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* Chance-in-twelve penalized by -4 if wearing medium armour or encumbered; impossible if in heavy

armour or heavily encumbered.

© 2018 North Wind Adventures, LLC
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Table 1: Strength Table 2: Dexterity Table 3: Constitution
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3 =2 -2 1:6 0% 3 =2 =2 1:6 0% 3 -1 -2 45% 1:6 0%
4-6 -1 -1 1:6 1% 4-6 -1 -1 1:6 1% 4-6 -1 -1 55% 1:6 1%
7-8 +0 -1 2:6 2% 7-8 -1 0 2:6 2% 7-8 +0 +0 65% 2:6 2%
9-12 +0 +0 2:6 4% 9-12 +0 +0 2:6 4% 9-12 +0 +0 75% 2:6 4%
13-14 +0 +1 3:6 8% 13-14 +1 +0 3:6 8% 13-14 +1 +0 80% 3:6 8%
15-16 +1 +1 3:6 16% 15-16 +1 +1 3:6 16% 15-16 +1 +1 85% 3:6 16%
17 +1 +2 4:6 24% 17 +2 +1 4:6 24% 17 +2 +1 20% 4:6 24%
18 +2 +3 5:6 32% 18 +3 +2 5:6 32% 18 +3 +2 95% 5:6 32%
Table 4: Intelligence Table 5: Wisdom Table 6: Charisma
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3 llliterate N/A N/A 3 -2 N/A N/A 3 -3 1 -1
4-6 lliterate N/A N/A 4-6 -1 N/A N/A 4-6 -2 2 -1
7-8 +0 N/A N/A 7-8 +0 N/A N/A 7-8 =1 3 +0
9-12 +0 — 50% 9-12 +0 - 50% 9-12 +0 4 +0
13-14 +1 One level 1 65% 13-14 +0 One level 1 65% 13-14 +1 6 +0
15-16 +1 One level 2 75% 15-16 +1 One level 2 75% 15-16 +1 8 +1
17 +2 One level 3 85% 17 +1 One level 3 85% 17 +2 10 +1
18 +3 One level 4 95% 18 +2 One level 4 95% 18 +3 12 +1
Table 11: Progressive Thief Abilities a Table 79: Calculated Encumbrance
Thief Level S Heavily
i ili » Strength Encumbered
Tl‘llef Ablll'y 1-2 3-4 5-6 7-8 9-10 11-12 E Scorge Unencumbered (—]0 MV, =1 AC] ;gﬁr&be;&ic
Climb* (DX) 8:12 8:12 9:12 9:12 10:12 10:12 = ( L )
= ; > 3 0-10 Ibs. 11-20 Ibs. 21-30 lbs.
Decipher Script (IN) 0:12 1:12 2:12 3:12 4:12 5:12
X = 4-5 0-15 Ibs. 16-30 Ibs. 31-45 lbs.
Discern Noise (WS) 4:12 5:12 6:12 7:12 8:12 9:12
Hide™ (DX) 5.12 512 712 .12 9:12 10:12 6-8 0-33 lbs. 34-66 |bs. 67-100 lbs.
X - : - : ; : 9-12 0-50 Ibs. 51-100 lbs. 101-150 lbs.
Manipulate Traps (DX) 3:12 4:12 5:12 6:12 7:12 8:12
. P 13-15 0-60 lbs. 61-120 lbs. 121-180 lbs.
Move Silently* (DX) 5:12 6:12 7:12 8:12 9:12 10:12
16 0-75 lbs. 76-150 |bs. 151-225 |bs.
Open Locks (DX) 3:12 4:12 5:12 6:12 7:12 8:12
: = 17 0-100 lbs. 101-200 Ibs. 201-300 lbs.
Pick Pockets* (DX) 4:12 5:12 6:12 7:12 8:12 9:12 18 0-125 b 126-250 Ib 251-375 1b
Read Scrolls (IN) - - 0:12 | 3:12 | 412 | 512 - ¥ 5 % g ¥



