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[bookmark: _Toc214895584]A.	Calculation of Attack Value
Add the following factors:
Level x Class Attack Factor (Table 11)
Strength Modifier (Table 4)
Dexterity Modifier (Table 5)
-1 per 50 encumbrance pts. of miscellaneous encumbrance and extra weapons (after modification for Strength (Table 4)))
Armor Modifier (Table 6, modified by plus (Table 10))
Shield Modifier (Table 7, modified by plus (Table 10))
Weapon Modifier (Table 8, modified by plus (Table 10))
Training
Add the following factors for spells and potions and similar effects from other sources
10 if a Greater Blessing spell is active
5 if a Bless spell is active and a Greater Blessing spell is not active
-5 if a Slow spell is active
10 or 10% of the total, whichever is greater, if a Speed effect is active
5 or 5% (rounded) of the total, whichever is greater, if a Haste spell is active and a Speed effect is not active or if both Speed and Slow are active
Add any situational bonus or penalty 
Subtract the total from 100.
[bookmark: _Toc214895585]B.	Calculation of Shield Bash Attack Value
Shield Bashes are allowed for characters above a certain level as shown in Table 15. When used, a shield bash is calculated as shown below.
Add the following factors:
Level x Class Attack Factor (Table 11)
Strength Modifier (Table 4)
Dexterity Modifier (Table 5)
-1 per 50 encumbrance pts. of miscellaneous encumbrance and all weapons (after modification for Strength (Table 3))
Armor Modifier (Table 6, modified by plus (Table 10))
Shield Modifier (Table 7, modified by plus (Table 10))
Divide this sum by 2 (rounded)
Add Training
Add the following factors for spells and potions and equivalent effects from other sources
10 if a Greater Blessing spell is active
5 if a Bless spell is active and a Greater Blessing spell is not active
-5 if a Slow spell is active
10 or 10% of the total, whichever is greater, if a Speed effect is active
5 or 5% (rounded) of the total, whichever is greater, if a Haste spell is active and a Speed effect is not active or if both Speed and Slow are active
Add half of any situational bonus. Subtract the full amount of any situational penalty. 
Subtract the total from 100.
[bookmark: _Toc214895586]C.	Calculation of Missile Weapon Attack Value
Add the following factors:
Level x Class Attack Factor (Table 11) divided by 2
Dexterity Modifier (Table 5)
-1 per 50 encumbrance pts. of miscellaneous encumbrance and extra weapons (after modification for Strength (Table 4))
Armor Modifier (Table 6, modified by plus (Table 10))
Shield Modifier (Table 7, modified by plus (Table 10)) 
Weapon Modifier (
Table 9, modified by plus (Table 10))
Training
Add the following factors for spells and potions
10 if a Greater Blessing spell is active
5 if a Bless spell is active and a Greater Blessing spell is not active
-2.5 if a Slow spell is active
5 or 5% (rounded) of the total, whichever is greater, if a Speed effect is active
2.5 or 2.5% (rounded) of the total, whichever is greater, if a Haste spell is active and a Speed effect is not active or if both Speed and Slow are active
Add half of any situational bonus. If shooting at medium/long range without aiming, add 1/3 of the situational bonus. Add the full amount of any situational penalty. 
Subtract the total from 100.
[bookmark: _Toc214895587]D.	Rolling an Attack
Add situational modifiers (e.g. stunned opponent) to Attack Value
Roll 1D100
If the value rolled is ≥ 96, roll another 1D100 and add to the previous roll(s)
As long as the rolls are ≥ 96 repeat the previous step

The nominal miss chance is 10. Some spells and situations may modify that. 
If the roll is ≤ Miss Chance, the attack fails. A fumble may have occurred on rolls of 10 or less.
If the total after all rolls is ≥ the Attack Value (and above the Miss Chance) then the attack succeeds.
If the roll is > 90 the attack succeeds, even if the Attack Value is greater then 90.
[bookmark: _Toc214895588]E.	Calculation of Melee Base Damage
Add the following factors:
Weapon damage (Table 8)
Strength Damage Bonus (Table 4)
Class /Level Damage Bonus (Table 13)
Exceptional Mass Damage Bonus (Table 15)
1 point per plus of the weapon
Special factors (e.g. spells, weapon abilities)
[bookmark: _Toc214895589]F.	Calculation of Shield Bash Base Damage
Add the following factors:
1D4
Strength Damage Bonus (Table 4)
Class /Level Damage Bonus (Table 13)
Exceptional Mass Damage Bonus (Table 15)
Special factors (e.g. spells, shield abilities)
[bookmark: _Toc214895590]G.	Calculation of Missile Weapon Base Damage
Add the following factors:
Weapon damage (
Table 9)
Class /Level Damage Bonus (Table 13)
For Thrown weapons only:
	Strength Damage Bonus / 2 (Table 4) (rounded[footnoteRef:1])  [1:  Rounding is round to even. This is currently wrong in the Combat program as this was not how Python 2 did rounding. This will be fixed when I release a version using Python 3. ] 

1 point per plus of the weapon
Special factors (e.g. spells, weapon abilities)
[bookmark: _Toc214895591]H.	Additional Damage Calculation
Subtract the Attack Value from the Attack Roll. This value is the Overhit.
If the Overhit is less than 5, no extra damage is added
Divide the Overhit by 15, saving both the integer divisor and the remainder.
Roll integer divisor number of D4s and sum them.
Add 1 to the sum if the remainder is between 5 and 9.
Add 2 to the sum if the remainder is between 10 and 14.
[bookmark: _Ref129695493][bookmark: _Ref129695534][bookmark: _Ref129695577][bookmark: _Toc214895592]I.	Segment of Attack Calculation
Add the following to determine speed factor:
Dexterity Speed Factor (Table 5)
Weapon Speed Factor (Table 8 or 
Table 9)
Class/Level Speed Factor (Table 12)
-1 if weapon is +1 to +3, 
-2 if it is +4 to +6, 
-3 if it is +7 to +9, etc. (NOTE: only base plus counts, not secondary bonus)
+2 if encumbrance is greater than or equal to 900 encumbrance pts (after accounting for Strength modifier (Table 4))
+1 if encumbrance is between 450 and 900 encumbrance pts (after accounting for Strength modifier (Table 4))
-1 if a Haste spell is active and a Speed potion/spell is not active

The segment to attack comes from the table below:
 
	Speed Factor
	 Segment

	1-3
	1

	4-6
	2

	7-10
	3

	11-14
	4

	>14
	5


[bookmark: _Ref214891077][bookmark: _Toc214895663]Table 1: Segment of Attack
If a speed potion/spell is active, reduce the attack segment by 1.
If a Slow spell is active increase the attack segment by 1. 
[bookmark: _Toc214895593]J.	Shield Interposition Calculation
Add the following factors:
Base Interposition for the shield type (Table 7)
Class/Level Factor (Table 14)
2 for every plus of the shield
Training
The shield interposition is limited to 90%
To attempt to interpose a shield, roll 1D100. If the roll is less than or equal to the shield interposition value, the shield was successfully interposed.
[bookmark: _Toc214895594]K.	Parry Calculation
Multiply Level by Class Attack Factor (Table 11)
Apply multiplicative parry adjustments
Apply additive parry adjustments
The parry value is subtracted from the opponent’s chance to hit.

