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Foreword 

There isn't much that I can say in this Foreword that the author doesn't say 
in his Introduction. What I can do is recommend how to approach these 
rules. The first thing to remember is that these rules are the grandson of 
CHA INMAIL. This final form is the result o f a great deal of research and 
testing. Therefore. if in reading through them you find something you take 
exception to, bear with and continue on. The author has been developing 
these systems for quite some time, and they work very well. 

The second thing to remember is that these ru les deal with fantasy. If 
something is unclear as to how or why it works that way. remember that it is 
all fantasy . Fantasy is not bound to rig id rules and rationales. Fantasy is 
imaginative. If you feel that your fantasy is better than this in some aspect , 
that's fine. After aU, it's your fantasy. Be warned, however, that unless cer­
tain balances are main tained, the game soon becomes very lopsided and very 
little fun. BALANCE is to be maintained at a ll times. 

The third thing to remember is that this se t o f rules sets fo rth some new 
techniques that will be alien to most miniatures p layers in the U .S . For one 
thing, there is no luck in assessing casu alt ies. 'X' number o f men will do 'Y' 
number of damage points. For another , these rules mix scales. It is quite 
possible for a 1 : 1 figure to find itse lf squared off against 2 or more 1: 10 scale 
figures. That eventuali ty was incorporated into the system from the onset. 
Because of the newness o f some of these principles, read the entire rules all 
the way through the first time. Appendix A will make a lot o f things fal l right 
into p lace and perspective, but won't mean a whole lot, mechanical1y, on its 
own. I recommend that you at least skim through Appendix A, then start at 
the beginning and proceed. When you get to Appendix A again, it should aU 
faB into p lace. T he overall 'feel' o f these rules is as critcal as the individual 
mechanics. 

Remember that t his is 0 & D. a nd that in D & D the Dungeon­
master/ Referee has ultimate veto powers and interpretative authority. 

Timothy J. Kask 
22 July 1976 
Lake Geneva. Wisc. 



Rn Introduction by the author 
These rules are as simple and straightforward as I could devise for a game 

system which involves "magical" and fantastic factors. The FANTASY SUP­
PLEMENT written for CHAINMAIL assumed a basic man-for-man situation. While 
it is fine for such actions, it soon became obvious that something for large-scale bat­
tles was needed. The question of how large then arose. After considerable con­
templation a 10: 1 ratio was decided upon. If this seems somewhat small for a sup­
posedly large-scale set of rules, the following factors must be remembered: First, 
most fantasy battles which involve numbers too large to handle at 1: 1 are still on a 
relatively small scale - hundreds and thousands rather than tens of thousands. More 
importantly, the eJ:cepdonaJ creatures had to be allowed for , and this could not prac­
tically be done on a scale greater than 10:1. 

At the scale of these rules a single man can be represented by a single figure on 
the table. So if one opponent has a lone hero (4th level fighting man) facing several 
figures of men-at-arms (or orcs or similar 1 hit die creatures), an actual melee can 
take place. The hero will inflict .40 of the damage shown for a 4th level creature on 
the combat tables and sustain damage until sufficient hits are scored upon the figure 
to kill the hero. Similarly, if a 12th level fighter is involved he will score 1.2 times the 
damage shown and so on. 

Therefore, you will find that these rules are quite suitable for fantasy battles -
even those where thousands are involved. for the ratio can be increased by a factor of 
10 quite easily. That will mean, of course, that certain individual confrontations will 
have to be fought separately at 1:1, but that is probably what will often be done for 
special battles even when the general action is being fought at 10:1. In any case fan­
tasy is a growing and flexible form of gaming. and referees must feel at home 
modifying and expanding upon rules as the situation dictates. Here are the basics 
upon which to build. 

These rules have been a long time in coming because of the difficulty of doing a 
suitable set of rules for a game which has nearly endless variables. SWORDS & 
SPELLS should provide the means with which to fight large scale miniature fantasy 
battles based on DUNGEONS & DRAGONS far more suitably than does CHAIN­
MA IL, for example. However, like anything else. it is not perfect by any means. Many 
compromises had to be made in order to provide a work of suitable length and 
reasonable level of complexity. Much had to be left out. Because of the great number 
of spells and monster types, these rules perforce assume that you own a copy of 
DUNGEONS & DRAGONS. along with its various supplements to use as adjuncts. 
As much as was desired, the whole of D&D combat could not be capsuled to include 
herein for want of space for the game system and necessary rules. Likewise. much of 
the immense variability in D&D had to be reduced to an easily handled form or 
merely referred to as a possibility. Thus, there is a spell chart which gives range, area 
of effect and duration, but players will have to refer to the D&D booklets for spell ef­
fects; si.milarly. the combat system assumes a fairly standard damage. but ap­
pendices give the necessary data for working up complete tables for varying damage 
based on weapon and monster attacks. 

The rules are aimed primarily at enactments of battles which feature many 
relatively low-level fighters. Magic should be on the same scale as it is in a well-run 
campaign, i.e., few high-level magic-users and magical items. In like manner, mon­
sters are meant to be few. The admonition regarding single creatures is important: If 
they meet, or are simply near each other, they shou.ld seek combat with each other 
rather than against inferior opponents, and this combat should be fought out at 1:1 
in the normal D&D manner, 

Finally, as With any set of rules done by any author and any publisher, these are 
for your playing enjoyment. If you find sections which do not bring you enjoyment, 
alter. expand or delete them as you see fit. Be careful, though, so as not to destroy 
the flavor of D&D! 



SCALE 
1: 10 basic ( I figure = 10 actu al. al though spec ial figures may be moun ted to represent a single 
creature. i.e. I : !) 
1 lurn = 2 mi nu tes of scale time 
)" = 10 scale yards 

fIGURE MOUNTING 
With the excep tion of those specia l rigurcs which represent o nly one 3ctuai crea tu re. all castings 
I11\1SI be BloullIed o n stands. This applies to figures which are moun ted sin gly or in grou ps. The 
siz.e of each stand depends on the type of ('rcalOre mOUllIcd thereon and/ or the weapon it em ­
ploys. The base size is width. fo r the scale o f the game is such thaI the depth of the stand mu st 
s impl y remain a fu nction of the cas ting itself. Those figures represen ting only onc creature wHl 
occupy morc space on the tab le than they would actua lly occ upy in scale in mOSI cases; if they are 
mountcd on stands ror cOIH'cnicncc. thc stands may be ovc rl apped by other stands. or they may 
o\'c riap their stands. In no o ther circumstances may stands bc overlapped . Stand sizes are: 

5/ 8" width 
CREATU RE TYPE 

kobolds 
goblins 
gnomcs 
dwarves 
orcs 
elves 
men 

S/ 8" width 
WEAPON TYPE 
dagge r 
hand axe 
mace 
hammer 
short swd. 
spear 
pole arm· 
pike 
bow 
crossbow 

3/ 4" width 
CREATURE TYPE 

hobgob lins 
gnolls 
lizard men 
wolves ' 
ponics 

3/ 4" ""idth 
WEA PON TYPE 
military pick 
long sword 
batlle axe 
pole arms· · 
sling 

I " width 1-3/ 8" ""idlh 
CREATURE TYPE CREATURE TYPE 

bugbears ogres 
ga rgoyles trolls 
apes ccntaurs 
lions/ tigers bears 
horses··· horses··· · 

I" width \ ·3/ S" width 
WEAPON TYPE WEAPON TYPE 
bastard swd. 
flai l 
morning star 
halbe rd 

2-handed swd. 

• thrustin g- type 
" . cutting type 

••• heavy horses. unicorns 
•••• medium and light horses 

1-S/ S" wid th 
CREATURE TYPE 

giants 
pcgasi 
hippogriffs 
griHons 

For example. an elf with any of the weapons listed in the "5/S" width" colum n would be mount­
ed on a 5/S" base, but if the elf were armed with a fu ll-sized flail the stand would have to have a 
\ " width for each elf. Note that a small creature armed with a small weapon will probably 
classify under a lower-width heading th an the weapon name implies evc n though the effect of the 
weapon will probably be the sa me as a full -sizcd onc in many cases. For figure types not shown 
use the nea rest app rox imation. I t is suggested tha t tTOOpS be mounted on stands which ac· 
commodate ten figures. five files. two ranks. 100 scale creatures. 
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TURN SEQUENCE 
Opponents alternate in the role of first -mover (side "A ") and second- mover (side "S"). To deter­
mine wh ich opponent moves first. a simple die roll will suffice. and the higher score gaining the 
first -move status on the first turn: they then alternate on subsequent turns. The parts of a turn 
are: 
1. Sides "A" and "S" may opt to fire loaded missile weapons, cast ready spells, andlor 

discha rge breath weapons; casualties from any such attacks are immediately removed. 
2. " A" moves all, some, or none of its figures up to a maximum of one-half of normal 

movement, including split· movement. 
3. " S" now moves all , some, or none of its figures up the maximum distance allowed. including 

charge bonus. At the mid-point of this movement, excluding charge bonus movement distan­
ces, mid-turn fire is taken. All missile fire , spell casting, and disc harge of breath weapons 
desired a nd possible take place simultaneously on both sides. 

4. "A" completes its movement. including charge bonus. 
5. 8 0th sides fire missile weapons. cast spells. and/or discharge breath weapons of those figures 

not meleed . 
6. Melees are fought for one round, and retreats due to poor morale are made immediately. 
7. Opponents alternate the role of "A" and " 8" for steps 1. through 7. for the balance of the 

game. 

Note: Morale checks Ilecessitated by missile. speJl or breath weapon atlacJc3 are talcen as neces­
sary immediately during the appropriate turn segment. 

MOVEMENT 
Move ment is that distance indicated in the D&D rules for the moves of the various creatures. 
There are some exceptions, and these, along with a note about 0&0 movement distances are 
stated hereafter. All movement distances are given in inches. 

Mass/ Unorganized Char .. 
Troop Type Line Column or Open O rder Bon .. 
Kobolds 4 8 2 
Gobli 
O'CS 6 J2 3 
Hobgoblins 6 12 3 
Gn 1 
Halflings 9 J2 3 
Gnomes 8 2 

wa.r.ves 2 
Fairies 9 IS 3 
Elyes 9 12 IS 3 

tArmo 2 .s I 
Hv. Armor 7 10 J2 2 

Men 9 12 IS 3 
LL Arm 2 5 I 4 
Hv. Armor 6 8 9 2 

LizardMen 6 9(24) 2 
Centaurs 8 
Cavalry 

'ght 18 21 24 9 
Medium S 18 2 
Heavy 12 IS 18 5 
Pony 12 IS 18 4 
WoU 12 IS 6 
Siege Artillery 3161 
( ) Swimmirrc Speeds 
/ } Speed if drawn by drafl animals 

Notes Regarding Movement: 

The base movement rate for elves assumes that they have fu ll leather armor and shield or the 
equivalent. E lves in chain mail are considered as heavily armored. 
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The base movement rate for men assumes chainmail and shield. Men in leather armor, with 
shield, are lightly armored; men in full plate are heavily armored. 

Creatures not listed above move as per 0&0, but they may add a charge bonus only when 
moving (not flying) into melee contact (see tlI.e following rule regarding charge movement for 
listed creatures). The bonus to add to their move is 33 1/ 30/0 of normal movement. Thus, an ogre 
has a bonus of 3". l basilisk gains 2" , and a minotaur gains 4". 

Special figures for fighters , magic users, clerics, etc. are considered as moving at the "Open Or­
der" movement rate, and bonus for charge is applicable. If they are equipped with magical ar­
mor treat figures as if they had no armor. 

Dismounted cavalry move at lln~ movement rate of riders, adjusted for terrain . 

Charge Bonus may be taken at any time, but if melee does not result at the end of a movement 
where it was taken, the troops so moving will be In an unorganized array or in open order with 
regard to those types of troops for which such formation is possible. For the effect of 
unorganized or open order troops in melee see the appropriate section. Mounted charges may 
follow a cu rve up to 300701eft or right. 

Movement Through Unl ls: Troops in open order may move through other friendly units. but 
there is a 100/0 chance that such movement will cause the other unit to become unorganized. Ex­
ception: scale 1: 1 figures may freely pass through friendly units, assuming the relative size of the 
two does not exceed a 2:1 / 1:2 ratio, Le. a giant passing through the ranks of a unit of hobgoblins 
would disrupt the stand, and there is a 10070 chance that the whole unit, if larger than a single 
stand would become unorganized. 

