2-3+ 4-5+

16

5-6

7-9
9-12

11-15

15

14
7-8
10-12
13-16

6-7+ 8-9+ 10-11+ 12-13+ 14-15+ 16-17+

13

16-20

12 10
9-10 11-12
13-15 16-18
17-20 21+
21+

*Negative numbers indicate Additional Damage inflicted to Automatic Hit (WGS6, Isle of the Ape, p. 47)

Mounted at >0/ % / % speed (half Rate of Fire)
Invisible; attacker is blind, in darkness, avoiding gaze
Wounded >50% HP (>75% feathered) must land, >75% HP (>90% feathered) will plummet
Stationary object; touch spell cast on Friendly in combat (ignore shield, Dex)

BW

20

MONSTER HD 1-1 1 1+
THACO 20 19 18
Fighter, O-level, etc. 1-2 — 3-4
Cleric/Druid/Monk 1-3 — 4-6
Thief/Assassin 1-4 5-8 —
MU/Illusionist 1-5 6-10 —
Auto-hit

No Dex AC

+1/+2

+2

+4

+1/-1

—-1/-2 per round

-1/-2/-3/-4

-2/-4/-7/-10 Cover 25/50/75/90%
-1/-3/-5

-4

Winged

AC10

SAVING THROWS (DMG, p. 79)
Level PPD PP RSW
FIGHTERS, PALADINS, RANGERS, LO
0 16 17 18
1-2 14 15 16
34 13 14 15
5-6 11 12 13
7-8 10 11 12
9-10 8 9 10
11-12 7 8 9
13-14 5 6 7
15-16 4 5 6
17+ 3 4 5

Spe

19
17
16
14
13
11
10
8

7

6

Monsters +1 HD for each +4 HP bonus. Non-
intelligent save at % HD (except poison/death)

CLERICS, DRUIDS

1-3 10 13 14
4-6 9 12 13
7-9 7 10 11
10-12 6 9 10
13-15 5 8 9
16-18 4 7 8
MAGIC-USERS, ILLUSIONISTS

1-5 14 13 11
6-10 13 11 9
11-15 11 9 7
16-20 10 7 5
THIEVES, ASSASSINS, MONKS

1-4 13 12 14
5-8 12 11 12
9-12 11 10 10
13-16 10 9 8
17-20 9 8 6

16
15
13
12
11
10

15
13
11
9

16
15
14
13
12

15
14
12
11
10
9

12
10
8
6

15
13
11
9
7

ASSASSINS' TABLE FOR ASSASSINATIONS (DMG, p. 75)
Level

0-1
50%
55%
60%
65%
70%
75%
80%
85%
90%
95%
99%

100%
100%

2-3
45%
50%
55%
60%
65%
70%
75%
80%
90%
95%
99%

100%
100%

9

19+

4-5
35%
40%
45%
50%
55%
60%
70%
80%
85%
90%
95%
99%
99%

8
13-14

6-7
25%
30%
35%
40%
45%
50%
55%
60%
70%
75%
80%
85%
95%

7

8-9
10%
15%
20%
25%
30%
35%
40%
45%
55%
60%
65%
70%
80%

Opponent magically sleeping, held, paralyzed, or totally immobile; max damage x2
Giants w/ boulders; siege weapons; while charging, spell-casting, sev. encumbered, levitating, sleeping
Strike charging opponent w/ Dex < 15 / Charge
Opponent sleeping, rear (no Dex AC for many), sev. encumbered, held by one leg, off-balance
Fleeing, stunned, prone, held by both legs, slowed, partially bound, backstab from surprise
Flying mount to grounded; mounted against same size foes; grounded to mounted target
Missile attack with fly or levitate (cumulative, maximum —3/-6)
Concealed 25/50/75/90%

18-19+ 20+

10-11 12-13
1% —
2% =
5% —

10% 1%

15% 5%

20% 10%
25%  15%
30% 20%
40%  30%
45%  35%
50% 40%
55%  45%
65%  50%

Weapon damage occurs even if assassination attempt fails.
DETECTION OF INVISIBILITY, SCRYING(CL/MU) /round (DMG, p. 60)

