
The Combat Round 
(1 ROUND = 10 SECONDS) 

Roll Initiative
A character using a weapon with a long reach may
choose to attack  a  closing  opponent  on the  closing
opponent's  number  and  thus  attack  simultaneously
with the opponent, even if the character rolled lower
for Initiative.

Act On Initiative
Delay  :  The  character  or  monster  may  delay  their
action until later in the round, acting before characters
and monsters with a lower initiative. 

Run  :  The  character  or  monster  may  move  up  to
double encounter movement but cannot do anything
else.  If  retreating,  they  lose  any  benefit  from  their
shield and grant a +2 bonus to all opponents attacking
them this round as well as become vulnerable to sneak
attacks. 

Charge : The character or monster moves at least 10'
and up to double encounter movement in a straight
line across reasonably clear terrain. They take an AC
penalty of -2 for the round. They then make a melee
attack with +2 to their attack, dealing double damage.

The character or monster may: 

• Move  up  to  their  encounter  movement,
attempting to overrun as desired;

• Set  themselves  to  receive  a  charge  with  a
spear or polearm; this is a delay action and
does double damage versus a charge.

• Make a fighting withdrawal

• Take a miscellaneous action

In addition, the character or monster may also: 

• Make a missile attack; 

• Make  a  melee  attack  or  perform  a  special
maneuver; 

• Cast a spell; if a spellcaster is attacked (even if
not hit) or must make a saving throw (whether
successful or not) on the Initiative number on
which he or she is casting a spell, the spell is
spoiled and lost.

Attacking
To make  an  attack,  roll  1d20  for  the  character  or
monster.  If  using  a  melee  weapon,  add  their  STR
bonus to the roll. If using a missile weapon, add their
DEX bonus to the roll. If the modified roll  is greater
than or equal to the character or monster’s AC, they
hit. Roll damage against the target. A natural “1” on
the die roll is always a failure. A natural “20” is always
a hit, if the opponent can be hit at all.

Attack Bonus / Penalty 

Attacking from behind or if 
defender is prone

+2 (do not 
combine with the 
Sneak Attack 
bonus) 

Flat of the blade attack   -4 (do half 
damage as 
subduing) 

Kick -2 (1d4 subduing 
damage) 

Attacker is blinded or Defender is 
invisible

-4 

Defender is pinned        +4

Missile Fire 

Target distance Attack bonus / penalty 

5' or less -5* 

Up to short range +1 

Up to medium range +0 

Up to long range -2 

Beyond long range Cannot be attacked
*  If  the  attacker  is  behind  the  target  creature  and
undetected,  or  that  creature  is  distracted  apply  +1
bonus  instead  (+3  total  bonus  if  attacking  from
behind) 

Cover and Concealment Penalty 

Target is Covered Concealed 

25% -2 -1 

50% -4 -2 

75% -6 -3 

90% -8 -4

Special Maneuvers

Wrestling save versus Death Ray to escape



Grenade-Like Missiles Miss Table
(behind)

0

7 8 9

5 Target 6

2 3 4

1
(in front)

Roll  1d10,  and  consult  the  diagram  to  determine
where the missile hit.  Each number represents a 10'
square area.

Oil Grenade-Like Missiles 
• Direct hit: 1d8 points of fire damage, plus in

the  next  round  an additional  1d8 points  of
damage,  unless  the  character  spends  the
round extinguishing the flames 

• Splash Hit: 1d6 points of fire damage within 5
feet of the point of impact. A save vs. Death
Ray is allowed to avoid this damage 

• A  burning  puddle  of  oil  is  effective  for  10
rounds. Those attempting to cross the burning
oil will receive 1d6 points of fire damage each
round they are in it.

Holy Water vs. Undead 
• Direct hit: 1d8 points damage. 

• Splash Hit: 1d6 points of fire damage within 5
feet of the point of impact. 

• Effective for 1 round 

Missiles That Miss 
With  the  exception  of  grenade-like  missiles,  missile
weapons which miss the intended target are normally
considered lost. However, if the weapon is fired into a
melee where allies of the shooter are involved, and the
attack misses, it  may hit  one of  the allied creatures.
The GM should decide which allies may be hit, and
roll  attacks  against  each  until  a  hit  is  made  or  all
possible targets are exhausted. These attack rolls are
made with the shooter's normal attack bonus, just as if
he or she intended to attack the allied creature. 

