Adjustment to the attack by range

+1 0 -1

Weapon d.Short Medium -Long
istance distance distance

Crossbow ...25m ...50 m ...80 m
<gli%§eé> S 10! b, 7o il 05000
Dart SVl ol 0 'm 1D
Holy water )00 ...10m + DS
Javelin . Ty $12 m ...20m
Long Bow B3} i ...45m §5/0m
Oil B i} el sm soolld) fanl
Short Bow 15m o0 S0\ gont
Sling 12 m B2 Shr e50im
Spear 07 401 SslPem ...20m
Thfxng 3m .7m 10 m

Silver Electrtum Gold Platinum

Coins Copper
Copper (cp) 1 1/10 1/50 1/100  1/1,000
Silver (sp) 10 1 145 1/10 1/100
Electrum (ep) 50 5 1 7% 1/20
Gold (gp) 100 10 2% 1 1/10
Platinum (pp) 1,000 100 20 10 1

e Race

Movement In Running Encumbered
Range combat (not fighting)
: EIf 40 m. 13 m. 80 m. 20 m.
: . Dwatf 20 m. 7 m. 40 m. 10 m.
20 m. 7 m. 40 m. 10 m.
30 m. 10 m 60 m. 15 m.

Axe, Battle
Axe, Hand
Blackjack
Bow, Long
Bow, Short
Arrows (10)
Club
Crossbow, Heavy
Crossbow, Light
Bolts (20)
Dagger
Dart
Hammer
Javelin
Lance
Mace
Morning Star
Pike, Heavy
Pike, Short
Scimitar
Silver Dagger
Sling
Staff
Sword, Bastard
Sword, Long
Sword, Short

Sword, Two-handed

Trident
Warhammer
Whip, Heavy
Whip

25 gp
16 gp
3gp
3gp
40 gp
25 gp
5gp
3gp
5sp
1gp
1gp
7gp
5gp
5gp
8 gp
5gp
15 op
30 gp
2gp
7gp
20 gp
10 gp
78p
15 gp
4 gp
7gp
8 gp

Damage
1d8
1d6
1d6
1d8
1d6
1d4
1d8
1do
1d4
1d4
1d4
1d6
1d6
1d6
1d6
1d8
1d6
1d8
1d4
1d4
1d8
2d4
1d8
1d6

1d10
1d6
1d6
1d8
1d6

Weight
3 kg
2 kg
2 kg
4 kg
5kg
V2 kg
1kg
2 kg
1 kg
1kg
2 kg
V2 kg
1 kg
1kg
5kg
2 kg
3 kg
3 kg
2 kg
2 ko
2 kg
0 kg
8 kg
3 kg
2 kg
1 kg
8 kg
2 kg
3 kg
5 kg
2 kg

Banded Mail
Leather
Scalemail
Platemail
Ringmail
Barding
Chainmail
Studded Leather
Shield

No armor

Level
Poison or death
Wands
Petrification or
paralysis
Dragon’s breath

Spells, wands
and staves

Poison or death
Wands
Petrification or
paralysis
Dragon’s breath

Spells, wands
and staves

9-12

6
-

8
10

7
8

10
12
9

1316 17+
3 2
4 4
8 6
8 6
6 5

10-12
2

3
4
4
6







Poison or Death 12 10 8 6
Rod, Staff or Wand 13 11 9 7
Petrification or
Paralysis 1k 11 9 7
Breath Weapons 15 18 9 7:
Spells and
Magic Weapons i 12 W 2
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Level 1-3 4-6 7-9
Poison or Death 12 10 8
Rod, Staff or Wand (i3} 11 9
Petrification or
Paralysis i 1 7
Breath Weapons 155 i3 )
Spells and
Magic Weapons =] 1 o

Poison or Death 13 11 : ¥ 6
Rod, Staff or Wand 13 11 ) 5 4
Pe‘;,’frj“i‘;;;‘ o} g5 il B i35
Breath Weapons 16 14 12 8 6
SPeﬂs and 6 4
Magic Weapons i

evel

Poison or
Death
Rod, Staff
or Wand
Petrification
or Paralysis
Breath
Weapons

Level
Poison or Death
Rod, Staff or Wand
Petrification or
Paralysis
Breath Weapons

Spells and
Magic Weapons

Level

Poison or
Death

Rod, Staff >
or Wand
Petrification
or Paralysis
Breath
Weapons
Spells and
MagicWeapons

14

12

NG

10

6

9-12
12
11

9
il
10

(CHROMAS
NARRIORE &
PP

Human 1-3 4-6 7-9 10-12 13-15 16-18 19+

6

13-16
10
9

-
10

4

4

4

4

7-9 10-12 13-15 16-18 19+

3

3

17+

SNl v oo

6

Cleric
and
Thief

1-3

9-10

13-14
15-16
17-18
19-20

Classes

Dwarf, Elf,

Explorer,
Halfling,
Paladin
and
Warrior

0 Humans

1-2

19+

Monster’s
Hit Dice

1or less
1+ and 2
2+ and 3
3+ and4
4+ and 5
5+ and 6
6+ and 7
7+to9
9+ to 11
11+ to 13
13+ to 15

