANS
Class Minimum Scores Prime Requisites
Dyiward Lo 4 St ondy
Eil [FITRE Stro= 1
Faliling Con 4 S+ Dex
Ihex

Complete list: weapons and equipment

WEAPONS

Item

Cost (in gp)

Axes:
Bartle Axe (two-harled)
Hand Axe
Bows:
Crosshow L, (lires guaricls)
Case with 30 quuirrels
Fonge Bow
Shit Bow
Qui\'cr witly 20 atrows
silver-tipped arrow
[Laggers:
Normad dagger
Silver digrger
Ewords:
Short Sword
Normal Sword
{wo-tHanded Sword
Uither Weapons:
"AMace
“*Club
Pole Arin woshandel)
*Sling with 30 Sling Stones
Spear
*War Hammer

e ]

30
10

* I hwese weapans miv be used by a deric

ARMOR

Item

Cost (in gpl

Leather Armor
Chinn Mail Armaor
Plate Mol Arnan
Shiedd

0
-0
1)

]

EQUIPMENT

ltem Cost {in gp}
Backpack 5
Flask ol Ol Ex
Hudw Svmbaol <h
Huoly Warer (L valy 25
Lantern 1
Mirtor (Iumd-sized, sieel) ]
Pole {wonnl, 107 Jonyg) ;
Rations:
Loy Rantons (preserved food

tor t person or | week) 5
Stmlard Ranons funpreserved food

tor | persan for 1 week) 5
Rope (311 long) !
Sicks:

Small ]

Large &
Spikes firon, 120 and sl Fammer 3
Thieses' Tools 25
Tinder Box (tlmr, steel, dey

woud shavings and 1wigs) 3
Torches () |
Waterskin (or winesking I
Wine (1 quirt} |
Waollshane {1 bunch) 11}

{Note: lems wall be addee 10 this list in the D&ED REXPERT Set.)



Playing in a group

Encounter Rules
Surprise

Fhere ts niore v an eticounter than just
walking mto g room aned seeing o omom
ster. For example. vou amght hinve
sneiked upoon the creatore — or gt
might have sneaked up on yvon! Yon
might nare a corner, and be completely
surprised to find o monster right there
Butif the monster is surprised. oo, then
vou would both stop tor o moment and
ook at cach orhier, The mutial surprise
on both sides would cancel out, B na
cifect except u short delay,

For example, lets ook back at vour
very st encounter — with the gohlin.
You entered the room. and the goblin
seresmed and swingg s sword ar vou,
bus missed, You didn't get 10 do any
thing before he had swang, becanse vou
were surprised,

In the ane-plyer adventine m thas
hookict. surprise has already been
worked out. The descniption tells von
whether you or the mansters — o bealy!
— ure surprsed.

Iy group adventures, vou roll 1o see
wlier is st priseed, and by how much, A
sov-saded cde (LAY 18 rolled ton cadh side,
and the results are compned o the
tollowing wan

Youare onlv surprised i vonrolla 1 oru
2 the same apphics o the monsters,

I fwth saedes are surprised, nenher side
can maone o fight durng tat rouand.,
Fhie mutual surprise cancels oun For
the next round, cither side igh go
fuse. soanother roll (on 16 again) i
wsed 1o decude. This s called rolling
lov Initative, and i descnibed below,

It oome sde sipprises the other, the
surprsed side must wat dusing the
first round, wiile the other side acts.
Fhose that canaer mighs spend the
tane attacking, tlking, or moving —
uven running iway!

It newher sude 1 surprsed, the DM
must derermine whieh side acts rse
my the round, by chocking futtative,

Initiative

When an encounter begmes, you might
act fivsr, or the monsier might go lirst

Fhis Oy called Tuitiative, 1 yon have the
unlative, you get 1o aat fiest, befine the
monster.

Toall ol vour gioup’s encotnters, v
will 10l] to see who has the initaon e, The
DN volls TG Tor the monsters, and one
of the plavers volls 1d6 for the chare.
ters i doesn’tmatter which plaver tolls
Whouver pers the higher number wins
the iniative, and swings st

When the paty Las the ininative, the
characters nuiy use the time 10 wlk,
ataek, move (Bghiters moving o e
fromt, tor example), or run away, Some
ronsters will also have sinilar chioices,
hut most will euher mlk or atack. Ve
tew monsters run away belone anvthing
lisppens,

I a monster has msore than one -
tacks it will ger aff of s sutacks before
sours i wins the initiative.

