Attacks

· Initiative

1d20 + Reflex Save + Feats, etc.

· Melee Attacks 
1d20 + BAB + Str mod + Size mod + Feats, etc.

· Finesse Attacks 
1d20 + BAB + Dex mod + Size mod + Feats, etc. [no DR damage]

· To Hit roll >= (DV + DR); Success = ignore DR; Failure = unmodified AP only, no Str mod

· Ranged Attacks
1d20 + BAB + Dex mod + Size mod + Range penalty + Feats, etc.

· Grapple 

1d20 + BAB + Str mod + special Size mod + Feats, etc.

Defense Value

· Dodge Melee
10 + Dex mod + Size mod + BDB + Feats or other bonuses [Touch Attack DV]

· -2 without an unoccupied, adjacent square

· Dodge Ranged
10 + Dex mod + Size mod + BDB + Shield Bonus

· Parry

10 + Str mod + Size mod + BPB + Shield Bonus

Conditions

· Fatigued

Cannot Run or Charge; –2 Str; –2 Dex
· Flat-Footed
DV10 due to loss of all active bonuses; retain Shield Bonus; vulnerable to Sneak Attacks

· Before you have had a chance to act in combat you are Flat-Footed; Cannot make AOO

· Balancing, Blinded, Climbing, Cowering, Feinted, Grappling, Stunned, Surprised, Unseen Opponents

· Frightened
–2 circumstance penalty to Attack Rolls, Saves, Skill Checks, and Ability Checks
· Helpless

Flat-Footed with an additional –4 DV circumstance penalty; Dex 0 (mod –5) [DV1]

· Bound, Paralyzed, Pinned, Sleeping, Unconscious

· Prone

–4 Melee DV; +4 Dodge Ranged DV; Standing up provokes AOO
· Prone character suffers a –4 Melee To Hit circumstance penalty when attacking

· Squeezing
–4 To Hit and –4 DV; Each move costs as if it were 2 squares
Fighting

· Coup de Grace
Full-Round; auto Critical Hit; foe must make Fort Save DC10 + Damage Dealt or die

· Defensively
–4 To Hit and +2 DV dodge bonus; Standard Action

· Flanking

+2 To Hit, must Threaten opponent; Flanked opponent vulnerable to Sneak Attacks

· Improvised
–4 To Hit; same modifier for killing with Non-Lethal weapons or vice versa

· Multiple Foes
+1 cumulative To Hit circumstance bonus per attacker after the first each round

· Touch Attacks
Attack versus Dodge Melee DV

Defending

· Reflexive Parry
Retains full Parry DV if caught Flat-Footed

· Total Defense
+4 DV dodge bonus for 1 round

· Uncanny Dodge
Retains full Dodge DV if caught Flat-Footed

· Improved Uncanny Dodge = can no longer be Flanked, except if foe is 4 levels higher

Armor

· Armor Damage
Damage Dealt >= (DR x2), then DR is reduced by 1d4 *

· Armor Piercing
(AP + Str mod) >= DR, then DR counts as half, rounded down

· If the weapon’s AP = 0, you do not apply any Str mod and cannot pierce the armor

Damage

· Damage Dealt
Damage Roll + Str mod + all other modifiers – opponent’s DR

· Negative Str mod apply to non-Str Rating bows; Finesse Attacks also apply Str mod

· Grip

Off-Hand grip = ½ Str mod; Two-Hand grip = 1 ½ Str mod, unless a light weapon

· Massive Damage
Damage Dealt >=20, Fort save DC10 + ½ Damage Dealt or die [drop to –10hp]

· Minimum

A successful hit always does a minimum of 1 HP of damage (Non-Lethal) *

· Multiplying
Roll damage with all modifiers the specified number of times and total

· Extra damage dice over and above a weapon’s normal damage are never multiplied

Heal

· Natural Healing Level + Con mod + 3 HP per day; if at complete bed rest multiply the result by 2

· When disabled, i.e. at exactly 0 HP, drinking a Flagon of Wine restores you to 1 HP

· Ability Scores
1 + Con mod per hour of rest; 2 + Con mod per hour of complete bed rest
· Non-Lethal
Level HP per hour of rest; spells cure equal amount of non-lethal in addition to lethal
· First Aid