TERRAIN EFFECTS UPON MOVEMENT 
Movement rates are based on travel across relatively smooth terrain such as grassy fields, hard­
packed earth, or eve n rock. Other types of terrain will usually have the effect of slowing 
movement. The following is a suggested modification system for the varying effects of other 
terrain types: 

ROUGH/ BROKEN GROUND - Slows formed movement 25% and prevents all charge bonus 
movement 

MARSH/ SWAMP - Slows aU infantry movement SOOJo and no cavalry movement possible 
LIGHT WOODS - Slows formed movement by 500/0 and prevents all charge bonus movement 
WOODS/ DENSE BRUSH - Prevents all formed movement and charge bonus movement, 

other movement is slowed 50%, no mounted movement possible 
GENTLE SLOPES - Uphill movement is normal, but fatigue is SOOJo greater than normal, 

downhill is normal with charge bonus for melee doubled 
A VERAGE SLOPE - Uphill slows movement 500/0, including charge bonus movement, and 

fatigue is SOOlo greater than normal, downhill is at a SOOJo penalty with 
regard to formed movement and no charge bonus movement is allowed 

STEEP SLOPE - Only unformed movement is possible. up or down, and no charge bonus 
movement is possible, movement is at 25% normal. no mounted movement 
possible. , 

STREAM - Treat as rough terrain when crossing, if banks are marshy slow all movement by 
50%, on turn troops move across 

RIVER - Mounted units of ligh t cavalry cross at any point at 3" ahead, t· ·. downstream/ turn, 
others must cross at fords. with up- down-slope penalties applicable, and 
movement across the river at 2"/ tum, no formed or charge movement 
possible in any event. 

ABATIS - One turn for man types. Troll, ogre, etc. 1/ 2 turn cross w/ ladder; - 500/0 movement; 
others without ladders, full turn 

DITCH & RAMPART - Treat entering ditch as steep hill, and climbing up other side as climb­
ing a steep hill. (If rampart palisaded, it cannot be crossed until the 
pallisade is broken.) 

.average current, if swift the drift would be 2" , and if very swift it would be 3" or more 
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NOTE: Very large creatu res sllch as gian'S, or even trolls or ogres, would ignore many 0/ the 
terrain restrictions gi,'en above, i.e. rough terrain pellalry, dense brush penalties, average slopes 
become gentle, steep average, and very sleep would be trealed as steep. Similarly, most streams 
would be ignored. and river crossi"gs would be made at any pa;,a at from 25" to 75% IIorma/ 
speed. Lizard mell, 0/ course, call swim at any po;" ,-

TROOP CLASSIFICATIONS 
In order to determine melee classifications, morale values, and point costs, use the following 
guidelines: 

PEASANTS: Untrained troops with, at best, armor class 6 (no more than 10%) raised from the 
immediate area; for purposes of the game. peasants can use no missile weapons. They must be 
mounted with a 1" stand base per figure and can operate only in mass formations 

LEVIES: Semi-regular troops with. at best, armor class 4 (no more than 1(010). Levied troops 
typically have some tra ining. SO they a re able to opera te in most formations, but non-mass for­
mations require three times the normal time to evolve. (Some garrison troops will actually 
classify as levies.) . 

REGULARS: Regu lars are typical men-at-arms. garrison forces, and hired soldiers. They 
typically have armor class range from 6 to 4. 

ELI TE: These are troops who are specially selected and given above average training, or they are 
troops who have pa rticipated in several battles without sustaining above 500/0 losses in their unit 
in anyone such battle. If purchased for a battle, no more than 20010 of infantry should be elite­
status troops. They typically have armor class from 5 to 2. Alllmights are elite. 

GUARDS: Guard troops generally meet the basic qualifications of elite troops with regard to 
training. they are paid more, and they are indoctrinated as to their mission. Troops which are 
specially selected and trained. paid an additional wage, and properly indoctrinated would 
qualify for "Elite Guard" status. As a rule, guards should be limited to 100/0 of an army, and elite 
guards would surround the personage of the commander only, for example. 
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NOTE: Scale figures representing human/ humanoid (and highly imelligeM) creatures o/lst 
level or above or with J+ I hit dice are always considered as havi"g elite guard status. For exam ­
ple, thefollo .... ,i"g types of troops ure classified as elite guard status: 

Veterans (1 st level fighters) 
Elves 

Not considered as elite guards: 

Hobgoblins 
Gnolls 

FORMATION 

Bugbears 
Ogres 
Trolls 

Only the following types of troops can be mou nted in formation: 

kobolds halflings 
gob lins gnomes 
orcs dwarves 
hobgob lins fairies 
gnolls elves 

men 
lizard men 
centaurs 

All o ther sort s of troops/ creatu res must be so mounted or placed so as to a llow a minimum 
distance of one-qu a rter inch between their sta nd bases (assu ming the figures are representi ng 10 
actual creatures. of course) to si mulate thei r lack of o rder. 

The following forma tions are possible: 
FormaUon: Poulbl~ for: 
Unorganized aU 
Mass aLi 
Column Mass all 
Column elves. men (regulars or bette r) 
Line . echeloned line dwarves, fa iries. elves, men (regu lars o r better) 
Open Order halOings. fairies. elves. elite men afoot. light cavalry 

Forming·Up and Formation Change: 
From To 
Unorga nized 
Mass 
Colu mn Mass 
Column 
Line 
Organized 
Ope n O rder 
Mounting 

Any fo rmation 
Column Mass 
Mass 
Line 
Column 
Open orde r or Unorganized 
Any formation 
Dismounting 

Mot'ement Cost 
2 moves 
2 moves 
2 moves 
1 move 
1 move 
no cost 
'IJ move 
~ move 

/\>/QI'em en' 10 echeloned line or from echeloned [b,t to line is simply a meusured factor. 

Unorganized troops are considered in a confused state of a rray. If two o r more stands ope rating 
as a unit a re unorganized. they should be placed so that there is not less than I " be tv.'een their 
respective stands: a.nd in any event. unorganized units are always positioned so as to have their 
backs to the e nemy in orde r to r~f1ec t their stale of array. 

Mus mea ns a form ation of troops at least IS figures across a nd six ranks of figures deep, 
discounting casualties under 1001. (fewer than 10 figures killed), 

Column Mus is a formation at least ten figures across and eight ranks deep. discounting 
casualties under 10010. 

Column is a formation one to fi ve figures wide a nd as deep as desired. A single figure can be con· 
sidered as in column. 

LIM is a form ation of not less than five figures wide and one rank deep with regard to troops 
which are mou nted on stands of five fil es. i.e. the entire front rank of the stand must be there for 
the unit to have a continuous fron t. Single figures can be considered as in li ne formation . 
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Open Order is an array which is represented either by separating the stands of the figures by 
one· quarter inch, or simply by announcement with the appropriate movement bonus taken. 

These va rious formations are illustrated as foUows: 

UNIT FACE 

loogggi 00 

MASS 

.... ..... '" 00000 pOOOo 00000 
00000 100000 00000 
00000 00000 00000 
00000 oooon 00000 

COLUMN MASS 00000 100000 00000 
.... X )( )( )( )()()(In XX )00 

88000 
000 0E200 o 00 

00000 00000 COLUMNS 

00000 00000 
0 

I 
.... .... 

~ 88tB8 88 §§ 
"" 

00000 00000 ~cm8 88 00 
00000 00000 00 00 

00000 
I 00000 [Q][Q] LINES 

[OJ dol IO~ cdtoo OPEN ORDER 
[Ql[Qj 

~ 

1

00000
1 

00000 
1
000 00

1 1
00000

] 00000 00000 00000 00000 
00000 
00000 00000 

1

0000
° 1 00000 00000 

BOr/ uses jor formation and penalties for lack of it are dealt with in sections regarding melee and 
morale. 
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FACING 
Troops in an unorganized array or in open order may freely change d irection (facing); troops in 
formation must pay a movement cost: 

Facing 
Oblique 
Left/Right 
About Face 

Movement Cost 
1/ 3 normal move 
3/ 4 normal move 
1/ 4 normal mOve 

UNIT 

TOR/ L 

TO OBLIQUE 

Troops making a form ation change may be considered as facing any direc tion desi red (except an 
oblique. as noted above), bu t the facing of a unit mus t be annou nced if the fron t sides of the 
figures involved ca nnot be so positioned as to indicate facing. If facing is not announced in the 
lauer case, it will always be the direc tion towards which the front face of the figures faces. 

Troop Facing: In order to move in a di rection d ifferent from the unit facing. the t roops must 
face. much as Unit Facing explai ned above. 

T roop Facing 
Oblique· 
LcfVRight 

Movement Cost 
1/ 8 normal move 
1/ 4 normal move 

·possible for elite units of men only 

FATIGUE 
In order to simulate the fatigue encountered in actual battle situations, c reatu res with two or 
fewer hit dice will be subject to fatigue if they meet certain conditions. These conditions are: 

1. Movi ng at from 75% to 100% of normal movement for six consecu tive tu rns 
2. Th ree consecu tive turns of movement a nd char ge bonus or melee 

For cases in volving mixtures of the various fatigue-causin g conditions, simp ly app ly the factors 
in a proportionate ratio. Thus. three turns of move men t al 75 11/0 to 1000/0 of normal speed (3 fac-
10rs), plus one turn of movement plus charge bonus movement (2 factors). followed by any o ther 
action other than limi ted mo\'ement or rest will cause the troops to become fa tigued. 

Note: Formation alld facing changes do fl at expe"d /aIigue faclOrs. bll t terrain penllfries which 
slow movement do flot restrict fa tiglle eve" thollgh 'h ey redllce the distance mOiled. 

FATIGUE PENALTIES, 
1. Cha rge mo\'emen t is not possible 
2. Melee effec u\'eness drops 200/0 of base. cum ula tive. per turn 
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... RANGE 

'" t: 
" MISSILE FIRE ... :Il 

0 ... 2 '\1 ... '" " ... 0 Q Z 
MJSSlLE WEAPON TYPE .. = '" 0 

'" '" :Il ... 
Spea r, Axe, Hammer I 3 
Javelin 2 I 4 8 
S:ing Stone 2 4 8 12 
Sling BuUet 2 5 10 16 
Short Self Bo ..... 3 5 10 15 
Short Composite Bow 3 6 12 18 
Longbow 3 7 14 2 1 
Large Composite Bow 3 6 12 21 
Light Crossbow I 6 10 16 
Heavy Crossbow '/\ 8 16 24 
Ba1lista Yo 0-30 
light Catapult Yo 15-30 
Heavy Catapu lt Yo 18-36 
Trebuchet Yo 24-48 

Ra te of fire assumes the maximum number of times a figure is able to firc during any given tum 
without being engaged in melee. See the rule regarding rate of fire herea fter. 

Ranges are given in inches. Artillery (ballisla . trebuchet) fires only at long range, and cannot 
fire less than the distance shown by the fi rst nu mber. i.c. 15 . 18. 24. Range effects casualties as 
show n on the tables for missile fire. Targets beyond " long" ranges shown are Qut of range. 

R.te or fire: Fire during a tu m may be performed as follows: 

FIRE RATE 

YJrrurn 
Fire (stand) 

reload (stand) 

IITurn 2/furn 
move '/' & 
fire or vice 
versa 

nre (stan d) 
& rite 

fire & move 
% without 
reloading or 
vice versa 
fi re & re­
load or vice 
versa turn 

- ---- =:;?=-- -t 

3f1'urn 
move full &. 
fire or vice 
versa 

fire . move 
"h . &. fire 

move 'A. fire , 
(stand 'It) &. 
fire 

fire (stand 
'A), fire 
(stand Vl), &. 
fire 

Exceptions: Troops in melee may not fire . Troops firing spears, axes or hammers may fire and 
move fuU or move full and fire . with bonus movement for charging included. Troops 
with javelins may perform likewiS(:, or rurt~~o charge movement and fire twice. 
Changi ng face does not affect reloading. but it does count as a move function. For­
mation changes are treated as normal moves. Charging units may not fire . 

Number of Rang Firing: Up to two ranks of figu res may normally fire missiles providing the 
fi rst rank are armed with simila r missiles. If a single Tank fires the distance they are firing to hit 
their target is measured from the front s tand, bu t if two Tanks are firing the measurement i~ 
taken from the front of the rearmost stand. If missile troops Immedla~ly behind the second Tank 
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are on an elevation su fficiently high to permit them to see over the heads of the intervening 
troops. then up to two additional ranks of fig~res may also fire. with distance measured from the 
second rank just as if that rank were the only other firing (the distance bonus being allowed to 
compensate for the adva ntage of greater elevation). Note that if the second rank of troops is 
similarly higher than the first rank, measurement 'is made from the front of the front stand. " Im­
mediately behind" is considered up to 1" distance per I " of rise . 