A parry takes the place of an attack or a bash. A parry can be used in any segment and can replace any unused attack (i.e. you can parry in a segment when you do not have an attack and can choose to replace a bash even if you have not yet swung). Parry’s are targeted at a single opponent. If the opponent does not attack (chop, bash, or missile) in that segment, the parry does not count as being used. There is no cycle time between parries (one can parry in 2 consecutive segments).

If you attempt to parry, the only other actions you can attempt in that segment are ones you can also do while chopping 

Dodge is an alternative name for Parry. Feel free to say you are dodging or parrying a blow. It’s the same thing. 
[bookmark: _Toc214895595]L.	Movement Rate
Add up total encumbrance
Multiply by the Strength Effect upon Encumbrance Factor (Table 4)
Calculate Base movement rate (Table 16)
For creatures with base movement rates different from the standard use the percentages from the third column to adjust the movement rates. 
Double if a Speed or Movement Speed effect is active
Multiply by 4/3 (rounded) if a Haste spell is active and a Speed effect or Movement Speed[footnoteRef:2] effect is active [2:  Speed effects may be equivalent to a Speed spell or may only affect movement e.g. Boots of Speed). For clarity we will call the second category Movement Speed effects. ] 


This is the movement rate in feet/round. Convert to 5’ squares per round (Table 18).

Note: All movement calculations are based on the movement rate in feet/round. Conversion to squares is done at the end, e.g. if retreating at 1/3 of your movement rate, calculate the rate in feet/round and then convert instead of using 1/3 of your rate in spaces/round. This is done to limit the impact of rounding the granular spaces /round movement rate. This applies to everything that changes movement rate (Speed, Haste, Slow, racial modifications, etc.)
[bookmark: _Toc214895596]M.	Disengage Chance
Multiply Level by Class Attack Factor (Table 11)
Add the movement rate.
This is the Disengager’s Disengage factor.

Do the same for the Opponent’s Disengage factor.

The Disengage chance is 50 + Disengager’s Disengage factor - Opponent’s Disengage factor.

If the Disengage roll is successful (i.e. below the disengage chance or above 100 - (the disengage chance)), then the Disengager gets to move back one space. If it fails, the Disengager can retreat anyway and the Opponent gets a free attack immediately or the Disengager can remain engaged and the Opponent gets +35% on his next attack.

Instead of disengaging, an entity in combat may backup at 1/3 (rounded) of its normal movement rate (Table 16). The attacker can follow, staying engaged, and attack if its movement rate is adequate. The attack may be at a minus if the attacker’s movement rate is slow relative to the rate at which the entity is retreating. The penalty is defined in Table 17.

You cannot attack while backing up (i.e. if you move more than one space in the segment). 

Note: Any creature with a movement rate of 25 ft/round or greater may shift 1 space per segment when engaged in combat. If the creature’s movement rate is less than this, the creature may only shift in segments in which it would normally get to move.
[bookmark: _Toc214895597]N.	Number of Attacks per round
Each combat round is divided into five segments numbered 1-5.  Movement occurs in each segment before attacks are resolved.  A character can make no more than one melee action (a melee attack or a shield bash) per segment.

In each round, a character may first attack or shield-bash an enemy on the segment number shown in Table 1(call it N), provided he was engaged with his target at the end of each of the previous N segments.

Two characters who are aware of each other are considered engaged when they end movement for a segment one square apart, i.e. on adjacent (including diagonally adjacent) squares.  Movement is completed before engaged status is determined; temporary adjacency during movement is irrelevant.  Some large creatures may have extra reach that enables them to engage enemies more than one square away. It is possible for one of two adjacent characters to be engaged while the other is not if one character is unaware of the other.  For example, if A, who is invisible, moves adjacent to B, who cannot see invisible or otherwise know of A’s presence, then A has engaged B but B has not engaged A.  After A attacks, presumably B is aware of A.  In that case they are both engaged.  B can attack A, probably with a large attack penalty if A is still invisible.

Some characters are allowed more than one melee action per round, depending on class and experience as described in Table 19.  Such a character may take a melee action on one or more subsequent segments in a round provided he meets three conditions for each segment of attack:

1. The attacker and his target were engaged at the end of each of the preceding N segments (where N is the number of segments in Table 1).

2. The attacker has not expended all his attacks and bashes for the round as shown in Table 19. 

3. The attacker has not attacked or bashed any target during a required number of idle segments since his last melee action. For characters with 3 or fewer attacks and/or bashes per round this required number of idle segments is the segment number shown in Table 1. For characters with 4 or more attacks and/or bashes the required number of idle segments is zero.  

A character with both attacks and bashes available may choose to exercise them in any order.

Examples: A level 18 fighter gets three attacks per round (Table 19).  If he strikes on segment 1 (Table 1) he can attack on segments 1, 3 and 5. He will then be able to attack again on segment 1 of the following round.   A level 15 Thaumaturgist gets two attacks per round (Table 19).  If he attacks on segment 2 he can attack on segments 2 and 5. He will be able to attack again on segment 2 of the following round.

Under some circumstances, such as attacking an unconscious creature or beating on a wall, the above attack segment limitations may not apply.  See 
Table 20 for common exceptions.  The GM may apply other modifications to attack sequences ad hoc. 
[bookmark: _Toc214895598]O.	Statistics modification (other than Strength)
In some cases, the order in which statistic modifying effects are applied matter. Some modifying effects (e.g. Heighten Dexterity) have an upper limit on the improved statistic. The following rules are for standard items; there are special items that work differently. 

First, apply effects that directly increase the statistic and do not have an upper limit (for example, an earring of +1 Dexterity). 

Next apply effects with a limited range of effect (e.g. Heighten Dexterity will not raise Dexterity above 30). If there are effects with different upper limits, apply the ones with the lower limit first. 
[bookmark: _Toc214895599]P.	Strength modification 
There are six standard types of Strength modifying effects:
Strength +x (e.g. a Ring of Strength +2)
Strength Spell (limits at 30)
Improved Strength Spell (limits at 40)
Ogre Power (item) (Table 21)
Giant Strength (spell, potion, and item) (Table 21)
Times Strength (Table 21)

These effects are applied in the order listed. Multiple instances of the first three classes of effects will cumulate, subject to the limits shown. 

For Ogre Power and Giant Strength, one can gain each effect multiple times for items and once for a spell / potion. 

For Times Strength, only a single effect is allowed. If a second effect is applied, it replaces the previous one (even if the random multiplier is smaller). 
[bookmark: _Toc214895600]Q.	Absorption Effects
The combination of effects that increase absorption is complex. There are many types of effects, and many have special rules about how they interact. The table below shows the major categories of effects and the rules for adding effects. 

Absorption effects are typically effective against any physical attack. There are some that only add absorption against attacks from a specific type of enemy (e.g. undead). Some spells have different effect depending on the type of attacker. Absorption effects against different types of attacks do not interact (e.g. Protection from Evil adds +1 absorption and an additional +2 absorption bonus against attacks by undead. Armor of Kurn adds +10 against attacks by evil beings. When attacked by an evil undead, the bonus is +13 (+1, +2 undead, +10 evil). Effects within each group cannot be stacked. If they have variable strength, only the strongest takes effect. 

	Effect
	Effective Against
	Special Rules

	Protection
	Physical
	Only the largest Protection effect or magical armor bonus counts. Magical Shield bonuses do not matter.

	Protection from Evil
	+ 1 Physical
+ 2 undead or enchanted monster
	Cumulative with Protection and Magical armor bonus.

	Shield Wall
	+3 Physical (no armor) or
+2 Physical (with armor)
	Only against attacks from the front. 