2% Fighter

LvI|HD
7
8
9
10
11
12
13
14

4
17+

14-15

1%
5%
10%
20%
25%
30%
35%
40%

Int:0-1 24 5-7 8-10 11-12 13-14 15-16 17+
— - - - — — — 5%
= = = = — — 5% 10%
— - - - — 5% 10% 15%
= - - = 5% 15% 20% 25%
— — — 5% 15% 25% 30% 35%
— — 5% 15% 25% 35% 40% 45%
— 5% 10% 25% 35% 45% 50% 55%
5% 10% 15% 35% 45% 55% 65% 75%

DETECT SCRYING (Int 12+) LIQUID (range 3") AoE Splash Direct
5% Assassin  Acid “pt 1'd. 1hp 2-8hp
(Un)HolyW. %pt 1'd. 2hp 2-7hp

6% Paladin 1% Monk

4% Ranger
6% Thief
+1,3,6,10,15,21%@Int13+

3% Bard

+1%/level

Oil, alight*

Poison

1pt 3'd. d3hp 2d6+d6
%pt 1'd Special Special

Direct: 2d6/1° round, d6/2™ round

Splash: 3', Poison save, d3 seg, d3 hp/seg



ENCOUNTER REACTIONS (DMG, p. 63)

<=05

06-25
25-45
46-55
56-75
76-95
>=96

Violently hostile, immediate attack*

Hostile, immediate action*

Uncertain but 55% prone toward negative
Neutral, uninterested, uncertain

Uncertain but 55% prone toward positive
Friendly, immediate action

Enthusiastically friendly, immediate acceptance

*0r morale check if appropriate.

Apply charisma, racial, and any loyalty adjustment to roll.

CHARISMA 13 14 15 17 18
Loyalty — +5% +15% +20% +30% +40%
Reaction +5% +10% +15% +25% +30% +35%
RACIAL PREFERENCE Liege Associated
(most disliked or liked)

Hatred -20% -15%
Antipathy -5% -10%
Tolerance 0% -5%
Good will +10% +5%
Preferred +20% +15%

MORALE (DMG, p. 67)

Morale < % = Success, otherwise see Morale Failure

Intelligent monster morale:

50% + 5%/HD > 1, +1%/HD bonus * Modifier

CHECK MORALE WHEN (DMG, p. 67) Modifier
Faced by obviously superior force (such as Check per
hitting twice as often) round
25% of own party** eliminated or slain -5%
Own Leader unconscious -10%
50%+ of own party** eliminated or slain -15%
Own leader slain or deserts -30%
**Or taking this much individual wound damage.
OTHER MORALE MODIFIERS (DMG, p. 67) Modifier
Inflicting casualties without receiving any +20%
Each enemy slain +10%
Each enemy deserting +5%
Each friend deserting -10%
Taking casualties without receiving any -10%
Each friend killed -15%
Outnumbered & outclassed by 3+to 1 -20%

MORALE FAILURE BY / ACTION TAKEN (DMG, p. 67)
Difference of morale and roll

1%-15%
16%-30%
31%-50%
51%+

flee in panic
surrender

fall back, fighting
disengage-retreat

LOYALTY OF HENCHMEN / ALLIED CREATURES

(their Morale) (DMG, p. 36)

Default Loyalty: 50%, * Charisma

None—will kill, capture, harm, or desert at first
opportunity

Disloyal—will seek own advantage

Little—will seek advantage at weakness

Fair—will support cause if no great risk

Loyal—will always further the ends of the liege,
even at great risk

Fanatical—will serve unquestioningly and lay
down life w/o hesitation

LOYALTY MODIFIERS (DMG, p. 36).

ENLISTMENT OR ASSOCIATION

Henchmen captured and enlisted

Associated NPC

Hired mercenary, short term

Expert hireling

Henchman

LENGTH OF ASSOCIATION

Less than 1 month

1to5years

More than 5 years

DISCIPLINE/TREATMENT

Firm and fair discipline

Just, kind, and invariable treatment

PAY OR TREASURE SHARED

None

Partial, late, or unfair

Above average, choice shares

Exceptional, bonuses, gift items (magic)

SPECIAL CONSIDERATIONS’

Given a choice gift within two months (hireling) or

three months (henchman)

Liege risked life for within last six months
(hireling) or one year (henchman)

Liege ransomed or rescued within one year

Liege saved life directly or personally

Liege used own magic to benefit NPC (including
spells, especially cures)