Indirect Fire: Slingers, and archers (but not troops armed with crossbows) may arch fire over the 
heads of intervening troops or other obstacles not above ten scale feet in height. The intervening 
object(s) must be at leas t 3" distant from the missile troops and at least the same distance from 
the target. Indirect fire reduces the range of the firing unit by 25%. all such fire is considered to 
be at long range, and any overhead cover will negate the effec ts, i.e. trees. roofs. etc. make in­
direct fire impossib le. 

Arc of Fire: Hand-hu rled missiles - 45% left or right 
Slings - 6Q010left or right 
Bows. footmen - 4S%left or right 
Bows, horsemen - 180OJoleft , 45% right 

Use a compass to determine any questions regard ing arc. 

Split-Move and Fire: Certa in specially trained horsemen armed with bows or crossbows (l ight), 
as well as elven bowmen afoot. can perform the tactic known as split-move and fire, Si mply 
stated. the horsebowmen move up to one·half of their normal move, fire missiles du ring the ap· 
propriate firing break, and then they continue to move out the balance of their normal 
movement And take charge bonus movement if desi red. At the firing break they shoot their 
missiles. and they are subject to pos",ible return fire . 

Pass-Through Fire: Troops not moved prior to the mid·turn fi re break(s) may elect to fire "pass­
through" fi re at any enemy units which are wit hin their missile range at the ha lf-movement 
point. Targets include any spli t· moving troops, those by-passing the missile troops firing. and 
troops charging to, but not yet. meleeing them. 

CASUAL TIES: SEE MISSILE FIRE TA BLES 

Ammunition Supply: Typica lly. but one "olley of spears. axes and/ or hammers can be hurled; 
javelineers have up to four volleys: slingers have an unlim ited nu mber of stones, but no more 
than 20 bullets (of ha rdened clay. shaped stone or lead): bowmen have up to 20 arrows; and 
crossbowmen have up to 30 quarrels (or bolts). If desired, a side record of missile supply can be 
kept. Additional missiles can be transported to the battlefield in carts or wagons as was actually 
done on occasion. 

Artillery: As the va rious artillery pieces represent but a single sca le engine, only a single figure is 
needed to represent crew for each. However. as it requ ires a minimum number of crewmen to 
operate any such engi ne. if the number of artillerists drops below the follow ing actual 
minimums. the engine becomes inoperab le until more crew are brought up . Note Ihat it is 
strongly recommended thai the number of ava ilable crewmen be sharply limited. as trained 
crews would be scarce, 

Ballista-
Light Catapult -
Heavy Catapult -
Trebuchet ...! 

Arc of fire (or a rtillery is: 
BaUista -
Light Ca tapult -
Heavy Catapult­
Trebuchet -

3 men 
4 men 
6 men 
8 men 

450 left or right 
300 left or right 
ISO left or right 
50 left or right 

Ballisfa fire cannot be a rched. All catapultltrebuchet fire is indirect. The highest poi nt of the 
trajectory of a catapult/ trebuchet is. fo r pu rposes of these ru les, equal to 10% of its scale 
maximu m distance, the apogee occu rring at the mid'poin t of the trajectory. 

Gia nts act as 20" range - light catapults with a fire arc of 450/0 left or right. but they must stand 
one-haH move to fire . 
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Casualties for artillery fire weapons are found in the MISSILE FIRE TABLES section hereafter. 
Catapult hits are treated as non· normal hits, but score only one·half or no damage against 
creatures with 4 or more hit dice which cannot be hit by normal weapons. 

Missile Fire at Artillery: 

Small missiles allow artillery crew the effect of light brush, and they have no effect upon the ar­
tilleI')' pieces themselves. 

Ballista missiles have no effect on artillery pieces. 

All artillery fire at other machines must be diced for as to whether it strikes the machine . dice 01-
SO, or whether it strikes the crew, dice 51-00. Artillery hits have the indicated chance of 
destroying the target. while crew hits score the number of points of damage shown on the chart 
in the M ISSILE FIRE TABLE section. The artillery vs. artillery damage is also shown there: 

Artillery vs. Artillery 

% chance to destroy 

Attacker is: Lt. Cat. Hv. Cat. Trebuchet 

Light Catapult 50"10 40'1. 30'1. 
Heavy Catapult 60% 50% 40'1. 
Trebuchet 80% 60'1. 50'1, 

Terrain Effects on Missile Fire: See MlSSl LE FIRE TABLES. 

Missile Fire into Melees: Firing into melees is permitted, with damage divided proportionately 
into hos tile and friendly figures. Large figures that protrude or are otherwise exposed can be 
fired at with no penalty. 

Special Figures with Units: If a special (I: I) figure is with a unit receiving any sort of missile fire. 
the fire strikes the other figures first , not the special one. 

SPELL CASTING 
As a general rule. it requires some considerable amount of time to ready a spell for any purpose. 
Those spells which take eUect immediately are shown below: 

Immediate Effect 
Wands 
Staves 
Rods 
Rings 
Power Words 
Word of Recall 
Other Devices· 
1 st level spells 
2nd level spells 
Innate abilities 

If2 Turn Preparation 
3rd level spells 
4th level spells 
5th level speJls 
6th level spells 
Scroll spells of 

1st· 2nd levels 

Full T urn Preparatlun 
7th level spells 
8th level spells 
9th level spells 
Scroll spells of 

3rd-6th levels 

• assuming no delay indicated by the magical item itself 

11/2 Tu.rns Prt:p~r~tion 

Scroll spells of 
7th·9th level 

Thus, if one opponent readies a spell on turn one, he can employ it at the latest on turn two - or 
turn three if preparation did not begin until the latter half of the turn. 

Spel\ casting requires that the caster be motionless, although use of wands , staves and similar 
dev ices negates a ny such requirement. Similarly, a spell, even from a device. cannot be cast if the 
spelJ caster is engaged in melee. Spells/ magical attacks must be designated as regards range and 
aiming point. when applicable. 

The following list of spells is given for reference as regards unge, area of effect and duration 
only. See 0&0. eta!, for effects. 
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Spell Dli mage : The num be r o f points o f damage inflicted by attack spells is basica lly that in ­
(lieated by the D & D system, Le. one 6-sided die of da mage for each le\'el the spell caster has at· 
ta ined. using wands as six d ice and sta\'es as eigh t dice when damage is thus necessa ry 10 deter­
mine. Da mage dice rcma in at 6- sided. so the a\'era ge damage per level is J.5 pOilli S. 

When spell da mage is to be determined the number of scale creatures rep rese nted by Ihe 
figun.o(s) affected by the spe ll / magic is importalll . If Ihe figure represent s bUI a single creature 
(of uflu sualnature, of course) then Ihe possiblc maximum damage is simply the numbe r of leve ls 
of the spell/ magic timcs 3.5. )-I oweve r. if the figure represents ten scale creatures. the base 
da lll:lge possib le is: 

h.'H'1 x 3.5 x 5 
Tim .. , a fire ball cas t into the midst o f :l ltacking o rcs \\ill do Ihe greater :Imount of dam;age. 
1ll0dHicd by the possibi lity o f the o rcs mak ing thei r s:lvin g throw or throws if Illo re than one 
figure of orcs Me in the arc:! of the fire bull. Assuming that there is a unit of 10 ore figures 
representing 100 sca lc orcs. and that a 10lh b 'd magic-use r casts a fire ball into their midst 
which a ffects 8 o f the 10 figures. a maxim um damage of 3.5 X 10 = 35 X 5 = 165 possib le 
damage points. Each of Ihe 8 Of(' rigures woul d then be diced for to see if thcy rcec h'ed the full 
blilS\. and those that savc take 1/ 16tll of the tot al damage. thosc wh ich fail t:lke 1/ 8111 . i.e . 11 
po ints o r 21 poin ts re ~pecli\'e ly , Notc th at all rema inders arc rounded UP to the nearest whole. 

I f bu t a sing le figu re of orcs were cau ght in such a bla!> ! they would be killed regardless of savin g 
throw , but in the IO- figure exa mple above, the a ffected figures would "II havc points of da mage 
reco rded agai nst their unit , and for c\"ery -15 poinls of damage scored upon thelll a figure would 
be remO\"ed . Remembe r. a side record of damage taken by eac h figure or IIn it must be kept. so 
that casualties call be C)(lra(' ted "'hen appropfl3 lC. 

SPELL CHART 
Spell Range Area Erfel' t Turn Duration 
MAGIC USERS, 
Delcc t Magic 0" I " 2 
Hold Port al I " I po rtal 2-12 
Pro tection/ Ev il touc h perso nal 6 
Light 12" J""dia. 6+ le\'el· 
Charm Pe rson 12" personal 
Sleep 24" I" dia . 4, 16 
Shield touch personal 2 
Magk Missile IS" personal 
Ve lltriliquislll 6" objec t 6 
Detec t Invisible I" le\'el* I" pat h 6 
Le\'itate touch pe rsonal 6+ level· 
Phalllasill al Forces 24" 3" din. u ll til dispe lled 
ux::tte Object 6" + le\'el* 2 
Inv isibili ty 24" personal unti l dispelled 
Wil.ard Lock I " 1 closu re ullti l dispelled 
Detect E\'il 6" \ .. path 6 
ES P 6" persona.l 6 
Continual Light 12" 24" dia . until dispelled 
Knock 6" I closu re 
Da rkness , S' radiu s 12" I" dia . 6 
Strength touch personal full game 
Web I " I" X I " X 2" ulltil destroyed 
Mirro;- Image louch J" dia. 6 
Magic Mouth tourh object until mout h spea ks 
Pyrotech nics 24" 1" ·6" cube 6 
Fly touch personal 1·6 + le\'el* 
Hold Person \2" 3" dia . 6 + level· 
Dispel Magic 12" 3" dia . I 
Clain'oyanee 6" personal 6 
Clairaudien ce 6" personal 6 
Fire Ball 24" 4" dia. 
Lightning Bolt 24" 6" X 3/ 4" 
Pro tection/ Ev il, 10' r. touch 2" £Ii:\. 12 
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Spell Range Ana Effect T u rn Dur. lion 
MAGIC USE RS, 
Invisibility, 10' r. 24" 2" dia. until dispelled 
Infravision louch personal full game 
Slow Spell 24" 6"X 12" 3 
Haste Spell 24" 6" X 12" 3 
Protection/ Norm al Missiles 3" personal 12 
Explos ive Runes touch 1 object until exp loded 
Water Breathing touch personal 12 
Rope Trick touch 1 rope 6+ level-
Suggestion 6" personal' full game 
Monster Sum moning I I" 1-6or 1·3 6 

monsters 
Polymorph Self touch personal 6+ level· 
Polymorph Others 6" I monstcr until dispelled 
Remove Curse touch I object 
Wall of Fire 6" 6"X2" or until dispelled 