Subduing Damage
Attacks made with the “flat of the blade” for non-lethal
damage are made at a -4 attack penalty and do half
damage.  Most  weapons can be used this  way;  only
those with penetration or slashing features on all sides
cannot. 

Subduing damage is subtracted from a creature’s hit
points like normal damage. A creature reduced to 0 hit
points  or  fewer  by  subduing  damage,  or  any
combination  of  normal  or  subduing  damage,  is
unconscious rather than dead. (Any further subduing
damage  is  then  considered  killing  damage,  allowing
the  possibility  that  someone  might  be  beaten  to
death.) A character knocked out in this way, but not
subsequently killed, will  wake up with 1 hit  point  in
1d4 turns, or can be awakened (with 1 hit point) by
someone else after 2d10 rounds.

Brawling 
Sometimes a character will attack without a weapon,
striking  with  a  fist  or  foot.  This  is  called  brawling.
Normal characters do 1d3 points of subduing damage
with a punch, 1d4 with a kick; kicks are rolled at a -2
attack  penalty.  A  character  in  no  armor  or  leather
armor cannot successfully punch or kick a character in
metal  armor,  and  in  fact,  if  this  is  attempted  the
damage  is  applied  to  the  attacker  instead  of  the
defender. The GM must decide which monsters can be
successfully  attacked  this  way.  All  character  classes
may  engage  in  brawling;  there  is  no  “weapon”
restriction in this case.

Wrestling 
A wrestling attack requires a successful  melee attack
roll, where success indicates the attacker has grabbed
his or her opponent. This hold is maintained until the
attacker releases it or the defender makes a save vs.
Death Ray, which is attempted at the defender's next
action (according to Initiative).  A successful wrestling
attack  causes  the  attacker  to  move  into  the  same
“space” as the defender (if miniature figures are used).

After achieving a hold on an opponent, the attacker
can automatically inflict unarmed damage (as if striking
with a fist), prevent a held opponent from speaking,
use simple magic items such as rings, or take any other
action the GM allows. The attacker may also attempt
to acquire an item the opponent is holding (such as a
weapon)  or  attempt  to  move  the  opponent  (as
described below). A held character may be voluntarily
released whenever the attacker so desires.



The  attacker  can’t draw or  use  a  weapon or  use  a
wand, staff, scroll or potion, escape another’s wrestling
attack,  cast  a  spell,  or  pin  another  character  while
holding an opponent.

Moving the Opponent: The attacker can move up to
one-half  speed (bringing  the  defender  along)  with  a
successful attack roll, if the attacker is strong enough to
carry or drag the defender.

Acquiring  an  Object:  The attacker may attempt to
take an item away from the defender. This requires an
additional attack roll; if the roll fails, the defender may
immediately attempt an attack roll (even if he or she
has already attacked this round) which, if successful,
results  in  the  defender  pinning  the  attacker;  or, the
defender may choose to escape instead of  reversing
the hold.

Actions  Allowed  to  the  Defender:  The target of a
successful hold is usually immobile (but not helpless)
at least until his or her next action, as determined by
Initiative. Such characters suffer a penalty of -4 to AC
against opponents other than the attacker. 

If  the  defender  is  significantly  stronger  and/or  larger
than the attacker, he or she may move at up to one-
half speed, dragging the attacker along.

On the defender's  next  action,  he or  she can try to
escape the pin with a saving throw vs. Death Ray; the
defender must apply the better of his or her Strength
or Dexterity bonuses (or penalties) on this roll. If the
escape roll succeeds, the defender finishes the action
by moving into any space adjacent to the attacker. 

If more than one attacker has a hold on a particular
defender, a successful  escape roll  frees the defender
from just one of those attackers. 

Held characters may also use simple magic items such
as rings. A character being held may not normally cast
a spell, even if he or she has not been silenced by the
attacker.

Multiple  Opponents:  Several  combatants  can  be
involved in a wrestling match. Up to four combatants
can wrestle a single opponent of normal size in a given
round.  Creatures  that  are  smaller  than  the  attacker
count for half, while creatures that are larger count at
least  double (as determined by the GM).  Note that,
after  an opponent  is  pinned,  other  attackers  benefit
from  the  -4  AC  penalty  applied  to  the  defender.
However, this  AC penalty  is  not  cumulative (that  is,
each successful  attack does not lower the defender's
AC further). 