I cach side ralls the same number,
then sl the acuon happens at once; the
actiens e Usimultaneous,” and neithe
sule wins e imnative. Anacking charae.
ters can iy o i bin whanever ihe
vesubt, the monastess may abso make all of
thew atacks, even il you kil thesn with
vour First attacks!

Pursuit and Evasion

W eher side decides o run awav, e
ather sde may chise. Line s measured
m tounds for as leng as the chase oceues
1 he sidle canning awasy s “Fvadg,” and
those chasing are in “Forsut!

Yo may evade monsters if von can
move Laster than they cm and o vou
know whoere youw are going — so0 ame
again, o map becomes importnt. 1 the
monsters iare catching up, 1y droppiog
things! Unintelligent monsters oy stop
1o e tood. Intelligent monsters ma
stop 1o pick up teinsare, Inoeach ase,
there 1 o 305 chanee thin the monsters
will stop or slow down, Your DM will
mitke all the necessary olls,

ORDER OF COMBAT

Ao Each side rolls lor initiinive, using
1db.
. The side thit wins the inname

aets s

1. Morale Check (monsters and
non-plever chaniciers only)

2 Movement (using speed pes
rownd), including Delensive
Mineuvers

3 Missile fine combat inddinonal)
3. Choose trgers
b, Muke Hir Rolls
o, Roll Dinage for his

L Magic spells

a. Choose togens

b Make Saving Throws if nec-
CASITY

v Apply resubs immediarely

v HamdetoeFnd camlinm

A Choose tirpets

1 Make Hit Rolls

¢ Roll Damage for hits

C. 1he side that loses the insuative
then completes all the steps gnen
ibove.

13 The M bhandles all reoreanng,
surrender, and other spectal ae-
stles,

Combat Sequence

Luring a batde, the actions da not all
happen w onces Your DM will use a
chicekhse to be sure thae the battle o sun
properly, “The ist s adso given here tor
vour reference.

Lhis Combat Seguence inchdes ses-
crab opuonal tules, 15 yon are not using
the rule referred o (such as Missile
Fire). simply skip that swep.

Repeat steps A theough 1 as needed
unul the batle is over,



Additional rules

The ollowing rules should nat be used
by beginners. They oy be added afier
vou have plaved two or three group
gamus

Missile Weapons

You hive learned what to do wheon vour
charmwter gets intoa fight, but se far, vou
have only used a sword or dagger. These
are called “hand-to<hand”™ or mefee”
weapons (pronounced MAY-Lw)., Other
tvpes, called “missile weapons,™ sach as
how andd arrows, are handled somewha
differently.

Massile fire @5 a vpe of combar used
when the enemy iy too bar away to fight
hand-to-hind — in other words, more
than 3 feer aways Masile fire can be
affected by the distance 1o the enemy
{Razige). objects that the enemy ran hide
behind (Covery, the attacker's Dexterny
Score, and migic adjustments, if amy

Not all missiles are sl weapons.
Missile fire rules abso apply when o dhar-
saer throws snetlung at a monsier,
such as oil or holy water

Fhe various 1vpes ob Missile fire vou
can use, and the manges lov them, e
listedd un the Missile Foe Table:

The first group of weapons are devices
that fire missiles; the second group e
missiles sour charaoer throws by hand.

Whenever vour characier buys one of

these items, vou should mke 4 note of

the 1anges. For example, 4 Long Bow
shoukl he listed as 70-140:210, the long-
est distances it can shoot in each Range
ategory.