3" dia . 
WaIl of Ice 6" 6"X2"or until dispelled 

3" dia. 
Confusion 12" 3" dia. 12 
Charm Monster 12"" I monster 
Growth/Plant 12" 30" (square) until dispelled 
Dimension Door I" personal 
Wizard Eye touch personal 6 
Massmorph 24" 4" dia . until dispelled 
Hallucin . Terrain 24" 144 '- (square) until dispelled 
Ice Storm 12" 3" cube 1 
Fear 24" 4" din. 6 
Monster Summoning II I" 1-2 monsters 6 
Extension f matches extended spell . . . . . . . . . . . .......... .... 
Teleport touch personal 
Hold Monster 12" 3" dia. 6+ level-
Conju re Elemental 24" I elemental until dispelled 
Trans. Rock to Mud 12" 30" (sq uare) full game 
Wall of Stone 6" 10" (square) until dispeled 
Wall of Iron 6" 5" (square) 12 
Animate Dead I" variable until dispelled 
Magic Jar 3""112" personal until di spelled 
Contact Higher PI. touch personal va ri ab le 
Pass-Wall J" Yo" X y.," X 1 3 
Cloudkill I" 3" dia. 6 
Feeblemind 24" personal until dispe lled 
Growth/ Animal 12"" 1·6 animals 12 
Monster Summoning III I" 1-2 monsters 6 
Extension II ma tches extended spell ...... . .. . .. . . . .. . .. ......... 
Stone to Flesh 12" 1 object·- until reversed 
Reincarnation touch personal 
Invisible Stalker '" I monster until destroyed 
Lower Water 24" ,-ari ab le 10 
Part Water 12"" 12" X I" 6 
Projected Image 24" personal 6 
Anti ·Magic Shell louch I" 12 
Death Spell 24" 6" X 6" 
Geas 3"" personal variable 
Disintegrate 6" I" cube 
Move Earth 24" SO" (square) 6 
Control Weather table table until dispelled 
Repulsion 12" J" di a. 6 
Monster Summoning I V 1" 1 monster 6 
Extension III mateches extended spell . . . . . . . . . . . . . . . . . . . . . . . 
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Spell Range Area Effect Turn Durallon 
MAG IC USERS, 
Delayed Blast F.B. 24" 4" dia. 
Re verse Gravity 9" Y ' cube 
Limited Wish variable according to wish ................ . .......... 
Power Word - Stun 12'" 3" dia . 2· 12 to 1-6 
Phase Door I " door-size 7 
Charm Plants 12" variable unti l dispelled 
M ass Invisibilit'y 24 " 4" dia. until dispelled 
Monster Summoning V I " I monster 6 
Mass Charm 12" 2" dia. 
Power Word - Blind 12" 3" d ia. full game 
Symbol touch I object until negated 
Pe rmanent Spell touch variable until dispelled 
Mind Blank 1·· personal full game 
Po lymorph Any Object 24· · I object until dispelled··· 
M onster Su mmoning V I 1" . 1 monster 6 
Meteor Swarm 24· · 6" cube. max. 
Shape Change touch personal 10· )5 + Ic\'c'· 
Time Stop 1". 3" cube 1 
Po wer Wo rd - Kill I T 3" dia. 
Gate 1·· I being variable 
Wish variable according to wish . . ........ , . , . , .. , .. , . , . , , , 
Astral Spell touch personal full game 
Pr ismatic Wall touch 2" dia, 60 
Maze 6·· I creature or 

I figu re 
Monster Summoning VII 1· · I monster 6 
CLERI CS, 
Cure light Wou nds touch personal 
Detec t Evil 12·· I " path 6 
Protection/ Evil touch personal 12 
light I T Y'dia. 12X level· 
Find Traps personal 6" dia. 2 
Ho ld Person 18·· personal 9 
Bless 6·· 5" X S" 6 
Speak with Anim als yo 3" dia. 6 
Si lence. IS' r. 18·· I " din . 12 
Snake Cha rm 6·' 1,6 points of 2-5 

snakes/ level 
Cure Disease touch perso nal 
Prayer yo 2" (sq uare) 
Speak with Dead r· perso nal 

eutralize Poison 1·· personal 
Cure Serious Wou nds touch perso nal 
Turn Sticks to Snakes 12·· 2, 16 s tick s 6 
Speak with Plan ts yo 2'· X l· · 6 
Create Wa ter 1·· 32 8:\ 11011" 
Dispe l Evil louch 6" dia. 
Raise Dead· ••• 12·' personal 
Commune touch personal 
Quest yo personal variable 
Insect Pl ague 48·· 36" (square) full game 
Create Food 1·· variable 
Animate Objects 6' · variable 6 
Find the Path touch personal rull game 
Blade Barrier 6·· 3" dia . 12 
W ord of Recall touch perso nal 
Speak wi th Monsters touch personal 
Conjure Anim als yo variable 10 
Earthquake 12·· variable 1 
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Spell Range Area Effect Turn Duration 
CLERICS 
Aerial Servant I" I monster variab le 
Wind Walk touch 2 personal full game 
Holy Word touch 4" (square) 
Part Water 24" variab le variable 
Restoration touch personal 
DRUmS 
Pred ict Weather louch game area 
Locate Anim als 6" X level 2 
Detect Snares & Pits personal 6" dia. 10+ leve l. 
Faerie Fire 6" I" sq . + leve l. 6 
Produce Flame J" personaJ 2 X level-
Loca le Plan ts 6" + level 2 
Obscurement touch I" cube X 1 X level-

level-
Heat Metal 3" variable 
Warp Wood 6" varia ble 
Protection from Fire touch personal 3+ level. 
Call Lightn ing 24" 
Hold Animal 6" variable t + level-
Produce Fire 3" 10 sq. ft. I 
P rOlee tion/ Ligh tn in g touch pe rsonal 6 + level-
Pla nt Door touch door-size 3+ level 
Control Temp_ 10' r. touch " . dia. 3+ level 
Hallucinatory Forest 6" Yariable until dispelled 
Con trol Winds va riable variable 6 + level'" 
Pass Pl a nt touch personal 
Hold Pla nt 3" + le\'el'" 3" d ia. 6 + leyel'" 
Commune with Na ture touch personal 
Anti -Plant Shell touch I " 12 
Animal Summoning II 6" variable 10 
Conjure Fire Elemen ta l 24" I-J monsters until dispelled 
Wea ther Sum moning louch game area ful1 game 
Transport via Plan ts louch personal 
Anti-An imal Shell touch I " J + level'" 
Anima l Sum moning III 12" variab le 10 
Tu rn Wood 2" X level'" 12" waJI I + level'" 
Fire Storm 3" variab le I 
Animate Rock touch variab le 6 
Creeping Doom 6" variable yariable 
Transm ute Metal- Wood 6" variable 

• the level of the spell user 
""" volume of material tra nsformed is unlimited on previously li ving object, 9 cubic feet/level 

otherwise 
"""* durat ion also subject to the re lat ionship be twee n the object polymorphed and its new form 

BREATH WEAPONS AND OTHER 

SPECIAL ATTACK FORMS: 
When dealing with unusua l a ttack forms, it must be kepl in mind that the relatiye scales will of­
ten be different , i.e. the attacker at I : I . the attacked at 1: 10. Therefore, all b reath weapons will 
have the usual area of effect, but those figures for which saving throws are made will take one­
half damage distributed on a maximum of fi ve figures. and in the case of gases, those saving will 
not be affected. Damage is a pplicable in full to all figures before saving throws, so that if a 
dragon is capable of discharging a 50 hit -point lightning bolt. each figure could take 50 poin ts of 
damage. 

Gorgon breath is a cone. y." wide at the monster's mouth . I " wide at its greatest ex tent, and 6" 
long. 

Missile weapons are simply treated as missiles of the a ppropriate type, fired in the appropria te 
nu mber. by an attacker of the indicated level. 
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Touch weapons will affect bUI one figurc at 1: 10 scale per turn, a nd for purposes of the rules, if 
the saving throw is made aU sca le creatures avoid the attack, but if Ihe saving throw is not made, 
all are affected. 

Gaze attacks will a ffect only the first rank of figures in a sight range of 3" deep by 3" wide. 
Saving throws are appl icable. 

SA VING THROWS 
Ballis ta , 

Catapult, AIIWunds-
Trcbuchcl, Including 

Class & Dea th Ray, Polymorph or Dragon Sla\'es & 
~n~1 or Poison Parallzation Slone Breath SpelL" 
Fighting-Men 1·3 12 i3 14 IS 16 
Magic-User 1·5 13 14 13 16 IS 
Cleric 1·4 II 12 14 16 IS 
Fighte r 4·6 10 I I 12 13 14 
Magic User 6·10 II 12 II 14 12 
Cleric 5·8 9 10 12 14 12 
Fighter )·9 8 9 10 10 12 
Magic-Use r 11 · 15 8 9 8 II 8 
Cleric 9· 12 6 ) 9 I I 9 
Fighter 10· 12 6 7 8 8 10 
Magic-User 16+ 5 6 5 8 3 
Cleric 13+ 3 5 ) 8 ) 

Fighter 13+ 4 5 5 5 8 

Failure to make the lotal indica ted above resu lts in the weapon having full effec t. i.e. turned to 
stone. take full dam age from dragon 's breath. etc. Scoring the lotal indicated above (or scoring 
highe r) means the weapon has no effec t (death ray. polymorph, paral iza tion , stone, or spell) or 
one- half effec l. 

Other creatures ge nerally qualify as Fighting-Men. level determined by hit dice (ls t level = t hit 
die. 2nd level 2 hit dice , etc .. with bonuses to hit dice ignored). If the creature is ab le to employ 
magic then it gains the be nefit of bei ng able to selec t the more favorable saving throw number. 
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MELEE 
Once combat is joined it is assumed that a certain amou nt of damage will be inflicted each melee 
round . Rounds of melee will be computed as foliows: 
I. Moving over I/ ! move to comba t - 1 round 
2. Moving less tha n '12 move to combat - 2 rou nds 
3. Combat continui ng from previous turn - 3 rou nds 

First Strike: When opponents have weapons (or reach) of considerable disparity. the opponent 
with the longer weapon (or reach) will inflict casualties first. a nd only a fter these casualties aTC 

re moved will the opponent with the shorter weapon (or reach) be a llowed 10 atlack. Exception: 
Troops very much shorter than their opponent will be able to rush under the longer weapon 
(reach) a nd conduct simulta neous attack. If a disparity of two numbers exists, the weapon (or 
reach) will have the first strike sta ted above. 

General Weapon Length Class or Length or Reach: 

I-
dagger 
IHlnd a xe 
mace 
short sword 
opponent 103' tall 

3. 
basta rd sword 
nail 
opponent to 9' tall 

s. 
long spea rs 

2. 
sword 
bat tle axe 
morning sta r 
short spear 
opponent to 5" tall 

4. 
spear 
halberd 
bardiche 
pole a rms to 8' 
2·handed sword 
opponent to 15' lal1 

pole a rms of 12' and more 
lances 
pikes 
opponents over 15' tall 

Casuahies: Base da mage is shown on the MELEE TABLES hereafter. The damage is based on 
average damage oJ attacker times probability of hittin g ve rsus Ihe various armor classes times 
ten (the nu mber of sca le crea tures represe nted by a figure. The base number of hit point's will be 
modified by a numberor factors. Damage inJlicted must be recorded . so tha t as sufficien t poi nts 
are accrued figures can be removed . 

The amount of damage base (1-3. 1·6. etc.) is a function of the size of the a ttacke r a nd/ or 
weapon size. As a rule of thu mb, small creatures will do )-3 base damage (exception: dwarves). 
Those large creatures indica ted in the 0 & 0 ru les as doing abo\'e-a\'erage damage (ogres 3·8, 
giants 2-12) will use the appropria te base. Once the appropriate base damage is determined . 
simply cross index the level of a ttacker agai nst the armor class of the defender to find the num­
ber of hit points of damage scored upon the defender. Thereafte r, modify this numbe r by a ny 
bonuses or penalties to determine the final number of hit points of damage inflicted. 

The a mount of damage various creature types can sustain is computed by multiplying the 
average number of hit poi nts a single such crea ture can susta in by ten (the nu mber of scale 
creatures represented by a single figure) times the number of such figures mounted on a single 
stand. Mounted troops include the hit poi nts of their mounts. For example. assume a sta nd of 10 
orcs: the average damage an a rc can take is 1 die or an average of 4.5 X 10 = 45 X 10 = 450 
points, with a figu re removed at 4S points. a nd a scale orc killed for every 4.5 points of damage 
inflicted on the unit. 

Number of Ranks Fighting: Only a single rank of figures will fight. and only those figures whose 
stands are actually touching stands of enemy figures wi ll be counted. Exception: Troops armed 
with weapons over 12" will ga in a second rank in melee. providing the sta nds of the second rank 
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are directly behind and touching the stands of the first rank of figures involved in the melee. and 
the second rank of figures does nol get a first slrike. 

When mounted troops are engaged in combat the mounts will not count in the first melee round. 
On the second and succeeding rounds of melee. however. mounts will fight as follows: 

Mount Le,.1 BueD.mate 
Ponies 1 1·3 
Light Horses 2 1·3 
Medium Horses H I 1·6 
Heavy Horses 3 1·10 
Wolves 2 1-6· 
Unicorns 4 1· 10 + 1·3 

(when standing)·· 
Pegasi H2 1· 10 
Hippogriffs 3+1 1· 10 
Griffons 7 2· 12 

• Wargs always get 1-6 base damage. no charge bonus when ridden . 
•• Unicorns do base 2-12 damage when charging. 

Melee Contact: As soon as opposing units come in con tact - their stands touch - all movement 
ceases . and melee takes place. Any unit not already engaged in melee may move a maxi mum of 
1" right or left in order to confront and contact an opposing unit attempting to bypass or nank 
the unit. 