DC15 stabilizes Victim

· Long-Term 
DC15 recover HP or Ability damage at x2

· Short-Term 
DC15 recover Level + Con mod HP, can be used after each combat

· Caltrop Wound
DC15 restores movement to full

· Treat Disease 
Disease’s DC, use Heal Check result if higher than regular Save

· Treat Poison
Poison’s DC, use Heal Check result if higher than regular Save

· Synergy

Craft (herbalism) 5+ ranks = +2 on Heal Checks

Special Attacks

· Aid Another
Attack Roll vs DV10 to give friend +2 DV or +2 To Hit bonus; Must Threaten foe

· Bull Rush

Provokes AOO, 25% chance hitting wrong target; Maximum one Size larger foe

· Opposed Str Check; +/–4 per Size larger/smaller than Medium; Three or more legs +4;

· Win = push back foe 5ft, +5ft per 5 points your Check beat your opponent’s

· Charge

+2 To Hit, –2 DV, +2 bonus to Bull Rush and Overrun Str Checks

· Minimum 10ft move, max double Move; Must have line of sight; Must move to closest space

· Piercing Reach weapons set versus a charge deal double damage

· Disarm

Provokes AOO; if defender deals damage, your Disarm fails

· Opposed Attack Rolls; 2-handed weapon +4, light weapon –4, +4 per Size category larger than opponent, –4 penalty if the targeted item isn’t a weapon

· Win = defender is Disarmed, weapon on ground in his square

· Fail = defender performs free Disarm attempt against you, with no AOO

· Feinting

Bluff >= (Sense Motive + BAB); treated as Flanked vs feinting opponent only *

· Non-Humanoid opponent –4 to Bluff; Animal Int opponent –8 to Bluff

· Overrun

Standard Action part of Move or Charge; Provokes AOO; Maximum 1-Size larger foe

· Foe has option to avoid you, and suffer no ill effects, if part of Charge you may continue Move

· Opposed Overrun Check; Str vs (Str or Dex)

· +/–4 per Size away from Medium; Three or more legs +4;

· Win = knock foe prone and keep moving

· Fail = Moved back 5ft; Foe makes Free Opposed Overrun Check to knock you prone

· Readying

Only one Standard, Move, or Free Action

· Some P-type weapons do x2 damage when set versus a charge with a Ready Action

· Snatching

Perform Disarm to snatch item worn by foe; +4 if poorly secured or easy to get

· You cannot snatch well-secured items unless Pinning foe; failure means nothing

· Sunder

Provoke AOO from foe whose weapon or shield you’re trying to Sunder

· Opposed Attack Rolls; 2-handed weapon +4, light weapon –4, +4 per Size larger than foe

· Win = deal damage to weapon or shield; failure means nothing

· Sundering carried or worn objects; DV = 10 + Size + Dex mod of the character with the object

· Trip

Unarmed Touch Attack; max 1-Size larger foe; provokes AOO

· Opposed Trip Check; Str vs (Str or Dex); +/–4 per Size away from Medium, three or more legs +4

· Win = defender is Prone

· Fail = defender gets free Opposed Trip Check versus you

· Trip attempt with a weapon does not provoke an AOO; Melee Touch Attack

· Mounted defender may use Ride Check to defend versus the Opposed Trip Check

· Two-Weapon C.
Earn one extra attack per round with a Full-Round Attack; –6 To Hit with both weapons

· At least one Light weapon used reduces the To Hit penalty to –2

· Proficiency in TWC reduces the To Hit penalty to –4, or to –0 if using at least one Light weapon 

· Only possible with One-Handed or Light weapons

Combat Modifiers

· Cover

No AOO against opponent with Cover

· ¼ = DV +2, Ref Save +1 (standing behind 3ft high wall)

· ½ = DV +4, Ref Save +2 (fighting around corner or tree, in open window, same size creature)

· ¾ = DV +6, Ref Save +3 (peering around a corner or tree)

· 9/10 = DV +8, Ref Save +4 [half-damage/no] (standing at arrow slit or behind slightly ajar door)

· Total = Cannot be attacked (on the other side of a solid wall)

· Concealment


· ¼ = 10% Miss Chance (light fog; moderate darkness; light foliage)