	Static Shield (1-5)
	Physical
	Only the largest value applies

	Invulnerability (1-4)
	Physical
	Only the largest value applies

	Armor of Kurn
	+2 x CL Evil
	

	Shield of Kurn
	+10 Evil on Shield
	+5 if Armor of Kurn also active. Only works when shield is interposed. 

	Dispel Evil / Banish Evil
	+7 (Dispel) / +10 (Banish) 
Evil Summoned 
	

	Improved PE / Greater PE
	+3 (Imp) / +5 (Gtr) Physical
+2 (Imp) / +3 (Gtr) Evil
	Does not cumulate with the base +1 absorption of PE. Acts like Protection. (e.g. when attacked by an evil being, count Greater PE as +8 Protection.)

	Greater Blessing
	+ (CL/5) Evil
	

	Kurnian Invulnerability
	+5 Physical
+ (CL/3) Evil
	

	Bracers of Absorption
	Physical
	These count as armor and only the larger absorption of the armor or bracers count. These do cumulate with shields. They do not combine with any mu spells or protection magic items.  

	Bracers of Mage Defense
	Physical
	These count as armor and only the larger absorption of the armor or bracers count. These do cumulate with shields. They do not combine with protection magic items.  They will combine with any MU spells.

	Natural Armor
	Physical
	Only the last applied form of Natural Armor is effective. 


[bookmark: _Toc214895664]Table 2: Combining Absorption Effects
[bookmark: _Toc214895601]R.	Item Slot Limitations
Different parts of the body have limits on the number of magic items that can be worn together. This typically applies only to Mazdocian magic items. Items of different sorts (Dregn, metaphysical, etc.) may work in addition even when combined with Mazdocian magic items. Table 3 shows the limits by body slot for Mazdocian magic items and non-Mazdocian items specified to adhere to the same limitations. 

Metaphysical rings are also limited to two, but may be worn in conjunction with Mazdocian rings (i.e. one can wear two Mazdocian and two Metaphysical rings). 

	Slot
	Item Types / Notes
	Number

	Feet
	Boots
	1 pair

	Shield
	
	1

	Waist
	Belt
	1

	Arm
	Bracer, Bracelet, Armband, Bracers. There can be at most one item per arm. So a pair of bracers will fill both arm slots. Most items come as pairs. 
	2 

	Belly
	Girdle
	1

	Neck
	Necklace, Amulet
	1 each

	Finger
	Ring
	2 (1 per hand)

	Hand
	Gloves, Gauntlets 
	1 

	Head
	Helm, Circlet
	1

	Ears
	Earring
	2 (1 per ear)

	
	Baldric
	1

	Armor
	Includes a helm which can be replaced with a helm with specific abilities, but for high armor plus this may introduce penalties
	1

	Cloak / Robe
	A robe will not fit over plate and may not fit over scalemail.  Someone wearing a robe over armor will suffer a combat penalty.
	1

	Weapon
	Highly intelligent, Semi purposeful and purposeful weapons will not tolerate another magical weapon with any intelligence being used simultaneously. Subject to normal combat restrictions of fighting with two weapons, e.g. no shield, no two -handed sword, two bastard swords is ungainly and will have combat penalties etc.
	2


[bookmark: _Ref214891083][bookmark: _Toc214895665]Table 3: Mazdocian Magic Item Body Slot Limits
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	Strength
	Attack Modifier
	Damage
	Enc Multiplier

	1
	-10
	-2
	1.5

	2
	-10
	-2
	1.5

	3
	-10
	-2
	1.5

	4
	-5
	-1
	1.2

	5
	-3
	0
	1.1

	6
	-3
	0
	1.1

	7
	-1
	0
	1.05

	8
	-1
	0
	1.05

	9
	0
	0
	1

	10
	0
	0
	1

	11
	0
	0
	1

	12
	0
	0
	1

	13
	0
	0
	1

	14
	2
	0
	0.975

	15
	2
	0
	0.975

	16
	4
	1
	0.95

	17
	5
	1
	0.95

	18
	6
	2
	0.925

	19
	7
	2
	0.9

	20
	8
	3
	0.875

	21
	10
	3
	0.85

	22
	10
	5
	0.825

	23
	10
	5
	0.8

	24
	10
	6
	0.775

	25
	10
	7
	0.75

	26
	10
	8
	0.725

	27
	10
	9
	0.7

	28
	10
	10
	0.675

	29
	10
	12
	0.65

	30
	10
	13
	0.625

	31
	10
	15
	0.6

	32
	10
	17
	0.575

	33
	10
	18
	0.55

	34
	10
	20
	0.525

	35
	10
	22
	0.5

	36
	10
	23
	0.49

	37
	10
	25
	0.48

	38
	10
	26
	0.47

	39
	10
	29
	0.46

	40
	10
	31
	0.45

	41
	10
	34
	0.44

	42
	10
	36
	0.43

	43
	10
	38
	0.42

	44
	10
	41
	0.41

	45
	10
	44
	0.40

	46
	10
	46
	0.39

	47
	10
	49
	0.38

	48
	10
	52
	0.37

	49
	10
	55
	0.36

	50
	10
	58
	0.35

	51
	10
	61
	0.34

	52
	10
	64
	0.33

	53
	10
	67
	0.32

	54
	10
	70
	0.31

	55
	10
	73
	0.30



[bookmark: _Ref214972811][bookmark: _Toc214895667]
Table 5: Dexterity Effects
	Dexterity
	Attack Modifier
	Speed Factor

	1
	15
	2

	2
	15
	2

	3
	15
	2

	4
	20
	2

	5
	24
	1

	6
	27
	1

	7
	30
	1

	8
	30
	0

	9
	35
	0

	10
	35
	0

	11
	35
	0

	12
	35
	0

	13
	39
	0

	14
	39
	-1

	15
	43
	-1

	16
	43
	-1

	17
	46
	-2

	18
	49
	-2

	19
	52
	-3

	20
	55
	-3

	21
	58
	-4

	22
	61
	-4

	23
	64
	-5

	24
	67
	-5

	25
	70
	-6

	26
	73
	-6

	27
	76
	-7

	28
	79
	-7

	29
	82
	-8

	30
	85
	-8

	31
	88
	-9

	32
	91
	-9

	33
	94
	-10

	34
	97
	-10

	35
	100
	-11

	36
	103
	-11

	37
	106
	-12

	38
	109
	-12

	39
	112
	-13

	40
	115
	-13

	41
	118
	-14
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Table 6: Armor
	Armor 
	Absorption
	Attack Modifier
	Encumbrance

	None
	0
	0
	0

	Leather Jerkin
	See note
	-3
	130

	Leather
	2
	-6
	260

	Light Chain
	3
	-10
	310

	Chain
	4
	-12
	510

	Chain with Breastplate 
	5
	-17
	710

	Mithril Light Chain
	5
	-1
	140

	Scale
	5
	-18
	710

	Plate
	6
	-24
	910

	Mithril Chain
	6
	-1
	230

	Mithril Scale
	7
	-6
	340

	Mithril Plate
	8
	-12
	450



Notes: 
All armor comes with an appropriate helm. Leather Jerkin and Mithril Chain helms weigh 5, all others weigh 10. (These weights are included in the listed encumbrances.)

To calculate encumbrance of magical armor, subtract 10% for every plus (i.e. +3 armor has 70% of the encumbrance of normal armor). The encumbrance of armor cannot be reduced below 20% of the normal encumbrance (i.e. magical plusses beyond +8 have no further effect on encumbrance).