Overlap: If one opponent in a melee has troops on either or both flanks which are not opposed by 
any enemy figures. these figu res will be assumed to move into flanking positions after the first 
round of melee. thus gaining an additional attack bonus {see hereafter}. 

Units attacked in the rear do not return attacks for two turns. 

Impetus: Figures representing a single sca le creature and figures formed into open order or a 
close formation. bu t not unorganized units. gain a bonus for moving into melee at least the 
distance of their charge movement bonus as an an nounced charge. (See MELEE BONUSES 
AND PENALTIES) 

Removal of Casualties: Figures are marked off as casualties left to right . back rank first , in­
cluding rear attacks upon the bac k rank . 

Withdrawal from Melee: Only elite or gua rd units are able to withdraw from melee volu ntarily. 
All other units must remain until victorious or defea ted. Elite and gua rd uni ts which opt for 
withdrawal must make a morale throw, and if they fail, their morale automatically drops one 
level. If they succeed. they may move back om~- h alf move, facing the enemy. In the former case 
they take normal casualties and retu rn casualties according to their lower morale level. In the 
latter case they inflict 10%. norma l casualties and receive none in return . Troops with a base 
movement rate at least 500/0 greater than thei r opponents can withdraw from me lee at will with 
no penalty. 

Other Weapons: Troops will all have one \1leapon plus either sword (pikemen. pole-armed 
troops, and missile troops) or dagger. Mounted troops will have their primary weapon plus sword 
in most cases. IF Figure castings show other weapons the casting can tell. if players so agree. 

Special Melee: When two or more scale single figures of high level are near each other they must 
seek out combat amongst themselves rather than with low-level creatures. Such combat then 
takes place with the " Alternate Combat System" from 0 & D, with da mage by weapon type and 
by monster attacks (if applicable) used. Such melees will be fought on a basis of 3 rounds for 
every round of scale I : to melee. Special figures may be withdrawn from melee at any time 
desired. but opponent figures are aHowed an additiona l round of attack wherein the withdrawing 
figure does not strike back. 
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MORALE: 
The morale of each figure or unit. excluding single-creature figures which represent player­
character types or are too unintelligent to reason, must be checked when certain conditions are 
met. These conditions are: 

1. Each 10% of casualties for units 
2. Each 2Si¥o of total rut points for single creatures 
3. When attacked in the flank 
4. When attacked in the rear TWO checks must be made 
5. When surrounded by superior forces (based on point value) 
6. When charged by mounted forces if unit is itself unmounted and has fewer than an average 

of 2 hit dice per creature, or the proportion of mounted chargers hit dice (including the 
mounts) to that of the defender is at least a 2: 1 ratio 

7. When magically attacked by spells/ devices which cause obvious harm other than actual 
physical damage 

8. When facing a unit in melee which is virtually invulnerable to attack modes available to the 
unit in question 

9. When unit standard captured by enemy 
10. When army standard in sight is lost to enemy 
11 . When leader with unit killed 
12. When a rmy commander killed 
13. Elite/ guards withdrawing from melee 
14. Mounted troops (other than warg or griffon mounted) staying in melee with unmounted 

troops able to return hits 

BASIC MORALE SCORES 
Creature'S 
Hit Dice 
under 1 

1-2 

Basic Morale Score:.!!c~'$~SA--;r:;:-M;;W"ICi;U"K?l 
35 I 
4U 
45 
50 
55 
60 
65 

2+-3 
3+-4 
4+-6 
6+-8 
8+-10 
10+-1 2 
12+-14 
14+&up ~ t~~~~~~~~~~~~~~J 
Scores above the (adjusted) scores required ir 

ADJUSTMENTS TO BASIC MORALE (all cumulative) 
Additions 
Dwarves or men 
Elves 
Elite 
Guards 
Mounted 
Medium Cavalry (Human) 
Heavy Cavalry (Human) 
In formation 
In colu mn formation 
Each successful melee fought 
Entrenched or fortified 
Standard with unit 
Army standard with unit 
Unintelligent fri endly creatu re fighting 

with unit against enemy 
Intelligent creature fighting with unit 

against ene my 
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+ 5 
10 
5 
5 
5 
5 

10 
5 

10 
5 
5 
5 

15 
+%/ Ievelof 
the creature 
+ t / level of 

the creature 



Additions 
Army sub-commander with unit 
Army commander with unit 
Disordered enemy unit within 6-' 
Routed enemy unit within 6" 

10 
30 

5 
+ 10 

Note: Elite/ G uards bonus also applies to ellemy troops of that s tatus if adversely c01lcemed, 
i.~, gllu,.d Uflil of ~n~my disurd~red within 6" m eatls a + 10 bu,,"s. 

Sublraclions 
Peasants 
Kobe-Ids, goblins or orcs in full daylight 
Levied troops 
Attacked in flank (first melee round only) 
Attacked in rear (fi rst two melee rounds only) 
Surrounded 
Each 10% of casulaties sustained 
Unit standard lost 
Army standard lost 
Creature fighting with unit killed 

Army sub·commander with unit leaves 
Army sub ·commander with unit killed 
Army commander with unit leaves 
Army commander with unit killed 
Shaken 
Disordered 
Routed 
Disordered friendly unit within 6" 
Routed friendly unit within 6" 

15 
10 
5 

10 
20 
15 
5 

10 
20 

· l l1evel of 
the creature 

10 
20 
20 
40 
10 
20 
3D 
5 

10 

Note: Elite/ Gllard troops bon liS applies as pellalty. i.e. disordered f riendly IIl1 it of elife troops 
I\·ith ill 6 " b,.ings 9-/0 pellalty. 

MORALE FAILURE 
Wheneve r a uni t fails to make its adjusted morale score it drops one morale level. There are five 
morale levels: 

Elite - Elite units (including guards or elite guards) which fail to make their morale score are 
treated as regula r units during the nex t turn, and any morale checks are made ac­
cordingly. After one turn of rest the elite status is regained 

Regular _ Regular units. and elite units which have dropped a morale level, which fail to make 
their morale checks drop to a shaken sta tus 

Shaken _ Shaken troops regain a morale level after one turn of rest provided they make a 
morale check and score appropriately OR if they have three full turns of rest. Shaken 
troops who fail morale checks drop to a disordered status 

Disordered - Disordered troops regain a morale level after one turn of retreat (move away from 
the enemy one full move) followed by three consecutive full turns of rest. If unable to 
retreat the troops wHI stand until able to retreat 

Routed - Rou ted troops must immediately make two full moves, including charge bonus 
movement, away from the enem)', and then rest three consecutive full turns. after which 
their morale level rises to disordered (although no further move need be made) Routed 
units which cannot retreat will immediately throw down their arms and surrender. 

Notes: Shaken troops cannot changeformatioll or face. 

Disordered alld routed lroopS are unorganized (see MOVEMENT and FORMATION 
rilles). They cannot change formation or face. 
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If a unit with a morale level drop is joined by all army sub -commallder, providing the 
sub-commallder was not with the IIl1il when its morale level dropped, the ullit 
automatically goes up aile morale level immediately_ 

If a IIl/il with a morale lel'el drop is j oined by Ihe army commander, providing the com ­
mal/der was 1I 0t with the u"il whe" its morale level dropped, the ul/it automatically is 
res tored to its normal level. 

Contact wllh Another Unit: If any unit in disordered or routed morale status moves so as to 
come into contact with a friendly/ allied unit the following will happen: 
J. If the contacted troops are physically outnumbered by two or better to one by the troops 

with disordered or routed morale sta tu s they will automatically assume the same morale 
status as the contacting unit and proceed as that unit does. Exception: Troops with elite 
status who make a morale throw a re passed through by the poor morale status troops but 
a re left in an unorganized state; gua rds and elite guards can preven t continued poor 
morale as explained in 2. below unless outnumbered by four or better to one. in which 
case they are trea ted as eli te troops as mentioned above . 

2. If the contacted troops a re physically outnumbered by less than two to one . and they do 
not ou tnumbe r the contacting unit by two to one , they are allowed a mora le throw. If the 
contacted troops successfully score their mora le total. they stand. and the troops in disor­
dered or routed condition automatica lly stand where contact occu rred. The disordered or 
routed troops also automatically go up in morale to shaken status, although they must 
face the unit they contacted in order to regai n morale. Coun t 6 figures for every 5 actual 
elite troop figu res. count guards as 5 for every 4 actual. and cou nt elite guards as 3 for 
every 2 actual figures. 

3. If the contacted unit outnumbers the disordered or routed unit by two or bette r to I . they 
need not make a morale throw as called for in 2, above to stop the contacting unit and 
ra ise its mora.le to shaken status. Elite/ gua rd bonuses noted in 2. above a re app licable. 

Morale Optional: There is a 1 in 6 chance that a shaken unit will falJ back (facing the enemy) 3". 
There is a I in 6 chance that a disordered unit will drop its standard and weapons when 
retreating. 

SPECIAL UNITS 
Commanders: Army sub -commanders and the army commander may be assigned to armies. the 
latter in all cases . and the former if the forces involved warrant. They must be player-characters. 
Before the commencement of a game players should agree amongst themselves as to the basis for 
assigning of sub-commanders , All commanders should be considered as single fi gures, and if a 
guard is desired the comma nder can be placed in the midst of the stand of guards. Note, 
however. if all front ra nk figures are killed during a single melee round that there is an atlack 
possib le on the commander figure during the next melee round . Of course, the commander unit 
is free to leave any melee unless engaged by a simila r figure or some other single powerful 
creature/ monster. 

Standards: Uni t standa rds must be mounted in the middle of the front rank. If there are three 
si multaneous figu re kills. the standa rd is lost. and in any event it will fall when the eighth figure 
in a standard-size unit is elimina ted. Special standards, including the army standard, must be 
mounted on separa te stands. Sub-commanders may have standards. and the army may have 
one; the former is mou nted on a stand of four figures, with the standard to the left front , while 
the latter is mounted on a stand of six figures, with the standard in the center. The troops 
guardin g the standard must be app ropriate to the general composition of the entire army. 



FORTIFIED PO~I'I:IONS 
While full-blown sieges are not within the scope of these rules, some battles might involve 
strongly fortified positions. The basic system for dealing with such battles is drawn directly from 
CHA INMAIL. 

ForUncalion Defense Values: 
Round towers 
Bastions 
Oatehouses and square towers 
Curtain walls and stone buildings 
Ramparts 
Wooden structures and heavy palisades 
Drawbridge 
Poncullis 
Gates 
Large artUlery pieces 
Small artillery pieces 

Attack Values of: 
Horn of Blasting 
Trebuchet or earth elemental 
Large catapult 
Small catapult or ent 
Ram. pick, or screw 
FirebalVlightning bolt 

Note: Woodert s tructures may be sel ablaze by magical fires \\Jill, relative cal'e. 

Point Value 
40-70 
40-50 
30-45 
25-40 
20-30 

5- 15 
10 
IS 
IS 
5 
3 

12 
4 
J 
2 

!h per die 

Covered Rams: Covered war machines enclosing ram s, picks or screws ca n be moved at a rate of 
I " for every figure represe ming ten first -level creatures inside pushi ng it. Maximum rom'ernent 
is 4" / turn, They wHl house a maximum of eight man-siud figures, or fou r ogre· sized figures. If 
no less than four figures of first -level creatures are available to operate the attack device. it wiU 
do 1 poin! of damage per turn. as indicated; however. if four figures with ogre-strength operate 
the device it will do double damage. The device must be flush against the construc tion being at· 
tacked in order to do damage. The defenders will permanently disab le the device (assume the use 
of ram ca tchers and the like) when it is operating if they are able to score 76 or highe r on a per· 
centile dice roll. 

Siege Towers: Siege towers move at a rate of I" for every two figures represe nting ten first· level 
creatures inside pushing. Maximum movement is 4"/ turn. The base will house the sa me number 
of figures as a cove red ram. The d rawbridge deck will house a max imum of four man·sized 
figures (two ogre· sized). and the top deck ca n accommodat'e a maximum of two man ·sized 
figures. A maximum of four figures/ turn can climb the ladder. two being able to go to the top. 
the other two making it to the drawbridge le\'el. 