Table 86: Combat Matrix Table 87: Attack Roll Modifiers Table 43: Unskilled
Armour Class (AC) Attack Weapon Attack Penalty
Combat Condition Roll
o [Ss izl Fe sl a2 o 2 e = s e | =7 el =2 Veal [ cacenu] Attack
Class Penalty
O 1M |12 (13|14 |15| 16|17 |18 |19 (20|21 (22 |23 |24 |25|26 |27 |28 |29 Attacker is Blind -4 Magicitn =)
1101121314 15[16[17 18|19 20|21 |22 |23 |24 |25 26|27 |28 _AftackerisInvisible 4 Ciycmancer 4
2 [ 9 [0 |12]13] 1415|1617 18] 19 20|21 [22] 23|24 25|26 |27 —Attackeron Higher Ground A ilusenist A
Missile Fire, Long Range -5
3| 8|92 (1011|1213 |14 [15| 16|17 | 18|19 |20 | 21 |22 |23 |24 |25 26 P ; Necromancer -4
= Missile Fire, Medium Range -2 Puromancer 4
£ 4l7]8low0fnliz]w]us][ie]17]18]]20]2]22]23]24[25 ~pisie Torget Engaged with Ally| 2 — Lo 4
£ 5|6 |7 |8|9|10|1N|[12[13[14[15[16|17|18| 19|20 21 |22|23]|24 Rear AHack +2 Cl’ c >
2 6|56 |7 8|90 n|i2[13[14a]15/16]17]18][19]20]21]22]23 Der_:: 5
. rur s
2 7|als]e|7]8]o]w[n]i2]13[]15]16]17]18]19]20]21 |22 Tabless:Flask(Grenade) Hurling T =
S 8|34 |5 67|89 [10]n|12/13[14[15[16]17 18192021  TargetSize and Position |92 —p o mr
912 3[4|s5[6|7[8]9of10]n[12]13[14]15[16]17[18]19[20 “Siionary g, wawaremen | 7 Shaman 4
10] 1 2 3|4 5|6 |7 |8 |9 [10|11 (1213|114 15|16 |17 |18 |19 Large (over 8 ft.) *] Thief =2
Nfo|1|2|3|4|[5|6|7[8|9[10[11[12[13[14[15[16|17|18 _ Medium (about 4-8 ft.) 1 Assassin =2
12(-1/0|1|2|3|4[5|6|7 |8 9|10[n|[12[13[14[15/16|17  Small (under 4ft) 13 Legerdemainist| —2
Purloiner -2
Table 44: Attack Rate | Rate of Fire Scout -2
Melee Combat Attack Rate | Attack Rate Attack Rate
(Base) | [Master 1#-6") | (Master 7"~ 12') -
Melee Weapon (Close-Quarter) 1/1* 3/2 2/1 Table 88: Armour Class Modifiers .
R FFi FFi £ Fi Table 89: Basic Combat Sequence
Missile Combat ate of Fire| Rate of Fire Rate of Fire Combat Conditi AC
L351 (Base) | (Master 1#-6") | (Master 7*-12") ombat Condition Modifier Melee (2 move melee and charge attacks made)
Blowgun 1/1 3/2 2/1 Defender is Defenceless Auto Hit  Phase | Missiles (stationary missile shots fired)
Bow 3/2 2/1 5/2 Defender is Encumbered -1 One Magic (stationary magic discharged)
Crossbow, HEGVY ]/2 ]/2 ]/] Defender is Flanked =1 Movement [']72 move achieved)
Crossbow, Light 1/1 1/1 3/2 Defender is Fleeing -2 Melee (full move melee and charge attacks made)
Crossbow, Repeating 3/1 3/1 3/1 Defender is Heavily Encumbered -2 Phase | Missiles (2 move missiles fired at reduced ROF)
Dagger 3/2 2/1 5/2 Defender is Hindered -2 Two | Magic (7 move magic discharged)
Dart 2/1 5/2 3/1 Defender is Prone -4 Movement (2 move achieved)
Lasso 1/2 1/2 1/1 Defender is Stunned -4
Sling 1/1 3/2 2/1 Defender on Higher Ground +1 Table 98: Critical Hit Results
Other Hurled Weapons™ * /1 3/2 2/1 Missile Target Mostly Concealed +5 Combatant Type
* At 7" level, fighters and their subclasses improve to 3/2. ** Bola, boomerang, net, etc. Missile Target Partially Concealed |  +2 dé e Cloric, Thiet Mo
Table g7: Two-Weapon Fighting i Roll ighter Monster agician
Primary Weapon (P)* and Secondary Weapon (S)* 1 | +2 damage | +1 damage | +1 damage
DX | WCI1(P)/WCI1(S) | WC2(P)/WC1(S) | WC1(P)/WC2(S) | WC2(P)/WC2 () 2 |+2damage | +2 damage |+1 damage
13-16 Y. =8 —2/-3 9 —2/-4 i "; j""‘"ge +§ j""‘“ge +§ j""‘"ge
x ® -+
7 T 7 273 /3 23 amage amage amage
5 | x3 damage | %2 damage | *2 damage
18 -1/-1 =2/ -1/-2 “2/-2 6 | x3 damage | *3 damage | X2 damage