Liege returned henchman or hireling from death-
like state (raised/resurrected)

Loyalty
Score

<01

01-25
26-50
51-75

76-00

>00

Modifier
-15%
-10%

-5%
+20%
+35%

Modifier

-5%
+10%
+25%

Modifier
+10%
+15%

Modifier
-20%
-10%
+5%
+10%

Modifier

+5%

+10%

+15%
+25%

+25%

+50%

*Only highest special penalty & highest special bonus

SITUATION MODIFIERS (DMG, p. 37)

Liege dead or surrounded and outnumbered
Liege hors de combat (out of combat)

Each henchman dead or hors de combat
Each hit die or level dead, friendly

Each hit die or level alive, enemy

Each hit die or level dead, enemy

Each hit die or level alive, friendly

Each henchman present, in sight, alive

Liege present, in sight, alive

Modifier
-25%
-15%

-5%
-3%
+1%
+1%
+2%
+5%
+15%



PSIONIC ATTACK UPON DEFENSELESS PSIONIC (DMG, p. 78)
Int+Wis Save Death Coma Sleep Stun Confuse

10-13 16 01 02-15 16-90 91-99 00
14-17 14 = 01 02-10 11-90 91-99
18-21 20 — — 01 02-15 16-90
22-25 10 — — — 01 02-15
26-29 8 — — — — 01
30-33 6 — — — — —
3435 4 — — — — —
36-37 2 — — — — —
PSIONIC BLAST SAVING THROW ADJUSTMENTS
Bonuses Penalties

medium range +1 panicked -1
long range +2 enraged -1
magic-user +1 confused -2
cleric +2  hopeless -3
elf +2  stunned -3
dwarf +4

halfling +4 feebleminded® —
Tower Iron Will w/i 3'  +6 insane® —
mink blank spell +2  using ESP -5
Intellect Fortress w/i 10' +2 Mind bar +6
helm of telepathy’ +4  using psionic- -4

Rings/cloaks of protect. related power?
Attacker stunned d4 rounds if defender saves.

+X

’These are: astral (any), augury, blink, charm (any),
clairvoyance/-audience, confusion, cure (any),
detect (any), dim. door, divination, empathy,
enlarge, ESP, etherealness, feather fall, feeblemind,
feign death, geas, heal, heat metal, hypnotism,
invisibility (any), know alignment, levitation, locate
object, magic jar, plane shift, polymorph(any),
quest, remove curse, shape change, stone tell,
suggestion, symbol, tele-(any), temporal stasis,
true seeing

*Combined intelligence/wisdom of 0-5.

*Insane cannot be psionically attacked.

Physical Activity"> Recovered
Hard exertion None

Walking and like activity ~ 3 / hour ( 1.5 each)
Sitting and talking/reading 6 / hour (3 each)
Meditating or sleeping 12 / hour (6 each)

Use the least favorable activity.

CREATURE PSIONIC WISDOM

Intelligence Wisdom
Low 2-8
Average 3-12
Very/Highly 4-16
Exceptional/Genius 8-18 (2d6 + 6)
Supra-Genius 8-20 (4d4 + 4)
Godlike 9-24 (3d6 + 6)

Feeble- Permanent Temporary Mild
Enrage Panic  minded Insanity Insanity Insanity
00 — — — — —
91-99 00 — — — —
16-90 91-99 00 — — —
02-15 16-90 91-99 00 — —
01 02-15 16-90 91-99 00 —
— 01 02-20 21-85 86-99 00
— — 01 02-15 16-90 91-00

COMA 2-12 days where creature cannot be awakened.

SLEEP 5-20 turns where creature cannot be awakened.

STUN 2-8 turns where character is at stunned

CONFUSE 1-4 turns as per the spell of the same name.

ENRAGE 2-8 rounds and creature affected must immediately
launch a spell or physical attack upon any
opponent or other creature. Creature will not
think of any action save attacking.

PANIC 2-8 rounds with reaction as a fear spell from a 4th
level magic user.

FEEBLEMIND Lasts until heal, restoration, or wish is used. The
creature's combined intelligence & wisdom is in
the 0-5 range. All memory of spells is gone;
creature cannot attack or defend.