Leather Jerkins (normal and +0) have a 66% chance of absorbing 1 pt of damage. For Leather Jerkins of +1 or greater, their absorption equals their plus (e.g. +2 Leather Jerkin absorbs 2).

[bookmark: _Ref215490822][bookmark: _Toc214895669]Table 7: Shields
	Shield
	Absorption
	Attack Modifier
	Encumbrance
	Interposition

	None
	0
	0
	0
	0

	Small
	3
	-6
	50
	33

	Medium
	3
	-12
	100
	50

	Large
	3
	-20
	200
	66

	Small Mithril
	5
	-1
	22
	47

	Medium Mithril
	5
	-1
	45
	64

	Large Mithril
	5
	-7
	90
	80



Notes: 
To calculate encumbrance of magical shields, subtract 10% for every plus (e.g. a +3 shield has 70% of the encumbrance of normal shields). The encumbrance of a shield cannot be reduced below 20% of the normal encumbrance (i.e. magical plusses beyond +8 have no further effect on encumbrance).

Shield Interposition increases by 2% for each plus (e.g. a +4 shield has an 8% better chance of being interposed)
[bookmark: _Ref215490833][bookmark: _Toc214895670]
Table 8: Melee Weapons
	Weapon
	Attack Modifier
	Damage
	Speed
	Encumbrance

	Light Sword / Scimitar
	3
	1D6-1
	3
	35

	Long Sword
	-6
	1D6
	5
	40

	Broad Sword
	-6
	1D6+2
	6
	50

	Bastard Sword
	-14
	2D6(+2)
	7
	100

	Two Hand Sword
	-20
	(2D6+4)
	10
	150

	Dagger
	-18
	1D4
	2
	20

	Battle Axe
	-10
	2D6(+2)
	8
	100

	Hand Axe
	-5
	1D6
	3
	50

	Sledge
	-6
	1D6
	6
	40

	Mace/War Hammer
	-3
	1D6*
	7
	50

	Flail
	-3
	1D6**
	8
	150

	Staff
	-3
	1D4
	5
	70

	Club
	-3
	1D4
	4
	30

	Spear
	-15
	(1D6+2)
	8
	100

	Morningstar
	-13
	2D6+2*
	10
	100

	Great Axe
	-19
	(3D6)
	9
	125

	Halberd
	-15
	(2D6+1)
	11
	175

	Baton
	-3
	1D4
	4
	30

	Two hand Hammer
	-8
	(2D6*)
	8
	100



Notes: 
To calculate encumbrance of magical weapons, subtract 10% for every plus (e.g. +3 weapons have 70% of the encumbrance of normal weapons). This only applies to the base plus, not extra plusses that are applicable in special circumstances. The encumbrance of a weapon cannot be reduced below 20% of the normal encumbrance (i.e. magical plusses beyond +8 have no further effect on encumbrance).

* +2 damage against heavily armored opponents (scale or plate)
** +2 damage against interposed shield
() values in parentheses are for two handed use
[bookmark: _Ref215490973]

[bookmark: _Toc214895671]Table 9: Missile and Thrown Weapons
	Weapon
	Attack Modifier
	Damage
	Speed
	Encumbrance
	Range(feet)
	Rate

	Dagger
	-18
	1D4
	3
	15
	20/40/60
	3

	Spear
	-12
	1D6
	9
	100
	17/33/50
	1

	Javelin
	-15
	1D4
	7
	60
	27/53/80
	1

	Hand Axe
	-22
	1D6
	7
	50
	17/33/50
	3

	War Hammer
	-9
	1D6
	8
	50
	10/20/30
	1

	Small Rock*
	-4
	1D2
	3
	10
	17/33/50
	3

	Sling
	-16
	1D3
	9
	20
	33/67/100
	1

	Baton
	-18
	1D4
	6
	30
	17/33/50
	3

	Bows
	
	
	
	
	
	

	  Composite
	-8
	1D6+1
	7
	100
	50/100/150
	2

	  Short
	-8
	1D4
	7
	75
	33/67/100
	2

	  Long
	-12
	1D6
	7
	150
	50/100/150
	2

	Crossbows
	
	
	
	
	
	

	  Light
	0
	1D6
	5
	125
	27/53/80
	1

	  Medium
	-8
	2D6
	5
	250
	33/67/100
	1/2

	  Heavy
	-16
	4D6
	5
	500
	40/80/120
	1/3



Notes: 
Rate – this is the maximum rate of fire in a round. A missile / thrown weapon attack replaces a melee attack but not a bash.
Short Range - no aiming necessary
Medium / Long Range - spend 1 segment aiming or decrease chance to hit by 1/3
Long Range - 1/2 damage
The adjustment to ToHit and damage values is done at the end after all modifications including spells and items. 
* Throwing stars use the small rock table

[bookmark: _Ref215490850]

[bookmark: _Ref518726727][bookmark: _Toc214895672]Table 10: Magical Plus Attack Modifiers
	Plus
	Armor
	Shield
	Weapon

	+0
	0
	0
	0

	+1
	6
	5
	8

	+2
	12
	9
	16

	+3
	20
	13
	24

	+4
	30
	18
	32

	+5
	40
	23
	40

	+6
	50
	28
	48

	+7
	60
	33
	56

	+8
	70
	38
	64

	+9
	80
	43
	72

	+10
	90
	48
	80



Notes: 
All armor and shields impede combat to a degree. The least a piece of armor or shield will reduce the chance to hit is 1%, no matter what the plus.
Weapons are not subject to the limitations for armor. Magical weapon ToHit modifiers may be positive.
[bookmark: _Ref215490721][bookmark: _Toc214895673]Table 11: Class Attack (and Parry) Factor
	Class
	Attack Factor

	Fighter
	8

	Paladin
	7

	Cabalist/Thaumaturge
	5

	Priest of Kurn
	5

	Priest of Jordar
	4

	Priest of Nepdar
	3

	Thief
	3

	Magic User
	2



[bookmark: _Ref215491242][bookmark: _Ref518726975][bookmark: _Toc214895674]
Table 12: Speed Factor
	Level
	Fighter
	MU
	PK
	PJ
	PN
	TH
	Cab/Thaum
	Paladin