Ladders: One figure representing ten first · leve l creatures is able to carry a ladder at one· half 
normal speed. One figure representing ten second· leve l creatures could carry the ladder at only 
the same speed. assuming the ladder was so constructed as to bea r them, Two first · level figures. 
or second- level figures. or third Jevel figures or a single fourt h·level figure ca n carry the ladder 
forwa rd at normal speed. In no even! is charge bonus movement possible. Ladders can be 
destroyed. but consider that an end less su pply is availab le to the attackers from their base 
position . On the first turn it is erected. two figures ca n cli mb a ladder; thereafter. up to three are 
able to climb it. Each figure that reaches the top of the ladder will have to fight any defender 
within melee range ; and if there is no defender the figure may then move a ma ximum of I" to a 
position atop the construction being scaled. If the defenders eli minate the firs t figure climbing 
the ladder there is a 500/0 chance that they will be able to push the ladder off and over. If a ladder 
is pushed o\'er. the figure other figures on it take damage: the higher. if applicable. is eliminated 
and the lower. o ronly. takes 10% of possible hit points and is unable to move next turn . 

Movable ManUets: Movable mantlets are typically small sections of pallisades or hide·covered 
wooden frames behind which attacke rs may move up to defendi ng fortifications. or behind 
which missile troops may make reply to defender missile troops. They are moved 3" for every 

22 



figure pushing or car rying them, with a maximum movement of 6"/ turn. This rate assumes that 
the mantlet is so constructed as to exactly shelter the size of creature moving them, and ad­
justments must be made if this differs. Each mantlet will provide cover for three figures: one 
bowman can fi re through a slit without being exposed ; additional missil e troops firing from 
behind the mantlet wiU receive protection equal to one- half cover. 

Rocks: Defenders typically have a supply of large rocks and stone pieces on hand to drop upon 
attackers. The exact nu mber must be determined by game participants. A rock dropped down a 
ladder will inflict 60 points of damage on the first figu re climbing. It also h as an 800/0 chance of 
dislodging the figu re from the ladder. There is a 4QOlo chance that a second climbing figure will 
be dislodged, and a 1()OJ0 chance that a third cli mbing figure wiU be dislodged. Dislodged figures 
take 40% of total possible damage and 20010 of total possible damage (based on original strength) 
and are unable to move on the following turn. Rocks thrown down upon a ttacking devices do 1 
point of damage: if hurled by a figu re representing ten fourth-level creatures, damage is 
doubled. 
Dotllng OIJ : When poured or otherwise released from above, boili ng oil will sweep a path J W' 
wide downwards, to form a pool 3" wide by 1%" across a t the base of me construction from 
which it was poured. The oil will innict 70 points of damage on any figure in its path or in the 
pool (one-tenth damage for figures representing but a single creature. The oil will burn for three 
tu rns, continuing to innict this amount of damage on any such figures. If the figures a re able to 
quench the fla mes in some manner (being roUed in sand, covered by green hides, submersion in 
water. etc.) the damage is halted. Any wooden structu re not covered with green hides will burst 
in to na me when struck. by oil. Covered structures without peaked roofs mus t be abandoned next 
turn, peaked-roof structures must be abandoned in three tu rns. T he wooden construction will 
burn for three tu rns (five with regard to peaked-roof ones) and a re then removed as destroyed. 
Structu res cove red wi th green hides have only a 200/0 chance of being set afire, and if they are set 
a fire they are treated as pea k-roofed ones. 

Note.: Figures actively defending forlljicatiorlS - such as operating a ram -catcher. dropping 
rocks, or pouri"g oil are able to claim ollly olle-half protection al best wilh regard 10 
missile alld melee auacks. 

Breeches: Whenever attacking devices destroy a section of a fortification, a breech is 
caused - the size of which is equa l to the genera l width of a construction such as a 
tower. gate, etc., or not less than 4" in a curtai n wall Attackers move through such 
openings at rough terrain move ment restrictions. Defenders can block a breech with 
abatis in three turns, providing that there is one figure of firs t- level creatures per inch of 
breech to perform the operation. Aba tis of th is sort acts as movable mantlets with 
rega rd to protection and its defensive value. Such abatis can be rebuilt in the same 
manner it was placed if it is destroyed. Attackers may destroy it by various means as 
noted above, as well as by hand in the same method it was placed, providing the figures 
removing (destroy ing) the abatis are not meleed. 

MISSILE FmE ADJUSTMENTS 
AddItions 
Target is five or more ranks deep or la rge 
Magic bow, per scale bow, per +. 
Magic a rrowlbolt . per scale missile, per +. 
SubtractioruJ 
Target is three ranks deep· 
Target is two ranks deep· 
Target is one rank deep or in open order 
Target is single creature, very large· 
Ta rget is singlc creatu re, largc· 
Target is single creature, about man-sized 
Cover equal to a rcher slit 
Cover about through chest· 
Cover about to waist , or woods (within 1" of edge)· 
Light brush covering target· 
Obscured or hidden 
· Does not apply to artillery 
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+ 20% 
5% 
5% 

\00/. 
200/. 
30% 
500/. 
700/. 
90"1. 
90"1. 
500/. 
300/. 
200/. 

fire not possible 



Adj.ISI armor (,/, jSS "/ d('/eudl'r downwurd by liel'ei al medium ranJ.:e, by 2lel'eJs al s lwrl runge, 
All hm~ IIm/met/illm rallj!es base dalllag(~ is / -J lor all eXl'epllr em:v crossbuw missi/('J, 

MELEE BONUSES AND PENALTIES 
Bonuses 
Charging (1 st round only) 
Flanking (1 st round only) 
Attacking un it in formation cvolution 
Rcar Attack ( 1st round only) 
Attacki ng do"'n a gent le slope 
Elite or Guards 
Eli te Guards 

Penalties 
Fa tig ued 
Open Order 
Unorganized 
Shake n 
Disordered 
Rouled 
Defender beh ind low wall or aba tis 
Defender beh ind cover about chest-high 
Kobolds. Goblins, Orcs in full daylight 
Peasa nts 
Levies or Kobolds: Goblins. Orcs in near full day li gh t 

+20% 
20% 
3()o"/o 
400/0 
20% 
10% 
20'1, 

200/'0 
l ()!'/'l 
30'1, 
4()!'lo 
60'\', 
8()!,/o 
30'\', 
5()'1/o 
30'\', 
20% 
10% 

FOR MAGICAL WEAPON BONUSES ADD I POINT OF DAMAGE/ AlTACK FOR EACH 
+ 1. TH US. A DAGGER + 2 vmsus ORCS IN THE HA NDS OF A 10.h LEVEL FIGHTER 
DOES 2.5 + 2 , 10 (his level) = 45 POINTS OF DAMAGE VERSUS ORCS. IF AGA INST 
SINGLE OPPONENTS THE BONUS IS NOT MULTIPLI ED BY LEVEL. 

COMBAT TABLE 

HUMAN·TYPE ATTACK ING 

Poin ts of Oaml:lge Per Sca le 1: 10 Figure 

WEAPONS DOING 1-3/ 1-6 POINTS DAMAG E 

u-,'c l of A lIacker Oefender ArnlOr Class 
9 8 7 • 6 5 4 3 2 0 ·1 ·2 

0 10118 9/ 16 811 4 7/ 12 6/ 11 5/9 417 315 214 1/ 2 

0 6 I 11 ~ 7 375 4 172 
4· 6 \3123 12121 11 / 19 10/ 18 9116 8/ 14 711 2 6111 5/9 417 3/5 214 

7· 9 16/ 28 15/ 26 14/ 25 13123 12/2 1 11 / 19 1011 9116 8/ 14 7/ 12 6/ 11 5/9 

10-1 181 2 17/ 30 1612 15126 14/ 25 13123 12121 \I 9 tO/ 18 9/ 1 8 14 71 12 

\3· 15 20/ 35 19133 18132 17130 16128 15/ 26 14/ 25 13123 1212 1 11 118 10/ 18 9116 

16· 18 20/35 20/35 20/ 35 20/35 19/33 18/ 32 17130 16/ 28 15126 14/ 25 \3123 1212 1 

19& 20/ 0/ 35 20/35 20/ 35 10135 19133 18/32 17/ 30 16128 15126 14/ 25 13123 
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Points of Damage 

WEAPONS DO LNG 1·8(2·7)/ 1·12(4·9) POINTS DAMAGE 

Lt'ci or Alla{'kcr Defender Armor Class 
9 8 7 6 5 4 3 2 I 0 · 1 ·2 

0 23133 20129 18/ 26 16123 14120 11116 9113 7110 5/1 213 

I· 3 25136 23/ 33 20129 18126 16123 14120 I jll6 9113 7110 5/1 213 
4· 6 29142 27139 25136 23/33 20129 1&/ 26 16123 14120 11 116 9113 7110 5!7 
7· 9 36 /52 34 /49 32/46 29142 27/ 39 25/36 23133 20f29 18126 16123 14120 11 11 6 

10· 12 41159 39155 36/52 34/ 49 32146 29142 27/39 25/ 36 23133 20129 18126 16123 

13· 15 45165 43/62 41159 39/55 36152 34149 32146 29/42 21/39 25136 23133 20129 
16· 18 45/65 45/ 65 45 ' 65 45165 43162 41159 39155 36/ 52 34149 32146 29142 21/39 
19&+ 45/ 65 45/65 45/6S 45/65 45/ 65 43162 41159 39/55 36152 34149 32146 29142 

o Lc"el is norma l man ·lype (i.e,. 1 die or less, and not able 10 progress upw3rds in lc\'cls.) 

For armor clas.,es be ller th an shown. deduct 50"/0 of hit points scored per armor CI3SS. 

COMBAT TABLE 

MONSTER ATTACKING Points of Damage Per Scale 1: 10 Figure 

WEAPONS DOING J ·3/ 1·6 PO INTS DAMAGE 

Monster Dcfendt'r Armor Clnss 
I-liIOk'(' 

9 8 7 6 5 4 3 2 I 0 · 1 ·2 

0 10118 91lb 8/ 14 7/ 12 6/11 5/9 4/1 315 214 1/ 2 

1· + 1 11/ 19 1011 9116 8114 7112 6111 519 417 315 2/ 4 112 

2· 3 1212 1 11119 1011 9116 8/ 14 7/12 6111 519 417 315 214 I 2 
3+·4 14125 13123 12121 11 / 19 10118 9116 811 4 7/12 6/ 11 5/9 4/7 3/5 

H·6 15126 14125 13123 1212 1 111 19 10/1 9116 7112 6/11 519 417 
16128 IS 26 4125 13123 12121 11 / 19 0118 /14 112 6 I Sl 9 

8+· 10 17/30 1612 15/ 26 14125 13/ 23 12121 111 19 10118 9/ 16 8114 711 2 6111 
10+· 12 18/ 32 17130 16128 15/ 26 14125 13123 1212 1 11 119 10118 9116 8/ 14 7 12 
IH· 14 19133 18132 1612/f 5126 14125 13/23 1212 I I 14 
IH&+ 15125 14/23 10116 9114 



Points of Damage 

WEAPONS DOING 1-1 0(3-8)/2-1 2 POINTS DAMAGE 

Defender Armor Class 
Hit Dire 

9 8 7 6 5 4 3 2 I 0 -I -2 
to I 30/35 27/32 24128 2 1125 1812 1 15/ 18 11/ 14 8/ 11 617 3/4 

t+ I 33/39 30/35 27132 24128 21125 IS/ 21 15/ 18 111 14 8/ 11 617 3/4 
-"2-- ';3'-36/ 3 9 03 7 2 '41 S I I 118 I 8 I 1 4 

3+- 4 41 / 49 39/46 36/42 33/39 30/35 27/32 24128 21125 18121 15/18 11 / 14 8111 

4+- 6 44/53 41 /49 39/46 36/ 42 33/39 30/35 27132 24/ 28 21 / 25 18/21 15/18 11/14 
6+- 8 47156 44/53 41 /49 39/ 46 36/42 33/ 39 30/ 35 27 32 24128 21125 18/21 5/ 1S 
8+ -10 50/60 47/ 56 44/ 53 4 1/ 49 39/46 36/42 33/39 30/ 35 27/ 32 24/ 28 21/ 25 1812 1 

10+ -12 52/63 50/60 47/56 44/53 41/ 49 39/46 36/ 42 33/39 30/ 35 27/32 24128 21125 

2 -14 54/61 52/ 63 50/ 60 41156 44/53 41149 39/ 46 36/ 42 33/ 39 30/ 35 27132 24/ 28 
14+&+ 55170 54/67 52/63 50/60 47156 44/53 41149 39/46 36/ 42 33/39 30/35 27/32 

For Armor Classes better th al1 shown, deduct 5% of hit points scored per armor class. 