PERMANENT Lasts until heal, restoration, or wish is used. Select

INSANITY! two forms of insanity; affected creature behaves
accordingly as long as the condition lasts.

-II—'E;\'AAPN?TRYAlRY 2-12 weeks, otherwise as above.

MILD . . .

INSANITY: 1-4 weeks, one form of insanity, otherwise as above.

In most cases insanity will NOT be immediately evident to associates.

Attack Mode! Point Cost Range (S/M/L)>*’

A. Psionic Blast" 20 2"/4"/6"

B. Mind Thrust® 4 3"/6"/9"

C. Ego Whip® 7 4"/8"/12"

D. Id Insinuation® 10 6"/12"/18"

E. Psychic Crush* 14 5"/—/—

'No attack if distracted by attack, damage, or effect

2Requires 100 psionic strength against non- psionic creature

*Expenditure of 2x | 3x points by an individual for 2x | 3x range

*User may only use G. Thought Shield

*Attacks in series add 50% to range for each psionic linked

*Medium range attacks reduce damage by 20%, rounded up

’Long range attacks reduce damage by 20%, and attacker's effective
total psionic strength by one category. If the attacker is already in
the 01-25 range, damage is reduced 50%, drop fractions.

Defense Mode Point Cost Area Protected
F. Mind Blank® 1 Self
G. Thought Shield 2 Self
H. Mental Barrier 3 Self
l. Intellect Fortress 8 10'r.
J. Tower of Iron Will 10 3'r.

8Every psionic has Mind Blank



ENCUMBRANCE (PHB, p. 101)

< 8 (+STR mod)
>8-35# (+STR mod)
> 35-70# (+STR mod)

> 70-105# (+STR mod)

Unencumbered: Magical non-bulky, 12” MV

Light/Normal: Weight or non-bulky (leather armor), 12” MV®

Moderate®: Weight or fairly bulky (cold, chain/ring/scale)b, 9” MV®

Heavy®: Weight or bulky (very cold, splint/banded/plate), 6” MV®. +1 segment Surprise

>105-150# (+STR mod) Severe®/Encumbered: Weight or very bulky. 3” max. +2 AC. No Charge or DEX AC. +2 seg. Surprise
“No DEX Reaction Adjustment for Surprise.

b Magical armor weighs 50% and moves one class better, but bulk is unchanged (DMG, p. 28; see also PHB, p. 36; Poly #1).
Very cold clothing is bulky (6", AC: 8, 10% failure on somatic spells) (WSG, p. 20).

SAVING THROW MATRIX FOR MAGICAL AND NON-MAGICAL ITEMS (DMG, p. 80)

Item

Bone or Ivory
Ceramic

Cloth

Crystal or Vial
Glass

Leather or Book
Liquid*

Metal, hard

Metal, soft/Jewelry**

Mirror***
Parchment / Paper
Stone, small or Gem
Wood / Rope, thin
Wood / Rope, thick

Acid Blow, C. Blow, N. Dis. Fall Fball Fire, M. Fire,N. Frost Lning Elec.
11 16 10 20 6 17 9 3 2 8 1
4 18 12 19 11 5 3 2 4 2 1
12 6 3 20 2 20 16 13 1 18 1
6 19 14 20 13 10 6 3 7 15 5
5 20 15 20 14 11 7 4 6 17 1
10 4 2 20 1 13 6 4 3 13 1
15 0 0 20 0 15 14 13 12 18 15
7 6 2 17 2 6 2 1 1 11 1
13 14 9 19 4 18 13 5 1 16 1
12 20 15 20 13 14 9 5 6 18 1
16 11 6 20 0 25 21 18 2 20 1
3 17 7 18 4 7 3 2 1 14 2
9 13 6 20 2 15 11 9 1 10 1
8 10 3 19 1 11 7 5 1 12 1

Magic Items: +2 on rolls +1 for each plus above +1. +5 vs attacks in own mode.

* Potions, magical oils, poisons, acids while container remains intact.

** Includes pearls of any sort.

*** Silvered glass. Treat silver mirror as "Metal, soft" and steel mirror as "Metal hard."

ATTACK TYPE
Acid

Blow, Crushing
Blow, Normal
Disintegration
Fall

Fireball
Fire, Magical

Fire, Normal

Frost, Magical

Lightning Bolt
Electrical Discharge

DESCRIPTION

A considerable volume of strong acid (black dragon or giant slug spittle) or immersion for a period
which would affect the item.