	1
	2
	11
	4
	5
	6
	5
	4
	3

	2
	2
	10
	4
	5
	5
	4
	3
	2

	3
	1
	10
	4
	5
	5
	4
	3
	1

	4
	1
	10
	3
	5
	5
	4
	3
	1

	5
	0
	10
	3
	4
	5
	3
	2
	1

	6
	0
	9
	3
	4
	4
	3
	2
	0

	7
	-1
	9
	2
	4
	4
	3
	2
	0

	8
	-1
	9
	2
	4
	4
	3
	1
	0

	9
	-2
	9
	2
	3
	4
	2
	1
	-1

	10
	-2
	9
	2
	3
	4
	2
	1
	-1

	11
	-3
	8
	1
	3
	3
	2
	0
	-2

	12
	-3
	8
	1
	2
	3
	2
	0
	-2

	13
	-4
	8
	0
	2
	3
	2
	0
	-2

	14
	-4
	8
	0
	2
	3
	1
	-1
	-3

	15
	-5
	8
	0
	1
	3
	1
	-1
	-3

	16
	-6
	7
	-1
	1
	2
	1
	-1
	-4

	17
	-7
	7
	-1
	1
	2
	1
	-2
	-4

	18
	-7
	7
	-2
	0
	2
	0
	-2
	-5

	19
	-8
	7
	-2
	0
	2
	0
	-3
	-5

	20
	-9
	7
	-2
	0
	2
	0
	-3
	-5

	21
	-10
	6
	-3
	-1
	1
	0
	-4
	-6

	22
	-10
	6
	-3
	-1
	1
	-1
	-4
	-6

	23
	-11
	6
	-4
	-2
	1
	-1
	-5
	-7

	24
	-12
	6
	-4
	-2
	1
	-1
	-6
	-8

	25
	-13
	6
	-5
	-3
	0
	-1
	-6
	-8

	26
	-14
	5
	-6
	-3
	0
	-2
	-7
	-9

	27
	-14
	5
	-6
	-4
	0
	-2
	-8
	-10

	28
	-15
	5
	-7
	-5
	-1
	-2
	-9
	-11

	29
	-16
	5
	-8
	-5
	-1
	-2
	-9
	-12

	30
	-17
	5
	-8
	-6
	-1
	-2
	-10
	-13



 
[bookmark: _Ref215491027][bookmark: _Toc214895675]
Table 13: Damage Bonus
	Level
	Fighter
	MU
	PK
	PJ
	PN
	TH
	Cab/Thaum
	Paladin

	1
	1
	0
	0
	0
	0
	0
	0
	0

	2
	1
	0
	0
	0
	0
	0
	0
	1

	3
	2
	0
	1
	0
	0
	0
	1
	2

	4
	2
	0
	1
	1
	1
	1
	1
	2

	5
	3
	0
	2
	1
	1
	1
	2
	3

	6
	3
	1
	2
	1
	1
	1
	2
	3

	7
	4
	1
	2
	2
	2
	1
	2
	3

	8
	4
	1
	3
	2
	2
	2
	3
	4

	9
	5
	1
	3
	2
	2
	2
	3
	4

	10
	5
	1
	3
	3
	3
	2
	4
	5

	11
	6
	2
	4
	3
	3
	2
	4
	5

	12
	6
	2
	4
	3
	3
	2
	4
	6

	13
	7
	2
	4
	4
	4
	3
	5
	6

	14
	8
	2
	5
	4
	4
	3
	5
	7

	15
	9
	2
	5
	4
	4
	3
	6
	8

	16
	10
	3
	5
	5
	5
	3
	6
	8

	17
	10
	3
	6
	5
	5
	4
	7
	9

	18
	11
	3
	6
	6
	5
	4
	8
	9

	19
	12
	3
	7
	6
	6
	4
	8
	10

	20
	13
	4
	7
	6
	6
	4
	9
	11

	21
	14
	4
	8
	7
	6
	5
	10
	11

	22
	14
	4
	8
	7
	7
	5
	10
	12

	23
	15
	4
	9
	8
	7
	5
	11
	13

	24
	16
	5
	9
	8
	7
	5
	12
	14

	25
	18
	5
	10
	9
	8
	6
	12
	14

	26
	19
	5
	11
	9
	8
	6
	13
	15

	27
	21
	5
	11
	10
	8
	6
	14
	16

	28
	22
	6
	12
	10
	9
	6
	15
	17

	29
	24
	6
	13
	11
	9
	7
	16
	18

	30
	26
	6
	14
	11
	10
	7
	17
	20




 
[bookmark: _Ref215491285][bookmark: _Toc214895676]
Table 14: Shield Interposition
	Level
	Fighter
	MU
	PK
	PJ
	PN
	TH
	Cab/Thaum
	Paladin

	1
	0
	0
	0
	0
	0
	0
	0
	0

	2
	2
	0
	1
	1
	1
	0
	1
	1

	3
	4
	0
	2
	2
	2
	0
	2
	3

	4
	5
	0
	3
	3
	3
	0
	3
	4

	5
	7
	0
	4
	4
	3
	0
	5
	6

	6
	9
	0
	5
	4
	4
	0
	6
	7

	7
	10
	0
	6
	5
	5
	0
	7
	9

	8
	12
	0
	7
	6
	6
	0
	8
	10

	9
	14
	0
	8
	7
	6
	0
	10
	12

	10
	15
	0
	9
	8
	7
	0
	11
	13

	11
	17
	0
	10
	8
	8
	0
	12
	15

	12
	19
	0
	11
	9
	9
	0
	13
	16

	13
	20
	0
	12
	10
	9
	0
	15
	18

	14
	22
	0
	13
	11
	10
	0
	16
	19

	15
	24
	0
	14
	12
	11
	0
	17
	21

	16
	25
	0
	15
	12
	12
	0
	18
	22

	17
	27
	0
	16
	13
	12
	0
	20
	24

	18
	29
	0
	17
	14
	13
	0
	21
	25

	19
	30
	0
	18
	15
	14
	0
	22
	27

	20
	32
	0
	19
	16
	15
	0
	23
	28

	21
	34
	0
	20
	16
	15
	0
	25
	30

	22
	35
	0
	21
	17
	16
	0
	26
	31

	23
	37
	0
	22
	18
	17
	0
	27
	33

	24
	39
	0
	23
	19
	18
	0
	28
	34

	25
	40
	0
	24
	20
	18
	0
	30
	36

	26
	42
	0
	25
	20
	19
	0
	31
	37

	27
	44
	0
	26
	21
	20
	0
	32
	39

	28
	45
	0
	27
	22
	21
	0
	33
	40

	29
	47
	0
	28
	23
	21
	0
	35
	42

	30
	49
	0
	29
	24
	22
	0
	36
	43


[bookmark: _Ref215491068][bookmark: _Toc214895677]Table 15: Exceptional Mass Modifiers
	Weight (k Enc. Pts)
	Damage Bonus

	3.5-5
	1

	5-7
	2

	7-9
	3

	9-11.5
	4

	11.5-16
	5

	16-21
	6

	21-27
	7

	27-35
	8

	35-45
	9

	45-55
	10

	55-70
	11


[bookmark: _Ref215491300]
[bookmark: _Ref518727046][bookmark: _Toc214895678]Table 16: Movement Rate versus Encumbrance
	Encumbrance
	Movement Rate (Standard) 
(feet/round)
	Movement Rate 
(percentage of base rate)

	0 - 45
	82
	100%

	46 - 100
	67
	80%

	101 - 150
	60
	72%

	151 - 240
	50
	60%

	241 - 300
	47
	56%

	301 - 400
	40
	48%

	401 - 500
	33
	40%

	501 - 900
	27
	32%

	901 - 1300
	20
	24%

	1301 - 1700
	17
	20%

	1701- 2100
	10
	12%

	2101-2500
	3
	4%




[bookmark: _Ref243310720][bookmark: _Toc214895679]Table 17: Combat Penalty when Attacking a Retreating Foe
	Fraction of Attacker’s Movement Rate 
Needed to Stay Engaged
	Combat Penalty

	≤ 1/2
	0%

	≤2/3
	-15%

	≤5/6
	-45%

	≤11/12
	-75%

	≤1
	-105%

	> 1
	Cannot stay engaged


 
[bookmark: _Ref502080597][bookmark: _Toc214895680]
Table 18: Movement Rate in 5'squares
	Movement rate / round
	