15+ t0 17

Mage

13
47
8-10
1112
13
14-15
16-18
19-20
21-23
24+

10

5

20
20
20
20
20
19
18

17

154

Attack: AC is hit when the value is the one listed or better
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Classes

Dwarf, EIf,
Explorer,
Halfling,

Paladin
and
Warrior

+_ Cleric
¥ and
. Thief

0 Humans
1-2

19+

Monster’s
Hit Dice

1orless
1+ and 2
2+ and 3
3+ and4
4+ and 5
5+ and 6
6+ and 7
7+ t0 9
9+ to 11
11+ to 13
13+ t0 15
15+ to 17
17+ to 19
1119+ to 21
}?l+ and more

Mage

1-3
4-7
8-10
11-12
13
14-15
16-18
19-20
21-23
24+

20
20
20
20
20
20
20

18
a7
16

14
1i3)
12
11
10

Attack: AC is hit when the value is the one listed or better
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Level

Poison or Death = 11
Rod, Staff or Wand =~ 12
Petrification or 14
Paralysis
Breath Weapons = 16
Spells and 15
Magic Weapons

Poison or Death 8
Rod, Staff orWand =~ 9
Petrification or

Paralysis i
Breath Weapons 13

Spells and 12
Magic Weapons

9-12
/.
8

10

10
10

LB~ gL TR T

13-16

3 2
4 4
8 6
8 6
6 5

Adjustment to the attack by range

+k
Short
pleartny distance
Oil K
Holy water a2 fant
Long Bow i 25im!
Short Bow .15 m
Crossbow .2 il
Dagger
(thrown) Jar
Dart 5m
Tht’oWing o
Axe
Sling 12m
Javelin 7m

Spear

0

Medium
distance

80
.10 m
.45 m
..30m
D e

L /A

A0 m

1

Long
distance

= s
o
< AlBu
E P
.80 m

L0

Poison or Death
Rod, Staff or Wand
Petrification or
Paralysis
Breath Weapons

Spells and
Magic Weapons
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10 8
11 9
11 9
s 9
13 11

SAVING CHROWS)

Level Human 1-3
Poison or
Death 14 12
Rod, Staff
or Wand % 1
Petrification 16 14
or paralysis
Breath Weapons w7l 15
Spells and
Magic Weapons ~ © 16

2L~ CT L DA TR =D

Poison or Death
Rod, Staff or Wand
Petrification or
Paralysis
Breath Weapons

Spells and
Magic Weapons

EXPILORER

46 79 10-12 13-15 16-18 19+

10

8 6 4
9 7 5
10 8 6
9 /- )
12 10 8

8 6
9 i
10 8
13 10
12 10

Indifferent, disinterested

Resultado

4

w

Friendly, serviceable

Neutral, uncertain

Untreatable, can attack

Hostile, will attack

3




Level 15 610 1115 16-18 19+ Level 14 58 912 1316 17+

Poison or Death 13 11 9 ¥ 6 Poison or Death = 16 14 i 10 8
Rod, Staff or Wand = 13 14 9 5 4 Rod, Staff or Wand = 15 13 kil 9 7
Petrification or Petrification or
: I 11 9. o 5
Paralysis 13 | 11 9 6 5 Paralysis
Breath Weapons 16 14 12 8 6 Breath Weapons = 16 14 12 10 8
Spells and Bl 4112 b 104f 8 6
Magic Weapons it 5 & 2 i Magic Weapons
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§eouemce OF COMBACT

1 - The player declares the adventurer’s action.
2 - Each side makes their respective initiative rolls.
3 -The winner of the initiative roll acts first. The Narrator can check for the morale of the monsters.

4 - Characters can move according to their movement rates (never more than the range of movement divided
by 3), unless the adventurers decide to run or flee.

5 - Each adventurer’s actions takes place. Depending on class and skills, those can be:

5.1 - Range attacks, taking into consideration adjustments due to Dexterity (DEX), cover and weapon
range.

5.2 - Spells are casted and saving throws are rolled in reaction.

5.3 - Melee; proceeding to roll for attack and dealing the corresponding damage, always taking adjustments
due to Strength (STR) and magic into account.

6 - The other side acts, repeating steps 4-5, in the established initiative order.

7 - When both patts have finished their actions, a whole assault will have passed and the sequence will start
all over again from the first step.
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*Infernal: This category includes the more powerful un-
dead, as well as demons and fiends.

A “T” in the table means that the attempt is successful
and results into an automatic expulsion. The “D” would
indicate that the creature is completely destroyed .

A dash “-”” means that the Cleric does not have the power
to expel the creature, so no attempt will succeed.