A strike by a weighty falling object, a blow from an ogre's or giant's weapon, or a (ceramic) flask of
oil or a (crystal or glass) vial of holy water hurled against a hard surface or dropped from a
height. Cloth can be ripped or torn.

An attack by a normal-strength opponent, the strike of a fairly heavy object, or a (ceramic) flask of
oil or a (crystal or glass) vial of holy water hurled against a tough, but slightly yielding, surface.

This is the magical effect.

Falls of about 5' coming into contact with a hard (stone-like) surface. A softer surface (wood-like)
gives a +1 on the saving throw, and a fleshy-soft surface gives +5. For each 5' over the first 5' the
item falls, subtract -1 from the die roll to save.

The magical fireball, meteor swarm, (red) dragon breath, etc.

The magical wall of fire, fire storm, flame strike, etc.

A hot fire such as produced by a blazing wood fire, flaming oil, and the like. The item in question
would have to be exposed to the fire for an amount of time sufficient to have an effect, i.e. paper
or parchment for but 1 melee round, cloth for 2, bone or ivory for 3, etc.

Magical frost or cold such as dragon breath or spells such as cone of cold or ice storm. If exposed to
extreme cold then struck against a very hard surface with force, saving throw is -10!

A magical attack from lightning, blue dragon breath, etc.

The "shock" of an electric eel, magical items, traps, etc.



WEAPON
Arrow

Awl pike
Axe, battle
Axe, hand
Bardiche

Bec de corbin
Blowgun

Bo stick
Caltrop

Club

Dagger

Dart

Falchion
Fauchard
Fauchard-fork
Fist, bare
Fist, mailed
Flail, foot
Flail, horse
Foot, bare/soft

Foot, hard boot

Fork, military
Garrot
Glaive

Glaive-guisarme

Guisarme

Guisarme-voulge

Halberd

Hammer, lucern

Hammer, war
Harpoon

GP

80
75
50
125
100
15
40
2-4
30
10
5

80
60
80

150
35

75
75
75
100
80
150
175
150
50
50-

Len
18'
c. 4
c. 1%'
c.5'
c.6'
4'-7
c.5'
c.3
1%
c. 3%
8'+
8"
2'+
2'+
c. 4
c.2'
3'+
3'+
7'+
1
8'+
8'+
6'+
7'+
5'+
5'+
c. 1%'
6'-8'

Spc Spd S/M

1
1
2
1
pr

2l
1%

L
— 16 1-6
13 16 1-12
7 18 1-8
4 1-6 1-4
9 28 3-12
9 18 1-6
— 1 1
3 16 1-4
— 1 d2
4 1-6 1-4
2 14 1-3
— 13 1-2
5 27 2-8
8 16 1-8
8 18 1-10
1 1-2 1
1 13 1-2
7 27 2-8
6 2-5 2-5
3 13 1-2
3 14 1-3
7 1-8 2-8
1% 2 d4
8 16 1-10
9 28 2-12
8 2-8 1-8
10 2-8 2-8
9 110 2-12
9 28 1-6
4 25 1-4
6 2d4 2d6

WEAPON
Javelin

Jo stick
Lance, heavy*
Lance, Iight*
Lance, med.
Lasso

Mace, foot
Mace, horse
Maul
Morning star
Partisian
Pickaxe (-2 TH)
Pick, foot
Pick, horse
Quarrel, heavy
Quarrel, light
Quarter staff
Ranseur

Sap

Scimitar
Sling bullet
Sling stone
Spear**
Spetum
Sword, bastard
Sword, broad
Sword, long
Sword, short
Sword, two
Trident

Whip

GP
20-30
15
150
50
100
20
100
50
125
100-150
80
200
60
40
2
1
40-50
50
10
40
2
1
40-60
50
100
75
60
35
250
50-70
25-35

Len
3'-5'
c. 3
c. 14
10’
12!
10'-20'
c. 2%
c. 1%
c. 4
3'-5'
7'+
c. 4
c. 4
c.2'

5'-13'+
8'+
c. 4%
c. 3%'
c. 3%
c.2'
c.6'
4'-8'+
8'-20'