	Squares/Segment

	Feet
	Squares
	
	1
	2
	3
	4
	5

	2.5-7.5
	1
	
	0
	0
	1
	0
	0

	7.5-12.5
	2
	
	0
	1
	0
	1
	0

	12.5-17.5
	3
	
	1
	0
	1
	0
	1

	17.5-22.5
	4
	
	1
	1
	0
	1
	1

	22.5-27.5
	5
	
	1
	1
	1
	1
	1

	27.5-32.5
	6
	
	1
	1
	2
	1
	1

	32.5-37.5
	7
	
	1
	2
	1
	2
	1

	37.5-42.5
	8
	
	2
	1
	2
	1
	2

	42.5-47.5
	9
	
	2
	2
	1
	2
	2

	47.5-52.5
	10
	
	2
	2
	2
	2
	2

	52.5-57.5
	11
	
	2
	2
	3
	2
	2

	57.5-62.5
	12
	
	2
	3
	2
	3
	2

	62.5-67.5
	13
	
	3
	2
	3
	2
	3

	67.5-72.5
	14
	
	3
	3
	2
	3
	3

	72.5-77.5
	15
	
	3
	3
	3
	3
	3

	77.5-82.5
	16
	
	3
	3
	4
	3
	3

	82.5-87.5
	17
	
	3
	4
	3
	4
	3

	87.5-92.5
	18
	
	4
	3
	4
	3
	4

	92.5-97.5
	19
	
	4
	4
	3
	4
	4

	97.5-102.5
	20
	
	4
	4
	4
	4
	4

	102.5-107.5
	21
	
	4
	4
	5
	4
	4

	107.5-112.5
	22
	
	4
	5
	4
	5
	4

	112.5-117.5
	23
	
	5
	4
	5
	4
	5

	117.5-122.5
	24
	
	5
	5
	4
	5
	5

	122.5-127.5
	25
	
	5
	5
	5
	5
	5

	127.5-132.5
	26
	
	5
	5
	6
	5
	5

	132.5-137.5
	27
	
	5
	6
	5
	6
	5

	137.5-142.5
	28
	
	6
	5
	6
	5
	6

	142.5-147.5
	29
	
	6
	6
	5
	6
	6

	147.5-152.5
	30
	
	6
	6
	6
	6
	6

	152.5-157.5
	31
	
	6
	6
	7
	6
	6

	157.5-162.5
	32
	
	6
	7
	6
	7
	6

	162.5-167.5
	33
	
	7
	6
	7
	6
	7

	167.5-172.5
	34
	
	7
	7
	6
	7
	7

	172.5-177.5
	35
	
	7
	7
	7
	7
	7

	177.5-182.5
	36
	
	7
	7
	8
	7
	7

	182.5-187.5
	37
	
	7
	8
	7
	8
	7

	187.5-192.5
	38
	
	8
	7
	8
	7
	8

	192.5-197.5
	39
	
	8
	8
	7
	8
	8

	197.5-202.5
	40
	
	8
	8
	8
	8
	8

	202.5-212.5
	42
	
	8
	9
	8
	9
	8

	212.5-222.5
	44
	
	9
	9
	8
	9
	9

	222.5-232.5
	46
	
	9
	9
	10
	9
	9

	232.5-242.5
	48
	
	9
	10
	9
	10
	9

	242.5-252.5
	50
	
	10
	10
	10
	10
	10

	252.5-262.5
	52
	
	10
	11
	10
	11
	10

	262.5-272.5
	54
	
	11
	11
	10
	11
	11

	272.5-282.5
	56
	
	11
	11
	12
	11
	11

	282.5-292.5
	58
	
	12
	11
	12
	11
	12

	292.5-302.5
	60
	
	12
	12
	12
	12
	12


[bookmark: _Ref215491346][bookmark: _Toc214895681]
Table 19: Multiple Attacks
	Level
	Fighter
	MU
	PK
	PJ
	PN
	TH
	Cab/Thaum
	Paladin

	1
	A
	A
	A
	A
	A
	A
	A
	A

	2
	A
	A
	A
	A
	A
	A
	A
	A

	3
	A
	A
	A
	A
	A
	A
	A
	A

	4
	A
	A
	A
	A
	A
	A
	A
	A

	5
	A
	A
	A
	A
	A
	A
	A
	A

	6
	A
	A
	A
	A
	A
	A
	A
	A

	7
	AB
	A
	A
	A
	A
	A
	A
	A

	8
	AB
	A
	A
	A
	A
	A
	A
	AB

	9
	AB
	A
	A
	A
	A
	A
	A
	AB

	10
	AB
	A
	AB
	A
	A
	A
	AB
	AB

	11
	AB
	A
	AB
	A
	A
	A
	AB
	AB

	12
	2A
	A
	AB
	AB
	A
	A
	AB
	AB

	13
	2A
	A
	AB
	AB
	A
	A
	AB
	2A

	14
	2A
	A
	AB
	AB
	AB
	A
	AB
	2A

	15
	2AB
	A
	2A
	AB
	AB
	A
	2A
	2A

	16
	2AB
	A
	2A
	AB
	AB
	A
	2A
	2AB

	17
	2AB
	A
	2A
	2A
	AB
	A
	2A
	2AB

	18
	3A
	A
	2A
	2A
	AB
	A
	2A
	2AB

	19
	3A
	A
	2AB
	2A
	2A
	A
	2AB
	3A

	20
	3A
	A
	2AB
	2A
	2A
	A
	2AB
	3A

	21
	3AB
	A
	2AB
	2AB
	2A
	A
	2AB
	3A

	22
	3AB
	A
	2AB
	2AB
	2A
	A
	2AB
	3AB

	23
	3AB
	A
	3A
	2AB
	2A
	A
	2AB
	3AB

	24
	4A
	A
	3A
	2AB
	2A
	A
	3A
	3AB

	25
	4A
	A
	3A
	2AB
	2A
	A
	3A
	4A

	26
	4A
	A
	3A
	2AB
	2A
	A
	3A
	4A

	27
	4AB
	A
	3A
	2AB
	2A
	A
	3A
	4A

	28
	4AB
	A
	3A
	2AB
	2A
	A
	3A
	4AB

	29
	4AB
	A
	3A
	2AB
	2A
	A
	3A
	4AB

	30
	5A
	A
	3A
	2AB
	2A
	A
	3A
	4AB



[bookmark: _Ref129696505][bookmark: _Ref136973397][bookmark: _Ref136973411][bookmark: _Toc214895682]
Table 20: Conditions
	[bookmark: OLE_LINK10]Condition
	Effects
	Attacking
	Attacked
	Notes

	Blind 
	Targeting is lost if the target was acquired using vision.  Can target yourself or ground zero.  An imprecise sense of where to target a LOS-based spell is insufficient to allow any targeting, except for spells like Dimension Door that explicitly are targeted by distance and direction, and even then, the GM may optionally impose a penalty on accuracy.  Movement guidance for Otiluke’s sphere and similar spells already in progress cannot be altered other than “stop”.
	-60%
	
	This includes things like Darkness where you can’t see anything.

	Stunned
	Cannot initiate or continue any action, even interpose a shield.  Attacker does not get free attacks
	
	+40%
	[bookmark: OLE_LINK8]You do not get free attacks on a stunned opponent. 

	Dazed
	Cannot initiate or continue any action. Can defend normally. May sidle one square. 
	
	
	You do not get free attacks on a dazed opponent.

You have a chance to recover EP if a spell is interrupted. 

	Held / Paralyzed / Immobile
	May initiate actions that require only concentration
	
	Free attack or +80%
	[bookmark: OLE_LINK9]This could be a wall, a held or unconscious opponent, etc. 
You can attack once each segment without a bonus or attack normally using the modifier. 

	Concentrating
	
	
	Free attack or +80%
	Attack concentrating opponent (spell, wand, rod, etc. )

You can attack once each segment without a bonus or attack normally using the modifier.