The number in the table indicates the figure we have to
equal or beat on a 2d6 roll in order for the attempt to
succeed. If the roll is successful, or the table gives the
“T” result, the player must throw 2d6 again and the new
result would indicate the total HD of undead the Cleric
may expel or destroy during this attempt.
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. Tg;:rg/: ) Steal () | gilently (%)
14 23 23
17 27 27
20 30 30
23 37 37
33 40 40
43 43 43
53 53 53
63 63 63
73 73 73
83 83 83
93 93 93
95 105 95
97 115 97
99 125 99

Move

Climb
Walls (%

87
88
89
90
91
08
93
94
95
96
97
98
99
99

in the
) | Shadows (%)

13
17
20
27
30
37
47
57
67
77
87
90
97
99

Noises

(1d6)

1-2
1%
1-3
1-3
%
14
14
1-4
14

Terrain

Desert hills, wooded areas

Jungles, swamps,
mountains

Roads, open trails

Terrain

Plains
Mountains or Hills
Forest
Sea
Desert

Jungle or Swamp

Possibility of
Losing Direction

-1/2
+1/2

15%
32%
32%
32%
50%
50%

Movement Adjustements

-1/3

Equipmet
Arnica
Backpack (Empty)
Big Sack
Blanket
Candles (10)
Chain (10 m)
Feather
Food Ration
Garlic ( 3 bulbs)
Grimoire (Spell Book)
Hammer
Holy symbol, silver
Holy Symbol, wood
Holy water (jar)
Ink (vial)

Jar (Empty)

Kit (map, parchment)
Ladder (10 m)

Lock
Mirror
Oil (jar)
Oil Lamp

Parchment

Race Movement In
Range combat
Elf 40 m. 13 m.
Dwarf 20 m. 7 m.
Halfling 20 m. 7 m.
Human 30 m. 10 m.

10 cp
30 gp
1sp
4 sp
5cp
15gp
5 sp
25 gp
legp
25 gp
8gp
3cp
1sp
5cp
20 gp
10 gp

Running
(not fighting)

80 m.

40 m.
40 m.
60 m.

Encumbered

20
10
10

Y2 kg
0 kg
1 kg
1 ke
Y2 kg
0 kg
Y5 kg
0 kg
2 kg
2 kg
10 kg
Y2 kg
2 kg
Y2 kg
1 kg
0 kg

m.
m.

m.

quipment
Picks (12)
Pike (Climbing)
Pole (10 m)
Pouch
Pulley
Rod
Rope (50 m)
Saddle
Saddlebags
Shackles
Shovel
Skin (water or wine)
Small Sack
Spike
Spy glass
Stakes (3)
Thieves Kit (Tools)
Tinder and Flint
Torches (8)
Vial (empty)
Wine (2 liters)
Wine Bottle (Crystal)

Coins Copper
Copper (cp) 1
Silver (sp) 10

 Electrum (ep) 50

old (gp) 100
- 1,000

1gp 4 kg
3gp 5 kg
2 sp 4 kg
1sp 2 kg
5gp 2kg
2gp 2kg
10 gp 5keg
25 gp 15 kg
1sp V2 kg ’f
15 gp 1 kg
2 op 4 kg
1 gp

1sp

1 gp

1,000 gp

5cp

30 gp

2gp

3sp

1 gp

1gp

2gp

Silver
1/10
1
5
10
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Designation of product identity

The names Adventures in the East Mark and the East Mark,
when used in any context, are product identity. All artwork,
logos, presentation and layout are product identity.

Designation of Open Game Content

All text and tables, with the exception of material specifically
excluded in the declaration of product identity, is open game
content.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wiz-
ards”). All Rights Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material includ-
ing derivative works and translations (including into other
computer languages), potation, modification, correction, addi-
tion, extension, upgrade, improvement, compilation, abridg-
ment or other form in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, trans-
mit or otherwise distribute; (d)”’Open Game Content” means
the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product
line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or reg-
istered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes
the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contrib-
utor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means
the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Con-
tent that contains a notice indicating that the Open Game Con-
tent may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Con-
tent distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing
to use this License, the Contributors grant You a perpetual,

worldwide, royalty-free, non-exclusive license with the exact
terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are con-
tributing original material as Open Game Content, You repre-
sent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Con-
tent You are copying, modifying or distributing, and You must
add the title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Prod-
uct Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agree-
ment with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with
any Trademark or Registered Trademark in conjunction with
a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute
a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed
under any version of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You Dis-
tribute.

11. Use of Contributor Credits: You may not market or adver-
tise the Open Game Content using the name of any Contribu-
tor unless You have written permission from the Contributor
to do so.

12. Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order,
or governmental regulation then You may not Use any Open
Game Material so affected.

13. Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards
of the Coast, Inc. Authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich
Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material from E. Gary Gygax
y Dave Arneson.

Adventures in the East Mark Copyright 2010-2011. Authors
Pedro Gil, Cristobal Sanchez and Salvador Martinez.

End of License