Spc Spd S/M L
1' 35 16 1-6
2 2 16 13
1' 8 39 3-18
1' 6 16 1-8
1' 7 2-7 2-12
8+ 10 — =
4 7 27 1-6
2 6 16 14
5' 8 18 1-8
4'-6' 7 2-8 2-7
3 9 16 2-7
4' 7 1-10 1-20
4 7 27 2-8
2 5 25 14
- — 25 27
- — 14 14
3 4 16 1-6
1' 8 28 2-8
1' 2 d2 d2
2 4 1-8 1-8
- — 25 27
- — 14 14
1' 6-8 16 1-8
1' 8 2-7 2-12
4'+ 6 2-8 2-16
4' 5 28 27
3 5 1-8 1-12
1' 3 16 1-8
6' 10 1-10 3-18
1' 6-8 2-7 3-12
8'-20' 5-8 d2 1

Italics indicates weapon does 2x (die) damage roll to (L) creatures when set (firmly grounded) to receive a charging opponent.
* 2x damage against creatures of any size when employed while riding a charging mount.
** 2x damage to any opponent when set to receive their charge.

WEAPON
Axe, hand
Bow, long
Bow, short

Bow, composite, .
Bow, composite, s.

Club

Crossbow, heavy
Crossbow, light

Dagger

Dart
Hammer, war
Javelin

Sling (bullet)
Sling (stone)
Spear

1

NP, NNNDN
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M
2
14
10
12
10
2
16
12
2

1% 3

2
4
10
8
2

L
3
21
15
21
18
3
24
18
3
4%
3
6
20
16
3

-2 to hit at medium range, -5 long range

ARMOR
Banded
Chain
Chain, Elfin
Full Plate
Leather
Padded
Plate mail
Ring mail
Scale mail
Shield, large
Buckler
Small
Small, wood
Splint
Studded

* .
Assumes human-size

AC Bulk Weight'
4  bulky 35#
5 fairly 30#
5 non- 15#
1 Afairly 65#
8 non- 15#
8 fairly 10#
3 bulky 454
7  fairly 25#
6 fairly 404

(-1) bulky 10#

(-1) non- 34

(-1) non- 5#
-1  non- 3#
4  bulky 404
7 fairly 20#

Mv
g"
g"

12"
6"

12"
g"
6"
g"
6"
6"
g"

DEFENDER HIT ONLY BY

4+1 HD or better
6+2 HD or better
8+3 HD or better
10+4 HD or better

+1
+2
+3
+4

FLYING (DMG, p. 50)

Class
A

B
C
D
E

Turn Full speed
180° 1 segment
120° 6 segments
90° 1 round
60° 2 rounds
30° 4 rounds



FREQUENCY OF ENCOUNTER CHECKS (DMG, p. 47) CHANCE OF OUTDOOR ENCOUNTER

Terrain Morning Noon Evening Night Midnight Pre-Dawn Population Density Base Chance
Plain X - x - X - relatively dense 1in 20
Scrub % — % % — % settled to sparse/patrolled 1in12
Rofies: X X X X X X uninhabited/wilderness 1in 10
Desert x — — x — %
. TURN UNDEAD (DMG, p. 75)
Hills — X — x — %
Mountains 9 _ _ y _ _ level: 1 2 3 4 5 6 7 8 9+ 14+
c— § y " 5 y " Skeleton 10 7 4 T T D D D* D* D*
Distance: d6+4 (indoors), 6d4 (outdoors); do not check [x] unless party Zombie 13107 T T D D D D* D*
numbers over 100 Ghoul 16 1310 4 T T D D D D*
Forest: -1 per die on all numbers (00's are possible) Shadow 191613 7 4 T T D D D*
Scrub: -1perdieonall3'sand4's  Marsh: -1 per die on all 2’s 3's, and 4's Wight 20191610 7 4 T T D D
Flying: 2x all distances Ghast — 201913107 4 T T D
SOUND (DMG, p. 68; UA, p. 51) Wraith — —2016 13107 4 T D
Metal armor 90', hard boots 60', relatively quiet movement 30' (DMG, p.68) Mummy — —— 20161310 7 4 T
. Spectre — — — — 20161310 7 T
Mules heard at 360' (90' muffled, replaced daily) .