Note: Damage illdicflWc/ tlSS llllleS I: / 0 scull' fiK llre to rt'presl'lIl 10 men, III el'elll 0/ caSllalties: 

i.e .. jigurt, is (u: I/I(lI~I' worth 0116' 6 me". lIssess 60% of (,ll.Wfl/~)I (/(lmllge illtiicale(/. 

ARTILLERY MISSILE FIRE TABLE 

Armor Class of Target 

BALLISTA 9 8 7 6 5 4 3 2 0 · 1 ·2 
Size of Target 

Man 9 8 7 6 5 4 3 2 I 
Largcr IS 14 \3 12 10 9 7 6 4 3 2 

STONE 
CASTERS Target About · Man ·sized Larger 

Sma ll Catapult 30 IS 
Large Catapult 40 20 
T rebuchct 50 25 

If target is wit hin range and arc of fi re the indicated numbe r of poi nts of damage are scored 
UpOIl it. Above numbers are hi t poin ts scored. 

Artillery ,'s, Artillery 

Altacke r is: 
Light Catapu lt 
Hcavy Catapult 
Trebuchct 

% chance 10 destro.r 

LI.Ca t. 
50% 
60"10 
80"10 
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Hv. Ca t. Trebuchet 
40% J()O"/o 
50% 40% 
60% 50% 



CASUALTY ADJUSTMENT IOPTIONAL): 
As the difference in level (or hit dice with rCj;!:ard to monsters) will also affec t the variability of hit 
points eliminated as shown on the COMBAT TABLES. the CASUALTY ADJUSTMENT 
refl e<: ts not only a probability va ria nce but also the same variance expanded to show the effect o f 
the d ifference in levels. 

Determine CASUALTY ADJ USTMENT prior to using the COMBAT TABLES. 

Dirrerence 
In Levell Die 
Hil Dice 1 2 3 4 5 6 
·9 & less ·30% ·20010 ·20% -10010 -1 0010 0 
-8. -7 ·20% ·20% · 10% -10010 0 0 
-6. -5 -10% -10010 · 100/0 0 0 0 
-4. -J -10% · ) ()O'/o -10010 0 0 + 100/0 
-2. -I · tO% -10010 0 0 0 + 100/0 
0 ·100/0 0 0 0 0 + 10% 
+ 1. + 2 -100/0 0 0 0 + UWo + IOO/o 
+3. + 4 -10% 0 0 + H)% + 10% + 100'/0 
+5.+6 

0 0 0 + )()% + 10% + 20% 
+7. + 8 0 0 + 10% + 10070 + 200/0 + 20% 
+ 9&up 0 + ]0% +20010 +2()OJo +JOO'/o + 30% 

APPENDIX A 
VARIABLE DAMAGE & W EAPON DAMAGE 

For those who wish to add the addi tional factors of damage by weapo n type (with or without ad · 
justment for type of arm or being attacked) and monster type (including number of a ttacks by 
m onster) a table showing average da mage (Average Damage Matrix) times te n in five percent in ­
crements by p rogressive ly greater average damage amou nts is given. Note that the various 
ave rage da mage amou nts correspond to the nu merous \'arying damage a mounts s tated in the 
D&D ga me system. Also in cluded is a table showing the base p robability by weapon Iype to score 
damage o n va rious types of a rmor (Weapon Type/ Damage Matrix). 

In o rder to compute damage by attackers with a higher level (or greate r nu mber of hit dice) sim· 
ply use the factors given below. T he p robabi lity of striking an a rmor class better than the best 
shown is minus fi ve pe rcent pe r class; thus the p robab ility of striking -3 a rmor class is 95% of the 
proba bility of striking ·2 armor cl ass. 

Adjustments for IJIghcr Level/ li ll Dice 
M," 
Level 

1-3 ...........••• •.. ..... • .... +S°1a 
4·6 . . . . . ...•...•....• ..... ... IOCVo 
7·9 ........ .. . ...... ... ..... .... 1SOJo 

10· 12 ...... ... . . ..... . . _ .. .. ..... 10"/0 
13-15. .... ... . .. .. . .. ... . . 10"/0 
16·1 8 ........................... 15°/0 
19& up .....•. _. _ .. ___ . _. _ .. ...... 5'1, 

Monstcrs 
Hit Dice 

1+ 1 .............. . •.• • ... . .... +SC?'o 
2·3 .. . ..... . . ..•••... ... .•...... SOJo 
3+·4 ...... ... • . .. .. .. .. ........ SOJo 
4+·6 ....... . • •...... ... .. . .. .. . 10070 
6+-8 ....... _ . • •......... •• ..... 5'1, 
8+- 10 .... _ ..... • .... _ .. _ .••... _ . 5'1, 

10+- 12 .... _ .... _ .... . _ ...... ..... 5'1, 
12+·14 ..... ..... . ......... . ...... SOJo 
14+ & up ......................... So;o 

Multiply nu mber by lOOOlo+ the "Jo shown above to de term ine damage. Note pcrcentages are 
cumulati\·c. 
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Average Damage Matrix 

If not used in conju nctio n wi th Weapon Type/ Damage Mat rix. use Base OJo to hit fi gures. Ex : if 
ignoring weapon type \'s. a rmor class l11odifiC;H ions. a swo rd ( 1-8 p IS) wau Id ha\'e a 3()O/o base per­
ce ntage to s trike armor class 5 ta rgets. Go down Jcrt side of A\'cragc Damage Ma trix to 30 , Ihen 
c ross Q\'er to ' ·8 column. and you find thai 14 plS of damage are infl icted . )()I'll! base percentage 
was dcrh'cd from lOp line o f weapon T ype/ Damage Matrix (Base 0'/0 10 h its). 14 pIS arc inflic ted 
per 10 aciual men. or I scale casting. This assumes no casually adjustmen ts. 

Poi nl.S of Damage per W ClIpon or Monster AHack T ype 

1·3 ' ·4 2·5 1-8 2-B 1-10 1-122· 12 3- 12 2- 16 4-16 3- 18 2·20 5-20 2·24 3·24 
1·6 4· 10 

A,.cr:tge [:;::~~:I:§:~~~~~C~C~:;7;Y:CJ;=:ij~"'ii~;::I!:-TI=:!~~~ Damuge 2.5: J.- 4.5 1"'"':"' ''''''''-'''":'-, 7 12 
5 1 2 2 '" 11 

10 2 3 4 5 'I.~-i-""'...1 7 II 12 
~1"5~~""3 4 5 7 II 16 

20 4 5 7 9 14 2 1 

25 5 6 9 II 18 1..;,=--=_-=_ 26 
30 6 8 II 14 ~''-=~''''I 32 
J S 7 9 12 16 

% 40 8 10 18 I.i;"","~,""~'" 
45 , .... 9 ....... 11:......". 
SO 10 13 
5S II 14 

60 12 5 
65 13 16 
70 14 18 

5 .; 19 
80 16 21 
85 17 22 

90 18 23 
9S 19 24 

100 20 25 

29 

24 
30 
3 
42 
48 
54 
60 

66 66 
2 72 

78 78 
82 84 

81! 90 
94 96 

100 102 

104 10 
108 114 

11 0 120 



4·24 6·2' 3·30 7·28 02 8·32 3·36 6·36 4-40 5-40 7·42 10·40 4·48 6-48 5·SO 8·48 12·'8 9·56 5·60 
5·30 11 ·44 

I. 5 16.5 17.5 8 20 2) 22,5 24.5 25 2(i 27 2 28 JO 31. 2.S 
7 8 8 9 9 10 11 11 12 13 13 I. 14 14 " 16 16 

14 IS 17 18 18 20 22 23 25 25 27 28 28 30 32 33 
1 23 25 26 27 30 33 34 37 38 42 4 

28 30 33 35 36 40 42 SO 56 65 
35 38 41 44 45 SO 53 63 70 79 81 
42 45 SO 53 54 60 63 75 84 98 
49 . 3 58 61 63 74 88 % 11 4 
56 60 66 70 84 100 112 130 
63 74 79 95 11 3 11 7 1 126 140 
70 75 83 88 105 125 130 135 138 140 163 
77 83 91 96 11 6 138 143 1.9 151 154 179 
84 90 99 105 126 ISO 156 162 165 168 195 
91 98 107 114 137 163 169 176 179 182 211 
98 105 11 6 123 147 175 182 189 1% 228 

105 11 3 124 158 188 195 203 210 44 

11 2 120 168 200 208 216 224 260 
119 128 179 213 22 1 230 238 276 
126 189 225 234 243 252 293 
133 143 200 238 2. 7 257 266 309 
140 ISO 200 195 210 250 260 270 280 325 
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% CHANC E TO HIT AT LEVEL 0* 
WEAPON TYPE/ DAMAG E MATRIX 

ARMOR 
CLASS 

WEA I·ON T YP E Y K 7 6 5 4 

Ua ~c % I~ ) hil ~ ~5 40 ~ ~ 25 

Da~ger 60 SO 40 JS 25 20 

H;mci Axe 55 SO 45 JS 2S'===~2~=:::J 
r.,'1 al'e SO -IS 40 ;loS 30 25 
H,Ull lller SO -IS 40 JS __ -",.15,-_ 2:-
S\\ord S5 4 • .>, ___ 40 35 

M i l j\:l r~' Pk k SO 45 40 JS JS .15 

Ball \(- ;\ XI,.' SO 4:; 40 :lS __ -=3;5_ 30 

Morning. St:tr 60:'5 45 40 _4"'0'-__ -'3,,0 __ .. 
B:t\ tar(\ 5\\IIrd** 55 50 45 40 40 JS 

Fla il 55 50 4S 40 40 30 

S )car ___ ~50 ==4~5::==:l4~=:-'""j3S~==:2~'C==:2~=:::J 
V\lll lgc 50---"5 40 40 35 30 
Bardichc·" 6S 60 50 4S 3S 25 
~G~1.~i,~e::=:::::::::J~_..aS~O--_-_-_~40~ ___ ~3S~ __ ~3~5~ ____ =~~~~ 
G uisarmc 50 45 JS 30 25 20 

Fouchard 60 55 4S 35 25 20 

Glai\'c·G Ulsar c 5 40 JS 3S 25 
C uisarmc- Voulgc 6S 60 50 45 40 30 
BiII ·Guisa rmc 60 55 4S ___ 40:'-___ 30 20 

artisan 0 "- ,) 0 25 
SpCllL nl ------... 5~5---~50~---4"'5:'-- 40 30 20 

I~ an scur SO 45 40 .3S .30 20 

[ ucc rn Hammert 50 45 40 _.i35L.-::::;3~-~==~==J 
Halberd 55 45 40 40 40 

T wo· ha nd Sword nO 55 50 45 45 
35 
40 

tvh'lI II led Lance b- bO 55 50 _..;4,,5'-__ .... _--" 
Pikl! SO 45 40 35 30 25 

Quartep.la ff 55 E-O SO .15 30 IS 

Ijn '~ I ()ne 5~' ,.J5J.5 5{,) 4030 45 .15 · 30 2010 5 1- 'S 10 ,, -

Sling (Bullet) 65 55 45 60 SO 40 55 4S JS 45.15 25 40 30 20 30 20110 

Short Self BM bO 55 50 55 SO 45 SO 45 40 41J 35:;0 30 30 25 25 20 IS 
-hOft {', IIII )o:-, ite hil\\ 05 60 55 55 SO 45 St) 45 4() 40 35 JO .m 30 25 25 2U 5 

L\ln~ \'ompo~it\.· bow oS 60/55 60 55 50 S5 50 45 50 /40 J5 4U JO 25 25 20/ 15 
Ltmg Se lf bO\\ b5 bO 55 60 55 SO 55 SO 45 50 45 40 4() 35 30 25 25 1.5 

Io.:h l {'ro<;!>how,-----.:-c6.,'", I)() 55 60 SO 45 55 45 40 45 40)0 30)0 25 25 20 IS 

HealY {'wv.b()\\ 70 ttS 00 65 55 SO (lO SO 4S 50 40 35 45 35 30 35125120 
Hurled Axe 4S 40 40 30 20 10 

Huric(f ll :t lllllh:r 40 35 .1 ) 25 10 15 
I-Iurl('c\ Spea r 45 40 J5 :'IS 20 10 

Jalcl ill SO 40 J() 40.1() 20 40 J() 20 30 2() 10 20 10 - In 5 0 

• ur IlhHl<; ler \\ il ll I (Ir Ie" hit die 

... when u'l'd 1\\o-ha lHlcd: " ,her" he tfea t a \ ,'I orc! 