Device: A missile bire device is o weapon
tha fires missiles, sich as a4 bow or
crossbow, Devices cannit be used in

hand-t-hand combat, or aganst tagets
within 3 teel,

A crossbow s simslar to o normal bow
(long or short), but s held horzoniadly
and shot by pulling o rigges, winch
releases the siring.,

A shing is o leather pocket with long
stringss the user holds the strings and
pitts @ stone i the pocket, The stone 3y
thrown by swinging it arowmd and re-
leasing one steing ar the right time. A
sling s the only missile weapon usible by
Glerics,

Thrown Weapons: A spear, dagger, or
hand axe may he either thrown or held.
They are good weapons to use when the
monsters are nearby, as the character
cun use any thrown weapon in hand-to-
hand combat. 1P the weapon is not

MISSILE FIRE TABLE

Maximum Ranges (in feer)

Weapon Short (+1) Medivm {0y Long (= 1y
Crosshow (1.t} ) i 180
Long Bow 70 10 210
Short Bow a0 1§ 1501
Sling J0 S0 160
Spear ) -0 £
il oy 10 40 a0
Hildy Winer
tiand Axe 10 24 30

or dagger

a4

thrown, Strength bonuses are used m-
sead of Dexteritv, and a0 suljustinents
e made for Runge or Cover, A dagger
or hand axe may be theown at an oppo-
nent within mnge. Each sapins i the ar
striking with the hlade frwiard.

A spear is o long shalt ol woud or
metal with o sharp tip. and can be
thrown siraight at an opponent. [t has
the best mnge of any tirown missile.

e

Holy Water: This is water which has
been specialty prepased by a Cleric for
use agiinst Undead creatores. b can be
used by any chiracter. Haoly Water must
be keptin small, specially prepared ghiss
bottles (known as vials) for it o remain
tHoly. The cffect of one vial ol Hol
Witer on an Undewd creature is 1.8
(LdB) poines of thunage. For it b Giiuse
damage, it must successiully srike the
targel, thus breaking the vial Boonen
cither be thrown (using missile e
rules) or userl hand-n-hand (using vos-
mal combat rules,

Oil: Ol s carried in small boules
(hnuwn as Flasks), and is often thrown ay
missiles. [may also be spread ona floor
In cither case, it will he slippery but not
dangerons until s liv by flante,

Ome sk of ol wall make a pool 37
dumcter, which will born our e one
wrof it Burning ol will ciuse §-8 (1d8)
pomts of damage per round 1o viciims in
the thames, including any creature irving
o cross 2 pool of burning oil. il thrown
at a creature wilt either miss {torming .
pool where i Lalls) or hie I5i haes, o will
drip ol Fin o few rounds; il the swenm
will wake damage for 2 rownds at most

Onl may be hit with any flune, such asa
torce Hoa torch is thrown ot a creature,
another Hit Roll must be made, bur the
creatute’s normetl AC i not used; the
target of any thrown torch s 1rcated as
AC 10, regardless of the actual Armor
Class of the target (but the roll s ad-
justed as explaned below),

As with Holv Warer, oil may be used
ether as o msstle or in hand-to-hand
counbat,

Missile Fire Hit Roll Modifications

Mussile ire sules ate used when the
tgel i 5 away or more, Normal com-
bat rufes are used af the targer is within
5 A wmissle fire device will aantona-
iGHi miss o targer within 57 unless the

tat el cannol imose



Playing in a group

When vour chidracier fres to use any
tvpe of nussile tire, adjust your normal
Hit Roll for the follining things

L. Dexierin
2 Range
A Cover
4. Magic

1. Dexterity: Include any bonuses o
pemlties 1o your Hit Roll due o hagh or
low Dexteritv. You miv have an adjust-
wment from =% 10 + 3, dependmg on
vour Dexterinn Score (as given iy the
“Bonuses and Pepalties lor Aty
Scores” cliart, on page b

2. Range: A weapon can only e thrown
or shot 1o the longest distance on the
chart, This is called weapon™s range. For
exanple, vou can't thiow o spear any
Turther than 60 leer.

Ask your DM whin the range to the
target is, in feet. The DM oy preder o
give vou the generad range instead of the
exact distance, and may ask vou which
missile weapon you ate usmyg,

H the range is shert, sou add D rosour
it Roll. [ ithe disiance 1o the trget is
hetween the numbers given forshorf and
medinm vanges, there is no adjustment. 11
the distance 1o the trgen s greater tan
the smber given for medium range, b
sull within the muximum range, yon
must subtract 1 from your Hin Rull {The
bemts and penalty e noted on e
chart, as o reminder.)

hus, a ctosshow can shoot Tarthe
than any other weapoa, and an axe ot
dagger can only be thrown at a nearby
Liyget,

4. Cover: The encmy may be barder to
it because it s biding behind some-
thing: this is called cover. Conver coulbd be
gained by hiding behind a bl or chair,
ot a tree or boulder oumdoors, A shield
durs not grovide cover.