. . . Vampire — — — — — 201613 10 7
Spell-casting heard 120'. Combat typically heard at 6d4" (modified). Ghost . 501613 10
Doors reduce sound by 10', substantial interposing walls 20' (UA, p. 51) .

Lich - —— — — ——1916 13
Sounds heard at 2x above water, and 4x below water L

Special — — — — — — —2019 13
LIGHT (PHB, p. 102) Radius Duration Visible (WSG, p. 75) *7-12 affected rather than 1-12.
A light limits encounter distance to 2x radius of the light. **Generally any creature with AC < -5,
Candle 20" 30 min. 200" Creatures flee good clerics for 3-12 rounds.
Torch 40' 1 hour 600’ ENCUMB. Normal/Max Normal Rugged Very
Lantern (Bullseye) 30' (80") 6 hours™ 300' (600") Mule 5000/2000 12/6 9/6  6/3
Campfire 80'|120'|150' 30|60]90 min. 240'|360'| 540" Pony 2000/3000 12/6 6/3 3/0
Dagger|Short|Long 10'|15'| 20’ — 100'|150'| 200" Horse, L.  3000/5000 24/12 12/6 6/3
Light|C. Light 20'[60' "1 turn/level (MU) 200'|600' Horse, M. 4000/6500 18/9 9/6 6/3
"10' wide; "1 pint of fine oil; *'6 turns + 1 turn/level (cleric) Horse, H.  5000/7500 15/9 9/6 6/3
ENCUMBRANCE OF STANDARD ITEMS (DMG, p. 225; DSG, p. 56)
Item Enc. (gp) Item Enc. (gp) Item Enc. (gp)
Backpack 20 Flask, empty/full 7/20 Rod 60
Belt 3 Crowbar 75 Rope, 50' 75
Belt pouch, large/small 10/5 Gem 1-5 Sack, large/small 20/5
Book, large metal-bound 200 Grapnel/Grappling Hook 100 Saddle, light/heavy 250/500
Boots, hard/soft 60/30 Hand tool 10 Saddlebag 150
Bottles, flagons 60 Helm 45 Saddle blanket (pad) 20
Bow, composite long/short 80/50 Helm, great 100 Scroll case, bone/ivory 50
Bow, long/short 100/50 Holy water, potion 25 Scroll case, leather 25
Bottles, flagons 60 Horn 50 Shovel 180
Caltrop 50 Jewelry, large/small 50/1-5 Spike 10
Candle 5 Lantern 60 Staff 100
Chest, large iron 1,000-5,000 Mirror 5 Tapestry (small/huge) 50-1,000+
Chest, small iron 200-500 Musical instrument* 350 Tinderbox 2
Chest, small wood 100-250 Pole, 10' 100 Torch 25
Chest, large wood 500-1,500 Powder, Chalk 20 Wand, bone/ivory case 60
Clothes (extra set) 30 Purse 1 Wand, box 80
Cord, 10' 2 Quiver 30 Wand, leather case 30
Crowbar 75 Rations, iron/standard 75/200 Water/wineskin, empty 5/50
Crystal ball + base/wrap 150 Robe /cloak, folded/worn 50/25 Water/wineskin, full 50

Pouch/L. Pouch/Backpack/s. sack/l. sack/s. saddlebags/|. saddlebags 2.5/5/40/30/40/25/50 Ibs.
Bulky: encumbrance 2-3x weight, very bulky 5x weight
*"Musical instruments" includes only large and bulky instruments. dmscreen@corwyn.net 260525 v.1



SPECIAL WEAPON GP Len Spc Spd S/M L WEAPON GP Len Spc Spd S/M L
Blowgun 15 4'-7" 1" — 1 1  Staff sling (bullet) 2 5' 6' 11 2-5 2-7

Aklys 35 6'-8' 2' 4(+1) d6 d3 Staff sling (stone) 1 6' 6' 11 d4 d4
Aklys: A weighted, shortish club with a stout thong. While it can be used as a club, its principal employment is as a missile. Once hurled,

the aklys may be retrieved by its thong. 5% of hits will entangle the target. A man-sized target or smaller will be dismounted or jerked to
its knees or side (if not bipedal), at the wielder’s option. Conversely, if the target is larger than man-sized, it might well jerk the aklys
thrower prone. The weapon is tied to the wielder by a cord of ~10'. When a hit is scored, a subsequent roll of 20 indicates entanglement.
This condition persists until a round is spent disentangling the aklys and thong, the thong is broken, the thong is severed (2 points of
cutting damage), or the wielder somehow manages to divest himself or herself of the fastened line. Since the thong is usually secured to
the wrist, such action can prove to be difficult.