	Concentrating
	
	
	+120%
	Attack someone using ½ segment device if attack occurs in the same segment



[bookmark: _Ref215491363][bookmark: _Toc214895683]
Table 21: Strength Increasing Devices
	Strength
	Ogre Power
	Giant Strength
	1x
	2x
	3x
	4x

	-3
	 6
	11
	5
	11
	14
	18

	-2
	 7
	12
	5
	12
	15
	19

	-1
	 7
	12
	6
	12
	16
	19

	 0
	 8
	12
	7
	12
	17
	20

	 1
	 9
	13
	7
	13
	17
	20

	 2
	10
	14
	8
	14
	18
	21

	 3
	10
	14
	8
	14
	18
	21

	 4
	12
	16
	10
	16
	19
	22

	 5
	13
	16
	11
	16
	20
	22

	 6
	14
	17
	13
	17
	20
	23

	 7
	15
	18
	14
	18
	21
	23

	 8
	16
	18
	14
	18
	21
	24

	 9
	16
	19
	15
	19
	22
	24

	10
	17
	19
	16
	19
	22
	24

	11
	17
	19
	16
	19
	22
	24

	12
	17
	20
	17
	20
	22
	25

	13
	18
	20
	17
	20
	23
	25

	14
	19
	21
	18
	21
	23
	25

	15
	19
	21
	18
	21
	24
	26

	16
	20
	22
	19
	22
	24
	26

	17
	21
	22
	20
	22
	25
	27

	18
	21
	23
	21
	23
	25
	27

	19
	22
	24
	21
	24
	26
	28

	20
	23
	25
	22
	25
	27
	28

	21
	24
	25
	23
	25
	27
	29

	22
	24
	26
	24
	26
	28
	29

	23
	25
	27
	25
	27
	29
	30

	24
	26
	28
	26
	28
	29
	31

	25
	27
	28
	27
	28
	30
	31

	26
	28
	29
	27
	29
	31
	32

	27
	29
	30
	28
	30
	31
	32

	28
	30
	31
	29
	31
	32
	33

	29
	30
	31
	30
	31
	33
	34

	30
	31
	32
	31
	32
	33
	34

	31
	32
	33
	32
	33
	34
	35

	32
	33
	34
	33
	34
	35
	36

	33
	34
	35
	34
	35
	36
	36

	34
	35
	35
	35
	35
	36
	37

	35
	36
	36
	35
	36
	37
	38

	36
	37
	37
	36
	37
	38
	39

	37
	37
	38
	37
	38
	39
	39

	38
	38
	39
	38
	39
	40
	40

	39
	39
	40
	39
	40
	40
	41

	40
	40
	41
	40
	41
	41
	42

	41
	41
	42
	41
	42
	42
	43

	42
	42
	43
	42
	43
	43
	44

	43
	43
	44
	43
	44
	44
	45

	44
	44
	45
	44
	45
	45
	45

	45
	45
	45
	45
	45
	46
	46

	46
	46
	46
	46
	46
	47
	47

	47
	47
	47
	47
	47
	48
	48

	48
	48
	48
	48
	48
	49
	49

	49
	49
	49
	49
	49
	50
	50

	50
	50
	50
	50
	50
	50
	51

	51
	51
	51
	51
	51
	51
	52

	52
	52
	52
	52
	52
	52
	53

	53
	53
	53
	53
	53
	53
	54

	54
	54
	54
	54
	54
	54
	54


[bookmark: _Toc214895684]                     Table 22: Segments of Aim
     %Roll    1/4   1/2    1     2     3     4     5     6    %Roll
     -----   ----  ----  ----  ----  ----  ----  ----  ----   -----
L     1       33    23    17    13    13    13    13    13    00       R
E     2       27    20    13    13    10    10    10     7    99       I
F     3       23    20    13    10    10    10     7     3    98       G
T     4       20    13    13    10    10    10     3     3    97       H
      5       17    13    10    10    10     7     3     -    96       T

      6       13    13    10    10     7     7     -     -    95
      7       13    13    10    10     7     3     -     -    94
U     8       13    10    10    10     7     3     -     -    93       D
P     9       13    10    10     7     3     3     -     -    92       O
     10       13    10     7     7     3     -     -     -    91       W
                                                                       N
     11-15    10    10     7     7     3     -     -     -    86-90
     16-20    10     7     7     3     3     -     -     -    81-85

N    21-25     7     7     7     3     -     -     -     -    76-80    F
E    26-30     7     3     3     3     -     -     -     -    71-75    A
A                                                                      R
R    31-35     3     3     3     -     -     -     -     -    66-70
     36-40     3     3     3     -     -     -     -     -    61-65

     41-45     -     -     -     -     -     -     -     -    56-60
     46-50     -     -     -     -     -     -     -     -    51-55
     -----   ----  ----  ----  ----  ----  ----  ----  ----   -----


[bookmark: _Ref136973371][bookmark: _Toc214895685]
Table 23  Action Timing
	Action
	Time
	In combat effect
	Notes

	Pop Potion (spring loaded)
	1 segment
	?
	

	Pull potion from belt
	2 segments
	?
	

	Drink potion
	1 segment
	Next attack on you +60%
	This came from someone’s notes. Does this give a free attack? Should it be +80% like concentrating or different because it’s a physical action you are performing?

	Potion takes effect
	1 segment
	none
	

	Pull wand from ready position
	1 segment
	?
	Exposes wand to attack

	Wand ready/aim
	1 segment
	?
	

	Trigger wand
	1 segment
	free chop or +80%
	

	Trigger staff (in hand)
	1 segment
	
	If staff is mounted on back or side the 1 seg can include reaching to touch it if hand is empty.

	Drop weapon
	Free
	
	

	Grab weapon from sheath or thong
	1 segment
	
	

	Take off ring
	1 segment
	?
	Ends up in hand. Cannot be wearing gauntlets

	Put on ring
	1 segment
	?
	

	Put away ring
	1 segment
	?
	

	Take off or put on amulet
	2 segments
	?
	Assuming that you have no headgear and no interfering clothing. Amulet ends / starts in hand. 

	Take off gauntlets/gloves
	
	?
	

	Put on gauntlets/gloves
	
	?
	

	Scrolls?
	
	
	

	Apply dust
	2 segments
	?
	Assumes is in hand

	Awaken (telepathic alert)
	2 segments if >= L12 else 3 segments
	
	Anyone being swung on after the alert is able to defend (shield interposition) during this time. The next segment is spent either becoming aware or standing up (option of player). Once anyone is struck and takes damage, he is immediately fully functional.

	FeatherFall
	1/16th segment
	
	You can use the remaining 15/16 for other things that don’t take a full segment. You cannot cast another spell until your normal spell cycle time expires (another 4 segments normally, less if more EP was expended for the FFAL).