*No attack bonuses for high strength are realized, though damage bonuses may apply.




Table 94: Turn Undead Table 77: Light Sources

Undead Type Light Source Area of Effect
0 1 2 3 4 5 6 7 8 9 10 n 12 13 Bonfire c. 604t. radius
1 [10:92] 712 412 12 NT [ NT [ NT [ NT [ NT [ NT | NT | NT | NT | NT Campfire < 4041, radius
2| T [10012| 712| 42| 1:12| NT | NT | NT | NT | NT | NT | NT | NT | NT E"“ﬂ'e P 35:;' ""i‘;’s
2 : ’ . ontinuous Lig t. radius
3 T T 10:12 | 7212 | 4:12 | 1:12| NT NT NT NT NT NT NT NT Lantern, Bull'sEye 1541, radius, 60-ft. beam
-g 4 D T T 10:12 | 7:12 | 4:12| 1:12| NT NT NT NT NT NT NT Lantern, Hooded 304 radius
; 5 D D T T 10:12 | 7:12 | 4:12 | 1:12| NT NT NT NT NT NT Light 15-ft. radius
i_g 6 D D D T T 10:12 | 7:12 | 4:12 | 1:12 | NT NT NT NT NT Torch 30-ft. radius
<
7 ub D D D T T 10:12 | 7:12 | 4:12 | 1:12| NT NT NT T
2 N Table 45: Monetary Exchange
c 8 ub ub D D D T T 10:12 | 7:12 | 4:12 | 1:12| NT NT NT o
2 oluw |uw uw | p | o | o | 1| 1 [1w02 z2] 2] 122 Nt | N7 XOAChge | PRl 9pTl ER P [ <P
10/u [ ub | ub |ub | D | D D T T [1002] 712 412 102 | N7 PP 1| 15 | 1:10) 1:50 11:250
: ' : ) gp 3:1 1:1 1:2 [ 1:10 | 1:50
11| UD ub ub ub ub D D D 10:12 | 7:12 | 4:12 | 1:12 ep 101 2:1 11 1:5 1:25
12| UD ub ub ub ub ub D D T 10:12 | 7:12 | 4:12 sp 50:1 10:1 51 1:1 1:5
Table 99: Saving’lhrow cp 250:1 50:1 25:1 5:1 1:1
Level / HitDice (D) | 0 | 1-2 | 3-4 | 5-6 | 7-8 | 9-10 | n-12 | 13-14 | 15-16 | 17+ Table 80: Overland Travel
SavingThrow (SV) | 17 | 16 | 15 | 14 | 13 | 12 | 1n | 10 | 9 | 8 Movement (MV) | 60 | 50 | 40 | 30 | 20| 10
. Miles per Day | 36 | 30 | 24 | 18 | 12 | 6
Table 100: Item Saving Throws
emiSaing Theow clars Table 81: Terrain Effects on Movement
ltem Material 1|2 |3|4a]|5]6]l7]8]9]10]n Terrain Type Hlovement iyl
Bone / Ivory nlw[1ww]2[20]2]8[s6[13]3 ]2 - —
Ceramic / Earthenware 4 | 18| 12| 4 | 19| 2 2 | n 4 2 |21 Rugged -10 MV
Crystal / Phial 6 |19 | 14| 7 |20 5 | 15|13 | 8 3 |21 Tablesa:B ino L
Glass 5 |20 15| 6 |20] 2 |17 | 14| 9 | 4 | 20 able 82: Becoming Lost .
Leather / Book (leatherbound) 0] 42322120421 Terrain Type i
Liquid* 15| - | —-]12/20 /1518 | - 15|13 |2 Desert (steppe), forest (light), 196
Metal, Hard (iron, steel) 7 6 2 2 17 2 1 2 4 2 21 hills (low), plains, snow (light) )
Metal, Soft (gold, silver, jewellery) 13| 14| 9 9 19 | 2 16 | 4 16 | 5 21 Forest (moderate), hills (steep / bluffs),
Mirror** 12|20 /15| 6 |20 2 | 18|13 |12| 5 |21 icy / glaciated, mountains, 2:6
Paper / Parchment 6| 1| 6| 2|22 2| =21]18]2 E""“’ E"(“’d:"“}'eg' '”“td(:’ )
- esert (sandy), forest (heavy), )
Stone fsl‘afue, carving) / Gem : 3 17 7 2 18 2 14 4 5 2 20 snow (heavy), wetlands 3:6
Wood, Thick (tree, hull) / Rope (T-inch) 8 10 | 3 2 191 2 12 | 2 9 s |2 *If the party include a barbarian, huntsman, ranger, or scout,
Wood, Thin (chest, door) / Rope (V-inch) 9 13 é 2 20 2 10 2 13 9 21 roll a d8 instead.
* Generally, liquid contents of a phial are affected when the container fails its save; however, in some Table 83: Course Deviation (Overland)
instances when the container survives breakage, the contents may yet be adversely affected.
doRoll | 1 | 23 | 45 | 6