Caltrop: About %'. Intelligent creatures can avoid them, although this will slow movement by % for a round. Human AC considers only
footwear and does not allow for a Dex bonus. For each foot/paw/hoof of movement through an area of one yard2 of caltrops, a check is
made as if yard2 crossed was a 1+1 HD monster attacking the foot armor. Any hit has a 25% chance of slowing movement by 25% for four
days; hits on two feet/paws/hooves indicate the possibility of virtually no movement for eight days. Caltrops are not effective if under
two-inches, and can be ignored. Caltrops poke through packs, and falling could be disastrous; a box or similar container is usually
necessary. These instruments require no proficiency.

Garrot: Must strike with surprise from behind. The victim’s neck must be < 1' above the shoulders of the wielder, and any limb,
instrument, or weapon raised to prevent encirclement of the neck will foil that complete encirclement and reduce damage to 1 point. A
successful hit will inflict damage, and slay the victim at the end of the next round unless the attacker releases the garrot. Any successful
attack, BBLG, or non-weapon combat on the wielder (the victim attacks at -2 to hit) will spoil the attack. Unless the victim can normally
attack > 1 /round, they cannot both attack and BBLG in one round.

Harpoon: Against most, a hit indicates that the barbed head is buried or snagged. (See aklys above for details of this entangling effect,
unless the harpoon line is secured to some stout object.). This line must be able to run freely when the weapon is hurled (and possibly
subsequently moved away with great rapidity). If the target creature has Int > 2, and likewise has some means of effectuating
dislodgement of the weapon head or severance of the line, a saving throw vs. poison is allowed; success indicates the victim has freed
itself. Failure indicates continued attachment, 1 point additional damage, and the possibility that the victim will be dragged 1" closer to
the harpooner if the wielder so desires and the victim is of a size, weight, and strength which enables the harpooner to do so (cf. kuo-toa
in the FIEND FOLIO).

Lasso: A successful hit effectively creates the same situation as does a successful harpoon hit, only the lasso must be broken or severed
to detach it if the wielder is exerting force to keep it taut. There is a 75% chance that the victim will be dismounted, and/or a 25% chance
that the victim will be pulled off its feet if the target is bipedal and of a height and mass not greater than + 50% of the lasso wielder. Note
that several creatures can combine to make this more probable, i.e. rider and mount, several individuals seizing the other end of the
lasso line, etc. A lasso is severed by 2 points of cutting damage. A BBLG check can snap a lasso.

Sap: Will cause unconsciousness to an uncovered (or light-cloth covered) head. A sap has a 5% x Str to cause unconsciousness (Strength
>18 is automatic). A hit other than the head will inflict half damage.

Whip: The whip must contact exposed, or lightly covered, flesh to do damage. Optionally, any hit scored means entanglement, 5% in
non-proficient hands, 5% chance/ wielder level for entanglement: one limb (50%), two limbs (10%), the weapon arm and weapon (20%),
or the head (20%, or 40% in the case of an unarmed opponent).

One-limb entanglement indicates no attack for 10 segments. Two-limb entanglement indicates the same, with a 25% chance that the
opponent will be kneeling or prone for that period and must thereafter recover its feet. A hit on the weapon arm/weapon indicates no
effective attack for 10 segments and a 10% chance that the weapon will be lost (If the weapon is edged, there is a 50% chance that the
whip will be severed and useless instead). A neck hit indicates the opponent can make no attack for 10 segments, and additional garrot-
type damage will be scored if the opponent has no throat protection such as thick hide, heavy leather, armor, mane-like fur or hair, etc. A
proficient wielder can disentangle the whip by rolling his or her Dex or less on 3d6 minus 2. Otherwise, the whip remains entangled until
it is broken/severed, or until the wielder, or until the opponent pulls it loose (the chance of this last occurrence is 5% + 1%xStr of the
victim).



