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Punching:+3 & l'initiative, normal thaco vs AC, if
successful then consult table for damage and %KO
(gauntlet add 1 to damage, strength bonus apply)
only 25% of damage is real damage, a character can

Watrior 20 19181716 151413121110 9 8 7 6 5 4 3 2 1 state he doesn't do any damage if he wants.
Priest 20202018 181816 1616141414 121212101010 8 8
Rogue 2020 19 19 18 18 17 17 16 16 15 15 14 14 13 13 12 12 11 11 Wrestling: +3 a l'initiative, both hands free, no
Wizard 20 20 20 19 19 19 18 18 18 17 17 17 16 16 16 15 15 15 14 14 ||shield, if attacker in armor then apply penalty,
Situation Modifier Civation Modiher T —— AC SL P BLIE pe?altylfotr heldﬂdo
Hasted -2 | Creature size i Leather, Padded, Hide 8 0+2 O 1n01 afpti OWT;S li:irs,
Slowed +2 Tiny 0 [l studded 7 2 10 on t{ o those attacking
On higher ground -1 Small +3 {4l Ring Mail 7 1.1 04" aﬁgapon, dAC
Set to receive charge 2 Medium +3 |f Brigantine 6 -1 -1 0 gorma _a:clzo a? h
Wading or slippery footing +2 | Large +6 |l Scale Mail 6 0 1 0 bzmage ;fil +s lzngt
Wading in deep water +4 Huge +9 Al Chain Mail 5 2 042 ngshwl 4 ¢ contl-
Foreign environment +6 Gargatuan +12 [l Splint Mail 4 0 -1 2|8 mﬁi ﬁo dcause -
Hindered (tangled, held)  +3 | Innate spell ability +3 [l Banded Mail 4 2 0 | g; cha r;: m daTnaog:e
Waiting +1 | Magical items | Plate Mail g B 4 0 WG e ntinged
Attacking with weapon - WS | Miscellaneous magic  +3 |d| Field Plate 2 -3 -1 0| w11 alr)e I 1rbme
Breath weapon +1 Potion +4 Bl Full Plate 1 4 3 0} km eEs r? e 5.{
Casting a spell CT | Ring +3 |8 - theaw’, "gouge” or
— Rods —71f| Wrestling in armor Penalty [ifa successful use of a
iltt’:itllczrrl on higher ground Mof Seroll CT f cluddeg loat ey b ot
und + : it ri : g :
Defender off-balance sz |jf Wand + | Eield pl:;te armor 8 I ﬁg‘i /rz fz:-c::ve:y
petendersieeping A0 ™ & aapon vaNontat - [[[Ful e emor 20| v, 2ioever
Defender surprised +1 ||l Weapon holder attack first and +4 to hit reagrdless of initiative. If he g leg beyond two. If
Missile fire, long range 5 [llsurvives, the non-lethal attacker can make his attack. Those the roll succeeds,
Missile fire, medium range 2 l“involved in grappling or wrestling are limited to weapons of small size|g opponent is pulled
Rear attack +o |[lafter the fisrt round of combat. dPWHaerfmriﬁbe
] ; : : il pinned if further
Taking Cover : Cover gives saves W al fOrflly ?%‘sTords ang alxesﬁ -4 penag:ty. | successful
bonus, not concealment. after tﬁefi ht? — d OLywRCIS IErIpara e ﬁ) I;g one turm gl overbearing attack
| Corer Concealment ghtis over and causing unconsciousness if below zero. gl 51 made each round
25% 2 1 Missile Areaofeffect  Directhitdam.  Splash dam. 4l (no prone mod). Add
50% 4 2 Acid 1' diameter 2d4hp 1hp i| +1 for every attacker
75% 7 3 Holy Water 1’ diameter dé+1 hp 2hp il beyond the first to
0%* -10 4 Oil (lit) 3' diameter 2d6/1d6 hp 1d3 hp 1l the thaco of the
*1/2 or no damage on saves Poison 1' diameter Spedial Special i weakest. Ajust size
Undead type T 2 3 85 67 8 0 10011213 14:| 50 | o he DiEsest
SkeletonorlHD 107 4 T T DD D*D* D* D* D*| 6 7 ||Roll Punch Dam. %KO Wrestle
Zombie 1310 7 4 TT DD D* D D* D*|+4 5|20+ Haymaker 2 10 Bearhug*
Ghoul or 2HD 161310 7 4 T T D D D* D* D*J2 319  Wild swing 0 1 Arm twist
Shadowor34HD 19161310 7 4 T T D D D D* 1 18 Rabbitpunch 1 3  Kick
Wight or SHD 201916 1310 7 4 TT D D D*| Locks [17 Kidneypunch 1 5 Trip
| Ghast 2019 16 13 107 4 T T D D |i1d10-L+Q| 16 Glancingblow 1 2 Elbow smash
Wraith or 6HD 2019 16 1310 7 4 T T D |Wretched|{15 Jab 2 6 _Armlock*
Mummy or 7HD 2019161310 7 4 T T [[(A)+30% |14 Uppercut 1 8 Legtwist
Specire or 8HD 2019161310 7 4 T || 3md [13 Hook 2 9 Leglock
Vampire or 9HD 201916 13 10 7 4 Poor |12 Kidneypunch 1 5 Throw
Ghost or 10HD 2019 16 13 10 7 | @ +15% [|[11 Hook 2 10 Gouge
Lich or 11+HD 2019 16 13 10 2md |[10 Glandngblow 1 3 Elbow smash
Spedal - 20 19 16 13 Good [I|9  Combination 1 10 Leglock*
* An additional 2d4 over the 2d6 normally turned. (C)+0% |{8  Uppercut 1 9  Headlock*
CL Method Onset Strength | CL Method Onset Strength || ¢4 17 Eombition. 2 TR
; Excellent [|6___Jab 2 8 Gouge
A Inject 10-30mn 15/0 I Ingest 2-12mn 30/15 D)20% |5 Glandngblow 1 3 Kick
B Inject 2-12mn 20/1-3 J Ingest 1-4mn Death/20 +%_rn do 4  Rabbitpunch 2 5 Armlock*
C Inject 2-5mn 25/2-8 K Contact 2-8mn 5/0 S or 13 Hook 2 12 Gouge
D Injet 1-2mn 30/2-12 | L Contact 2-8mn  10/5 up“igy 2 Uppercut 5 15 Headlock”
E Inject 0 Death/20 | M Contact 1-4mn  20/5 S : : :
) +4rnd |1 Wildswing 0 2 Legtwist
F Inject 0 Death/0 | N Contact 1mn__Death/25 Masterful [|1- Haymaker 2 25 Bearhug*
G Ingest 2-12hr 20/10 | O Inject 2-24mn Paralytic (F)-60% || * Hold can be maintained from round to round,
H Ingest 1-4hr 20/10 P Inject 1-3hr Debilative +6 rnd | until broken.
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