	Item
	Encumbrance

	Potion
	4

	Potion Tube (Plain)
	6

	    with potion
	8

	Potion Tube (Spring loaded)
	7

	    with potion
	9

	Potion Tube (Lead)
	11

	    with potion
	13

	Potion Tube (Lead & Spring loaded)
	12

	    with potion
	14

	Scroll
	12

	Scroll Tube (with or without scroll)
	20

	Wand
	10

	Wand case (plain)
	18

	    holds 1-3  wands with no penalty
	

	Wand case (lead)
	23

	    holds 1-3  wands with no penalty
	

	Staff
	70

	Rod
	20

	Amulet
	3

	Necklace
	2

	Scarab
	2

	Ring
	1

	Belt
	2

	Lead/Steel Belt
	

	Circlet
	3

	Robe
	30

	Cloak
	20

	Ring Holding Belt Buckle
	2

	Bracer (one)
	5

	Bracers (pair)
	10

	Bracelet
	2

	Armband
	5

	Earring
	1

	Baldric, Metal 
	7

	Boots
	15

	Gauntlets (0 if wearing scale or plate)
	10

	Gloves
	10

	Helmet
	10

	Helmet, Mithril or Leather
	5

	Helm encumbrance is included if wearing chainmail or heavier armor though some helms are decorative and wearing them with armor may reduce armor benefits
	*

	Large Backpack
	

	Holds up to 100 enc. pts. without any additional encumbrance. The next 200 enc. pts. are scaled by .5. The maximum load in the pack is 300 enc. pts.
	50

	Small Backpack
	

	Holds up to 40 enc. pts. without any additional encumbrance. The next 60 enc. pts. are scaled by .5. The maximum load in the pack is 100 enc. pts
	20

	Lead Lined Bag (Small)
	

	Lead Lined Bag (Large)
	7

	Lead Lined Belt Pouch
	40

	Mithril Ring Holder – 2 slot
	3

	Mithril Ring Holder – 4 slot
	8

	Mithril Portable Hole Container
	10



[bookmark: _Toc214895603]Revision History
7/91 
Added Combat for Paladins. 

8/91
Fixed exceptional mass table to give bonus from 3.5 - 5 k.
Added combat modifiers for speed factor and damage for levels between 17 and 21. This is not complete yet
Added rule to Damage calculation to show that the weapon plus is added as additional points of damage.
Fixed an error for speed factor at dexterity 38 and higher (missing a -12 step).

12/91
Added a table showing the levels at which multiple attacks are gained. This is incomplete and will be finished later
Added training to factors to account for in Attack calculation, shield bash attack calculation, and shield interposition

3/92
Incorporated changes per Dale and Jeff G. to various tables. 
Added table for Strength increasing effects of devices

11/92
Added missile weapon table (Table 6). 
Removed Disengage table and added rules for calculating Movement Rate and Disengage Chance. 
Table 12 (Exceptional Mass) was modified with how large mass affects shield interposition and encumbrance (for movement and combat). Modified calculation rules
Movement rates beyond 1700 enc. pts were added. 
A new table (Table 16) for miscellaneous encumbrance was added.

11/93
Removed dexterity effects upon movement as apparently there wasn’t consensus on this
Removed additional mass effects as there wasn’t consensus on this

12/94
Added rules for attacks & extra damage. 
Fixed strength tables for high strengths

2/95
Changed rules for Speed & Haste such that they don’t cumulate, This modifies Rules A, B, C, I, and L
Modified Strength Table (Table 1) so that above Str 21, all additional to hit modifiers are converted to Damage
Added more miscellaneous encumbrance items  

7/98
Modified Strength Increasing Devices table (Table 15) for low strengths
Modified encumbrance rules for magical plus’s > +8, so that encumbrance doesn’t decrease below 20% of base

7/00
Updated Disengage rules to cover retreating at 1/3. Added new Table 14, to show combat penalties needed when following someone retreating in this fashion

8/01
Added To Hit effects of Greater Blessing spell (rules A, B, and C)
Added Training to Missile To Hit Calculations (rule C)
Added Mithril Plate armor based on values Bill H. found in a note from Dale in 12/95
More miscellaneous encumbrances added
Clarified rules on handling fractional values during calculations. Basically, all fractional values are rounded as soon as generated. Round to nearest integer, .5 is rounded up.
Added note to Table 7 that To Hit modifiers for magical weapons can be positive (unlike armor and shields)
Clarified rules on miscellaneous encumbrance effects on combat to make it clearer that it is –1 for every full 50 points of miscellaneous encumbrance.

12/01
Added weapon statistics for the throwing baton we found. Statistics were added for both melee and thrown conditions
Formatting cleanup

12/04
Updated rules for Leather Jerkins based on Dale’s decisions.
Added rules for combining multiple statistics and absorption effects

6/06
Scimitar == light sword
Flails do +2 damage against interposed shields
Added rules for Slow spell effect on combat

12/06
Strength combining effects rules modified to allow multiple Ogre Power and Giant Strength items to combine. 
Added encumbrance for Baldrics. Baldrics are leather unless stated otherwise in the item description. PROVISIONAL (removed in 2012)
Added rule in table P for Bracers of Absorption for interaction with armor and shield (per Bill’s notes). 
Added clarifications for missile weapons for firing rate and the adjustments due to medium and long range. PROVISIONAL

6/07
Added to Table 13 Movement rates for creatures with base movement other than 25. This seems to be the accepted rule, but I’ll consider it provisional for now PROVISIONAL

7/07
Started a table of special combat modifiers

1/08
Added table cross-references and a little cleanup

10/08
Added mithril scale to armor table 
Added details for parrying 
Added encumbrance of an arrow
Movement rate (Table 13) seems to be accepted. Removing PROVISIONAL designation
Missile weapon adjustments for range (12/06 changes) accepted. Removed PROVISIONAL

7/09
Added rule that one can’t attack while retreating (moving at 1/3 movement rate discussion) PROVISIONAL
Added details in the special conditions combat table PROVISIONAL
Removed Provisional for Mithril Scale armor
Removed Provisional for parrying
Removed PROVISIONAL for attacking unseeable opponent

7/10
Modified Rolling at Attack (Section D) so that an automatic miss is 10 or less, not on less than a 10. 

9/10
Added rules in Section E for Natural Armor and clarified that Bracers of Absorption do not cumulate with Protection spells / rings
1/11
Changed range on thrown dagger and hand axe from 3/6/9 to 6/12/18

6/12
Added rules for situational bonuses with different types of attacks
Added item slot rules
Added Miscellaneous encumbrances given by Dale
Removed PROVISIONAL tags from Sec M and Table 18

10/13
Changed movement rate rules to use squares instead of hexes. Rewrote things to say to use feet/round for all calculations and convert to squares at the end. 
6/15
Added throwing stars as a note to small rock that they use the same table (per Dale)
Dropped encumbrance of throwing dagger to 15 (per Dale)
6/16
Helmet encumbrance (normal & mithril/leather) had gotten swapped. Swapped them back
12/17
Updated movement table (Table 18) to go to higher movement rates
Clarified that disengage chance is based on movement rate in hexes/round (1.5 * squares/round)
7/18
Clarified rules for Bracers of Absorption and added Bracers of Mage Defense
Added a footnote explaining how rounding works (round to even)
12/18
Added Aiming Table
Added encumbrance for Cloak and Baldric. Fixed encumbrance of gauntlets
12/19
Added rules for Parry effects
12/20
Updated Strength table to 55
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· Added detail on how combat sequencing works – contributed by Bill
· Added a new table for how long different actions take (Table 23)
· Updated Table 20: Special Combat Modifiers
[bookmark: OLE_LINK4]5/24
· Added some clarifications on Parry. Nothing changed, just added some words to provide more clarity. 
· Added Mithril Light Chain
12/25
· Added two handed War hammer
· Cleaned up the wording around the interactions of speed and haste to make it clearer that it’s not just spells/potions that matter for Haste but any effect of that type from any source. Clarified that any Movement Speed (e.g. Boots of Speed) also negate the movement bonuses from Haste
· Updated Table 20 (Situational Combat modifiers) to be Conditions and expanded the content