** Silvered glass. If mirror is composed of silver, refer to metal, soft; if composed of steel, refer to metal, hard.

Item Saving Throw Classes: 1 = Acid; 2 = Blow, Crushing; 3 = Blow, Normal; 4 = Cold, Magical; 5 = Disintegration; Deviation | 90° left ] 45° left ’45" right | 90° right

6 = Electricity; 7 = Electricity, Lightning; 8 = Fall Impact; g = Fire, Magical; 10 = Fire, Normal; 11 = Lava.




Table 48: Melee Weapons Melee Weapons Table Annotations:
Range (¢) = Ignores AC bonus provided by opponent’s shield (if any).
WC | Type (s/ ME}L) Damage* (@) = +1attack bonus versus opponents wearing plate armour (plate mail, field plate, full plate).
+) = A “true” two-handed melee weapon; must be wielded with two hands.
0, | Constines il (<) b leertadkes v bewitlded with om Bads
= <) = +1 AC bonus versus melee attacks; must be wielded with two hands.
0 | Garrotte (+) - 1d3 (*) = Double damage dice (apply modifiers after) when set to receive a charge.
1 Axe, Hand 15/30/45 | 1dé (#) = Weapon has a 4-in-6 chance to dismount a rider on a natural 19 or 20 attack roll.
1 | Club, Light 10/20/30 | 1d4 (V) = Double damage dice (apply modifiers after) when used from a charging mount. NORTH WIND
1 | Dagger 10/20/30 | 1d4 (o) = Base damage improves to 1d10 when mounted on a heavy warhorse. ADVENTURES
] | Hail; Horseman's (<] — 1dé Table 49: Missile Weapons Table 46: Armour
1 Hammer, Horseman's 10/20/30 | 1dé S Weight
i
1 | Mace, Horseman's — 1d6 Type (Hurled) (S/Mg/L) Damage AC Type DR Clags MV
1| Pick, Hotseman’s () = 1dé Bola () 15/30/45 1d2 9 None 0 = 40
1 | Sickle = 1d4 Boomerang (/) 50/100/150 1d4 8 Padded 0 | Light 40
1 | Sword, Short = 1dé Dart () 15/30/45 143 7 Leather 0 | Light 40
1_| Sword, Short, FOIC_O"U - 1dé Hooked Throwing Knife (¢ /') 30/60/90 1dé é Studded 0 Light 40
1| Sword, Short Scimitar i 1dé Lasso 20 feet - 6 Scale 1 | Medium | 30
2 | Axe, Battle = 1d8 (1d10)  Net, Fighting 10 feet = 5 | ChainMail | 1 | Medium | 30
2 | Club, War n ‘jé :133)) Stone () 30/60/90 1 5 | Llaminated | 1 | Medium | 30
2 | Hammer, War - 1d8 (1d10 Range 4 | Banded Mail | 1 | Medi 30
- T L h g D anded Mai edium