· ½ = 20% Miss Chance (dense fog at 5ft)

· ¾ = 30% Miss Chance (dense foliage)

· 9/10 = 40% Miss Chance (near total darkness)

· Total = 50% Miss Chance (invisibility, attacker blind, total darkness, dense fog at 10ft)

Grapple

· Grab

Provokes AOO, if it fails to damage you, then perform a Grapple Touch Attack

· Hold

Free Action following a successful Grab; Opposed Grapple Check
· If attacker wins the Hold, now grappling plus deal Unarmed Strike damage [1d4]

· 4 medium-sized combatants can grapple a single opponent in a given round

· Maintain

To maintain the grapple, you must move into the defender’s square

· Grappling Consequences

· Grapplers do not Threaten any squares while grappling

· Grapplers are treated as Flat-Footed versus opponents not involved in the grappling

· Randomly determine target struck if someone uses Ranged Attack versus a grappling foe

· Grapplers cannot move normally while grappling

· Joining Grapple
No AOO; win Opposed Grapple Check vs one foe to become part of grapple

· Pinned

Helpless vs foes not grappling you [DV1]

Grappling Options

· Options

Page 180-181 lists all available options; counts as Attacks unless otherwise noted

· Attack

–4 To Hit with Unarmed Strike, Natural or Light Weapon against grappling foe
· Two-Weapon Combat not allowed

· Break Pin

Win Opposed Grapple Check to break another’s pin

· Damage Foe
Win Opposed Grapple Check to deal Unarmed Strike damage [1d4]

· Draw Weapon
Win Opposed Grapple Check to draw a Light Weapon

· Move Action required

· Escape Grapple
Win Opposed Grapple Check to disengage and move to an adjacent space

· May use Escape Artist Check instead of Grapple, but only as a Standard Action

· Check must beat all opponents’ individual checks [you roll just one Check vs all their Checks]

· Only Grappling Option allowed while Pinned

· Move

Win Opposed Grapple Check to move at half speed bringing all others with you
· +4 to move a Pinned opponent, but only if no one else is involved in the grapple

· Standard Action required

· Pin Foe

Win Opposed Grapple Check to hold foe immobile for 1 round

· Use Foe’s Wpn
Win Opposed Grapple Check to use foe’s held Light Weapon against him

· Follow up with Free Action –4 To Hit Melee Attack, foe retains grip of weapon

Pinning Opponent

· Disarm

Perform a regular Disarm Check to remove a well secured object worn by foe

· Opponent receives a +4 bonus on his Opposed Disarm Check

· Options

Available Grappling Options are Damage Foe, Use Foe’s Weapon, and Move
· At your option, you can prevent a pinned opponent from speaking

· Release Pin
Voluntarily release a pinned opponent as a Free Action, no longer grappling
 Combat Maneuvers

· Bull’s Charge
Str 13+, Power Attack, Slashing or Piercing weapon, and Charging

· +2 damage, but provoke an AOO from your target prior to your attack

· Decapitating Sl.
BAB 10+, Int 11+, performing AOO

· Critical Hit = foe must make Fort Save DC 5 + total damage dealt or be instantly killed
· You suffer –4 circumstance penalty to your DV until your Initiative next round
· Desperate Stab
Improved Initiative, BAB 15+, won Initiative, foe Flat-Footed, Finesse Attacking

· Hit = foe must make Fort Save, DC is equal to damage dealt, or die instantly

· Foe lives = foe gains +2 circumstance bonus to his Attack Rolls and Damage Rolls the next round
· Devastating Sw.
Whirlwind Attack, Slashing 1- or 2-H weapon, 5 occupied adjacent squares, no Finesse

· Any character within 5ft may take free 5ft-Step to get out of Reach

· You gain an attack against any foes who do not move away, at your highest Attack Bonus
· Fling Aside
Str 15+, Improved Grapple, Improved Trip, must have one hand free
· Melee Touch Attack to Grab opponent, then an Opposed Grapple Check as if starting Grapple

· Win = you throw your opponent to the ground; deal Unarmed Strike damage; foe Prone

· Hooking Parry
BPB 1+, Dex 13+, parried a Reach weapon w/ Axe, Battleaxe, Bill, Bardiche, or Pollaxe