It is  also possible for another character to attack the
attacker in an ongoing wrestling bout. In this case, a
successful  hold  on  the  attacker  grants  the  original
defender a +4 bonus on subsequent escape rolls.

Wrestling With Monsters: In general, the rules above
can be used not only when character races wrestle but
also when humanoid monsters are involved. The GM
will decide whether or not to allow wrestling involving
non- humanoid creatures on a case-by-case basis;  if
this is allowed, the following adjustments apply: 

Creatures with extra grasping appendages (more than
the  usual  two)  gain  a  +1  bonus  on  attack  rolls  or
saving throws for each such appendage. This includes
creatures  with  feet  capable  of  grasping  (such  as
monkeys or apes, giant spiders, etc.)

Large creatures able to fly may attempt to carry off
their  opponents  (even  if  the  flying  creature  is  the
defender).

Wrestling attacks against creatures with touch attacks
(such as wights) will cause the attacker to suffer one
such attack automatically every round.

Healing
Characters recover 1 hit point of damage every day,
provided that normal sleep is possible. Characters who
choose full bedrest regain an additional hit point each
evening. 

Normal characters require 6 hours sleep out of every
24. Subtract from this number of hours the character's
Constitution  bonus;  so  a  character  with  18
Constitution needs only 3 hours sleep per night (and a
character  with  3  Constitution  needs  9  hours).  Note
that these figures are minimums; given a choice, most
characters  would prefer to sleep two or more hours
longer.

Characters who get less than the required amount of
sleep suffer a -1 penalty on all attack rolls and saving
throws  (as  well  as  not  receiving  any  hit  points  of
healing).  For  each  additional  night  where  sufficient
sleep is not received, the penalty becomes one point
worse. Regardless of how long the character has gone
without adequate sleep, the normal amount of sleep
will remove these penalties.



Open Game License
INTRODUCTION

Combat Reference (hereinafter “the Supplement”) is based on the System
Reference Document v3.5 ("SRD"), which is Open Game Content.    The text
of the Open Game License itself is not Open Game Content. Instructions on
using the License are provided within the License itself.

Designation  of  Open Game Content:   The entire  text  of  the Supplement
(except the Open Game License, as noted above) is Open Game Content,
released under the Open Game License, Version 1.0a (reproduced below)
as  described in  Section 1(d) of the License.   Artwork incorporated in  this
document is  not  Open Game Content,  and remains  the property of the
copyright holder.

Designation  of  Product  Identity:   Product  identity  is  not  Open  Game
Content.  The following is  designated as product identity  pursuant to OGL
v1.0a(1)(e)  and (7):  (A) product and product line names,  including Basic
Fantasy  Role-Playing Game, Basic Fantasy RPG, and BFRPG, as well as the
phrase “make mine Basic”; (B) all artwork, logos, symbols, graphic designs,
depictions,  likenesses,  formats,  poses,  concepts,  themes  and  graphic,
photographic  and other  visual  representations,  including  the  “eye”  logo,
which is the personal mark of Chris Gonnerman for his various products, and
which is Copyright © 2002 Chris Gonnerman, and the “Scribbled Dragon,”
which is Copyright © 2005 Erik Wilson; (C) logos and trademarks, including
any trademark or registered trademark clearly identified as product identity
by the owner of the product identity, and which specifically excludes the
open game content.

More information on the Open Game License can be found at:

http://www.wizards.com/d20

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 ("Wizards"). 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  including  derivative  works  and  translations
(including  into  other  computer  languages),  potation,  modification,
correction,  addition,  extension,  upgrade,  improvement,  compilation,
abridgment  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,  transmit  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, thematic elements, dialogue,
incidents,  language,  artwork,  symbols,  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 registered 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 Contributor 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  Content  that
contains a notice indicating that the Open Game Content 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 Content
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 contributing original
material as Open Game Content, You represent 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  COPYRIGHT  NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content 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  Product  Identity,
including as an indication as to compatibility, except as expressly licensed in
another, independent Agreement 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 Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor 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 by E. Gary Gygax and
Dave Arneson. 

Basic Fantasy Role-Playing Game Copyright © 2006-2014 Chris Gonnerman.

Combat Reference Copyright © 2016 quozl.
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