I cover is used, vour DM should
mention that the monster has cover and
will apply penalties 1o vour chuances to
b, You should alwavs be wld Gf the
mansier has cover, but vou might oot
know how many penaliies apply. These
penalties are determined by the DM and
range from =1 lor paraal cover 1o =
tor full cover,

4. Magic: i you are under i magic spell
which helps your chances 1o hit, that

applics heve o vour wdventures, you
may discover magical mussiles — arrows,
crosshow  bolis, and so torth — and
bonuses from such magic abw apply 10
yvour Hit Rudl

Variable Weapon Damage

Whenever you hit o muonster i your
adventures so far, your characier’s
weapon mbheed 16 (ldhy points of
damage. But it we consider the bhatde
realisncally, o dagger should do less
damage than a sword (or exinuple),

Fhis advanced damage svsiem allows
different weapons 1o infler differem
amounts of damage. The damage doae
by cach weapou tyvpe s ginen on the
chisrt below,

Some weapons ci onh be proparly
wsed with two hands, These are noted
with an asterask (%)

The large smount of damage done by
two-handed weapons is balanced by iwo
penalties: the attacker cannet e @ shicld,
sl will always fose the puttetive, whatever
the roll may be, The Lk of o slneld will
recdduce the character™s Armor Class
while that weapon is beimg used {(undess,
of conrse, n slield wis ased i the tiest
placel

VARIABLE WEAPON
DAMAGE TABLE

4 (1=1) poimts ot damage
Club
Dagger
Sling stone
lorch
Ld6  (1-0) poines of damage:
“Artow (long or short bow)|
fland Axe
Miwe
*Quariel {rosshow)
Short Swaord
Spear
War Hammer
1ds  (1-8) points of damage:
Suword (normaly
*Hattle Axce
(1-30) points of danage:
*Pale Arm
*[wo-Flanded Sword

1d10

“This weapon requines two hands lin
use. Amacker nuny not use shaekd and
always loses inflisnive

b

Combat Maneuvers

I'he following special forms of defense
movement are usable by any ciracter
hand-to-hand combiat, They may aiso be
used by monsters, [ a plaver wants to
use one of these maneuvers, he or she
must sav so before rolling tor initianve,
1 hese imancuvers may not be used if nat
dedlared before that roll.

I o character is near o batide but is oo
tighting hand-to-hand, thar character may
move noranlly, The movement rite de-
pends on the amount of weight carred, as
expluned in the section on Encimbrance.

Any monster or character using 4
mancuver explained heveafter iy called
the “delender” "The opponent is called
the "atacker”

Fighting Withdrawal

t a detender iy engaged in combat and
wishies to ik up slowly while tighting, the
manetner s called o Fightmg Withdrmed,

The defender must hinve tomm to
back up. In crowded situations, those
behind the defender will get in the way,
preventing the maneuver from suceecd-
mg! IF reom permits, the detender may
move at Y the normal movement rue.
or dess, The witacker may oliow and
continue atacking, but the delender
may atack in return.

Retreat

Ha delender wants 1o back out ol fight
ar more than 22 the nosmal movement
ate, the muneuver s Gilled o Retreat

The attacker gaims a + 4 boous on all
Elit Rolls, and the defenders AC is calk-
culiated without a shicld, The defender
may not attack m return,

EXAMPLE: Huxley is a.fighten wear-
ing plaie.mail armor and a shield (AC
2). He opens a dour and s attacked
by a gargoyle. He has heard thin
gargovles can enly be hit by magic
weapons, and he has only normal
ones. AL the moment, he 1s blocking
the doorway. He tries 1o use a fight-
ing withdrawal so other, characters
can get into the hatde.

As he is backing up, the gargovie
wounds him hadly. He decidés to
retreal, 16 survive, ‘Fhe gargoyle at-
weks him as he runs, gaming a +2
bunus on its chances to hit AC 3
{(Huxley’s AC without shield).