· While not using parrying weapon for any purpose, your foe may not use his Reach weapon either

· Foe may as Standard Action make an Attack Roll vs your Parry to free his Reach weapon

· Human Shield
Str 13+, Improved Grapple, dealt Grappling damage to a foe, attacked by non-Grappler
· Free Opposed Grapple Check to use foe to Parry with; Parry Bonus = Str mod –1, max +2

· A successful Parry deals full damage to your Human Shield

· Leaping Charge
BAB 6+, Jump skill, Charging

· Allows a 2nd attack at highest Attack Bonus, but with –2 circumstance penalty to both attacks

· DV circumstance penalty for Charging is increased from –2 to –4

· Pantherish Twist
Improved Uncanny Dodge, must be Dodging, became Flanked by two opponents

· Force foes to make Opposed Dex Checks with you

· Foe that rolls lower than you must attack the other enemy instead of attacking you

· Foe that rolls higher than you get a +2 circumstance bonus on Attack and Damage Rolls vs you

· Only applies to the first time you are attacked by those two foes

· Sundering Parry
Improved Sunder, BPB 1+, must be Parrying

· –2 circumstance penalty to your Parry DV

· Successful Parry = Free Sunder attempt with an additional –2 circumstance penalty

· To the Hilt
Power Attack, Piercing or Slashing attack vs unarmored opponent

· +1 Damage circumstance bonus

· If the rolled damage, before any modifiers, is more than your Str mod, your weapon is stuck

· Removing stuck weapon = DC10 Str Check

· Foe with weapon stuck in him takes 1d4 damage for every Action performed 

Mounted Combat

· Attacking

Attacking a creature smaller than your mount and on foot grants +1 Melee Attack Bonus

· If your mount moves more than 5ft, you can only make a single melee attack as a Standard Action

· You receive the modifiers for a Mounted Charge, both DV penalty and To Hit bonus

· Lances deal double damage if employed in a Mounted Charge

· Double Move = –4 Ranged To Hit; Running = –8 Ranged To Hit; Full Attacks possible

· Combat

DC5 Ride Check to guide your mount with your knees; Free Action

· Control Horse
DC20 Ride Check each Round; Success = Move Action; Failure = Full-Round Action

· Dropped

50% chance to stay in saddle when knocked unconscious; 75% with military saddle

· Falling

DC15 Ride Check to make a soft fall and take no damage; Failure = 1d6 damage

· Fast Mount
Mount or Dismount as a Free Action with a DC20 Ride Check; Failure = Move Action

· Overrun

Your mount makes the Str Check to determine your success

House-Rules Variations

Conditions

· Impaired

Retain only BPB or BDB to DV; retain Shield Bonus; vulnerable to Sneak Attacks

· Blinded, Cowering, Feinted, Grappling DV vs non-grappling opponents, Stunned (any time the book says Lose Dex bonus, and not already covered by Flat-Footed)

[Reflexive Parry and Uncanny Dodge both allow the effects of being Impaired to go away, just like you can never be Flat-Footed, you can never be Impaired either. In essence the Impaired condition represents you only retaining your learned reactions, while you dumbfounded lose your basic instincts – this might seem odd, and you can easily rule that the opposite holds true.]
Grapple

· Grappling DV
Dodge DV, but feats that modify your Grapple Checks also modify your DV

[This rule allows Grappling to be sped up, by not rolling for Grappling DV. It is interesting how most d20/OGL games still allow rolling for Grappling DV, while all other DVs are static.]

· Grappling Consequences

· Grapplers are Impaired versus opponents not involved in the grappling

Special Attacks

· Feinting

Bluff >= (Sense Motive + BAB); becomes Impaired

Official Rules Replaced by House-Rules

[Marked by an asterisk following the reference sheets’ description.]

Armor

· Armor Damage
Damage Dealt >=20, then DR is reduced by 1d4

Damage

· Minimum

A successful hit always does a minimum of 1 HP

[Damage of same type used in attack Lethal or Non-Lethal.]

Special Attacks

· Feinting

Bluff >= (Sense Motive + BAB); becomes Flat-Footed vs feinting opponent

Cover and Concealment

Note: these rules are taken from d20 SRD 3.0, and are used in place of the d20 SRD 3.5 and Conan the RPG’s version.