2 | Javelin 20/40/80 | 1d4 (1d6) ype (Launched] (/M) | POM9° T s T Mediom |30
2 | Mace, Footman’s - 1d8 (1d10) Blowgun 30/60/90 1 3 Plate Mail 2 Heavy 20
2 hftorning Slur {.Q.} — 1d8 [1d|0} BOW, LOI'Ig‘ {Z‘] - 70/'40/2]0 1d6 2 Field PIG'E 2 Heavy 20
2 | Pick, War (2) - 1d8 (1d10) Bow, Long-, Composite (£') 80/160/240 1dé 1 Full Plate 2 Heavy 20
2 | Sword, Long (or Broad) — 1d8 (1d10) Bow, Short 50/100/150 1dé
2 | Sword, Scimitar - 1d8 (1d10) Bow, Short, Composite 60/120/180 1d6 Table 47: Shields
3 | Flail, Footman’s (¢ +) — 1d10 Crossbow, Heavy 80/160/240 1d6+2 Melea [T Missiia
3 Quarterstaff (H) - 1dé CI"OSSbOW, nghf 60/]20/180 1d6+1 Type Defence | Defence
3 | Spear, Short (%) 15/30/45 | 1d6 (1d8) Crossbow, Light, Repeating 50/100/150 1dé Modifier | Modifier
3 | Spiked Staff (+ " #) - 1d10 Sling () 50/100/150 1d4 Small +1 +1
3 | Sword, Bastard — 1d8 (2dé) Missile Range Attack Modifers: +o short, -2 medium, -5 long & A7 Large i *+2
4 | Axe, Great (+ #) o 2dé Missile Weapons Table Annotations: 7 Two-handed +2 +3
4 Hull;er d (+ " #) _ 1d10 (¢) = Ignores AC bonus provided by opponent’s shield (if any).
() = Strength damage adjustment applies. Tablo 8 Resction
4 | Hommer, Great (+ #) = 2d¢ (€) = Strength damage adjustment applies only if draw weight 5
4 | Mace, Great (+ #) - 2dé is adjusted for the archer. 2d6 Reaction
4 | Spedr, Loha (") - 1d6 (1d8) - Beso
2 spec!:':i Tongh dod 7 Table 78: d6 Task Resolution 2 or less Violent: immediate attack
pree, Tio banded (4] — Estimated Probability 3 Hostile: antagonistic; attack likely
4 | Sword, Two-handed Scimitar (+) — 3d4 Difficulty of Success : ) E—
y - = o7 1d6 (1 Sl . 4-5 Unfriendly: negative inclination
Tndenf£ ) 0/20/30 dé (1d8) !\;nm: = 4:6 6-8 Neutral: disinterested or uncertain*
5 | Lonce [*Vo] - — 1d8 Cho "em‘? 3:6 9-10 Friendly: considers ideas / proposals
5 | Spear, Great{+"V] — L atenging : 11 Agreeable: willing and helpful
5 | Whip - 1d2 Difficult 2:6 :
- 12 or more | Affable: extremely accommodating
6 | Pike (+7) - 1d8 Very Difficult 1:6

* Parenthetical values indicate two-handed damage;

also implies no shield use.

* Reroll; if result is the same, neutrality (disinterest | uncertainty)
persists.