.... If ha nlll1 .. :r· t':u: ked :\(Id 5~;, \" a r lllllr d:,,\e, 3 .. 2 and I. 

l nd u c\c~ hee tilL Corb in 
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ARMOR CLASS 

3 2 I 0 -I -2 Weapon Type/ Damage Matrix 

20 15 10 5 0 -5 
Ex: 23 axe-wielding men attack 

15 5- a band of orcs in class 7 armor. 
15 5 Modified ~o to hit. for an axe "s. 
25 15 10 5 a.c. 7. is 400/0 for level 0 men. 

25 15 10 5 Go to Average Damage Matrix 

15 5 
to 40%; cross over to 1-8 
column, and you find that 18 

35 25 20 15 10 5 pIS. are inOicted per 10 men. In 
20 10 5 this case then. the orcs su ffer 42 

20 15 10 5 pIS. (18 + 18 + (.3 X 19 = 5.4. 

25 15 10 5 rounded up = 6 pts). Again. 

30 25 20 15 10 5 
this assumes no adjustments. 
Had the men been charging. for 

15 5 0 instance. they wou ld do an ad-

20 10 5 ditional 20010 damage; i.e .. an 

15 5 additional 8.4 rounded up to 9 

15 5 
pts. 

10 5 
15 5 
15 5 
20 10 5 
15 5 
10 5 
15 5 
15 5 
25 20 15 10 
35 25 20 15 10 5 
30 20 15 10 5 
30 20 15 5 
20 15 10 5 
5 

5/-1 
151 51 5/ - 1-
101 SI-
lO 51 
20110/5 101- 1-
20115/5 101 51- , 
101 510 5 I • or monster with 1 or less 

25/ 1515 151 5/ -
hit die 

51- I - •• when used two-handed; 
otherwise treat as sword 

5 ••• If hammer-backed add 5% 

5 vs. armor classes 3. 2 and 1. 
t Includes bee du Corbin 
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APPENDIX B 
SUGGESTED POINT VALUES 

If some prior determi nation of opposing forces has not been made, it is poss ible to select such 
forces by point values, although some arbitration may well be necessa ry due to the highly 
va riab le nature of swords & sorcery potentials. All values a re based on a 1:10 ratio. a nd should 
be adjusted by th at factor for single figures. All points a re cumula tive. 

Although it ta kes a considerable amount of time to select arm ies by the point value method. it is 
suggested that this method be used if a neutra l third party is not availab le to design a balanced 
ga me setting. A sma ll game will require about 10.000 points. An exa mple of opposing forces 
selected by poi nt value is given herea fter. 

Troop Va lues 
Peasa nts 
Lev ies. Kobolds, Goblins, 

or O rcs 
Regulars 
Guards 
Elites or Elves 
Per Hit Point 

Weapon Values 
Sling 
Short Self Bow 
Long Sclf Bow 
Short Compo Bow 
Long Compo Bow 
Lt. Crossbow 
Hv, Crossbow 
Ballis ta* 
Lt. Catapult'" 
Hv . Catapult'" 
Trebuchct* 
Weapon ove r 9' !cngth, 

or oversized weapon 

.. based on a 1: 1 ratio only 
•• add 50% of hit poin t value 

Armor Values 
·20 9 

· 10 8 
0 7 

+ 10 6 
+ 10 5 
+ 1 4 

3 
2 

+ 30 per additional class 
+20 Ring of Protection. 

per +,-
+40 
+ 30 Special 
+40 Magical Weaponry. 
+20 per + of hitting 
+20 Magical Missiles 
+ 5 per + of hilling 
+ 8 Rege nerating 
+ 10 Breat h Weapon 
+ 12 Spell Ability 

Flying· 
+ 10 Other Special· 

Un it Standard 
Army Standard 
Army Sub·Commander 
Army Com mander (CO) 
Pcr level above? or die 

above 1 + 1 hit dice 

••• add 75% of hit poin t value per usage, if unlim ited add 300% value 

· 10 

0 
+ 10 
+20 
+30 
+ 40 
+5Q 
+ 60 
+5Q 

+ 5Q 

+100 

+5Q 
•• 

••• 
•••• 
+25 

+ 10& up 
+10 
+5Q 
+5Q 

+ 100 

+5Q 

•••• add 10 points per spell level per spell per scale creature, Le. a single magic user with but a 
first level spell is worth but an add itional 10 poin ts. 

CHARGE' • 
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EXAMPLE OF ARMY SELECTION 
BY POINT VALUE 
FORCES OF THE WIZARD, 

T,oop Armor Weapon Special 
Unit V.lut' Value Value Valut TOTAL 
40 (400) pikemen 
(armor class J) 1400 2000 400 3.800 

6 (60) elite guard 
infantry (lstlevel. ISO 360 300 810 
armor class 2) 

Army standard SO SO 

Lo,d (sub· CO 10th 
level. +5 sword , + 2 SO 206 ISO 406 
armor & shield) 

20 (200) crossbo ..... men 
(armor class S. half 700 600 400 1.700 
have heavy crossbows) 

30 (300) elven spearmen 
(armor class 4, 12' 13SO 1200 300 2.850 
ash spears) 

The Wizard {+ l ring 
of protcction) 28 49 665 742 

5 (SO) unicorn/ 1st 
level wa rrior maiden 9001 3001 - I 7S01 
c8\'alry (riders have 225 200 SO 250 2.675 
armor class 4. lances) 

3 ba llistas 15 15 

3 (30) crewmen 105 90 195 

2 treants 72 12 2 100 186 

30 (300) baltleaxe 
man (a rmor class 2) IOSO 1800 2.850 

Swashbuck ler (ja\'Clin 
of lightning (two), + t • 23 106 100 229 
armor & shield) 

Swashbuckler (sub-CO 
magic bow + 1. 10 magic 23 106 225 354 
arrows. + I armor & 
shield) 
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FORCES OF T HE EVIL HIGH PRI EST, 

T roop Armor Wupon Special 
Unll Value Value Value Valu e TOTAL 
20 (200) wolf/ goblin 
cavalry (wolves are 1600+ 200+ 2.900 
armor class 6, 2 dice) 700 400 

6 man ticores 168 24 450 642 

4 (40) ogres 760 120 40 800 1.720 

The Evil H igh Priest 
(CO. 12th level. with 
+3 mace. +1 armor & 30 160 850 1.040 
shield) 

6 (60) hobgoblins 
(elite guards with 450 360 60 870 
9' + pole arms) 

Army standard 50 50 

80 (800) orcs (armor 
class 4) 2800 3200 6.000 

Nec romancer (sub-CO 
with d isplace r clo~tk) 25 -1 580 604 

30 (300) orcs with 
short self bows 1050 900 600 2.550 
(armor class S) 

3 fire giants 159 12 3 324 498 

16.874 
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APPENDIXC 

EXAMPLE OF GAME PLAY 

The map shows the forces listed in the EXA MPLE OF ARMY SELECTION BY POINT 
VALUE. It assumes that the Wizard' s a rmy has elected to remain relatively stationary and par­
tially concea led. while the forces of the EHP have opted to advance. Movement this tum was; 

Side A: (Wizard): Battleaxemen advance % move, no fire 
Side B: All troops advance full move except : 

- wolf/ goblin cavalry led by manticores moves % only 
- Necromancer moves 'I, only 
- ore archers move in unorganized formation, taking charge bonus movement 
in order to gai n hill position, no fire 

Side A: ElveR spea rmen advance from woods Yl move and battleaxemen advance V, 
move, no fire 

The Wiza rd hopes to deceive the enemy into making two errors: 
1. be lieve the main attack will be from the Wizard 's right flank where the 

axemen, high' level fighters, treants and ballistas seemingly pose a threat: and 
2. use the strong mass of orcish spearmen in the ce nter, supported by the ogre 

guards and the EHP personally , to strike the apparently weak elven unit in the 
center. 

NOIe tha I the gia nts will be withheld if the EHP bel ieves that the ene my righ t is the attacking 
arm of the Wizard's army, and a p la n to strike the ce nter would be a very effective counter· 
measure if this were so. 

The pike men on the left of the Wiz.a rd's array ca nnot easily sh ift to support the center, due to the 
intervening brush. The warg/ gobli n cavalry would pose a n immedia te threat to the flank of any 
such move. in addition. Meanwhile, the ma nticores could easily move to support a center attack, 
while s till threatening the pikes. The manticores a nd the crossbowmen would. at worst. 
neu tralize each ot her. The ogres would gain the flank of the elves when they we re locked in com· 
bat with the orcs. and roll up the whole unit. When this happened the Wiz.ard's forces would be 
cut in two and ripe fo r defeat in detail. If, as the o rcs advanced, the axe men were moved so as to 
threate n the fl ank of the o rcish advance, the former woul d be expos ing its own fla nk to 
devastating missile attack from the orc bowmen and fire giants, nOI to mention the necroma nce r, 
a nd they wou ld a lso screen the fire of their ow n ballis tas, The E\'il High Pries t finds th at this is 
the plan he wi ll follow, 

Nex t turn he will se nd his righ t flank cavalry fo rwa rd slowly, the mam icores will move full to 
engage the crossbow men, while the orcish spearmen along with h is ogres move towards the elves 
(p robably with little harassing fire from the crossbows), and tbe a rchers and giants will begin 
missile attacks against the ene my right (where he imag ines more ents a nd supposes that the 
single· figure fighters a re probably a t leas t 10th level), The EHP will move with his gua rd s, for the 
necromancer will engage the Wiz.a rd in a iong· range duel. End turn fire now ta kes pl ace, a nd 
thel'cafter the nex t lurn will begin. for there will be no melees to conduct. 

Fire: 
SIDEA -
I. Wizard casts con· 

linual light spell 
to maxim um range in air 
s traight toward enemy 
cente r 

2. BaHislas fire at 
fire gia nts on hill 
crest 

J. Heavy c rossbows fire a t 
ore spea rmen 

4. Ligh t crossbows fire at 
ogres 
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SIDE 8 -
1. Necroma ncer casts 

cloud kill at I" to 
his right front 



Results of Fire and Commentary: 

SIDE A: The light spell (1.) was cast to counter the darkness of the day, as well as to convince the 
enemy thai an attack in the center was most feared. Ballista fire at the giants scores 9 
points of da.mage on each fire giant. The heavy crossbows firing into the orcs score 120% 
of damage on armor class 5 targets, for the nearest corners of the two units are just under 
16" (medium range) - damage scored: 110 + 22 (20010) = 132. and 2 arc figures are 
marked dead. with 42 points noted as additional casualties, and when 3 more points of 
damage are scored another figure will have to be removed. The light crossbows firing at 
ogres are at long range, and the 20010 addition for the ogres being "large" is coun· 
terbalanced by the ogres being in only two ranks, so the fire scores 100070 damage vs. ar· 
mor class 5 targets , or 60 points. This damage is noted on the record of the unit of ogres, 
as sufficient hits to remove a figure were not scored. 

Note that neither the orcs nor the ogres took casualties equal to 10070 from missile fire, so 
morale need not be checked. 

SIDE B: The necromancer's spell was the only missil.e/ speli/ breath attack which could be made 
by the EHP's advancing army. The cloud kill was selected because it had several apparent 
advantages considering the plan of attack: the spell could wipe out the ten figures on the 
right wing of the elven spearmen unit, as well as the left-mos t ballista crew, unless 
something is done to counter it. and retrea t seemed unlikely in the position held by the 
Wizard 's host; this strongly suggests that the Wizard will have to attempt to dispel the 
cloud kill next turn, allowing the necromancer to use some more violent attack mode, 
while his commander advances unhindered. and the attention of the Wizard is again 
fixed on the wrong place. 

During the next two turns the Wizard's forces completely surprise the EHP. The orc archers fire, 
putting a few hits on the axemeR, the giants advance to get in range of the ballistas to hurl rocks 
at them, the center orcs continue their advance, as do the hobgoblins and ogres (with the EMP), 
the manticores take to the air aiming at the light crossbow unit, while the wolf/ goblin cavalry 
move ahead, The Wizard's array doesn't perform as expected: The crossbowmen and the elves 
do an about face: and at the mid·point of their facing the orcs again score a few hits while the 
giants loose their rocks at the ballista, and the Necromancer tosses a fire ball into the midst of 
the elves. No morale throws are necessary. despite a fair number of hits being scored on both 
units now. Also at the mid'point of the turn. the manticores loosed 36 missiles at the crossbow· 
men at medium range. The pikes advance towards the warg cavalry, while the guard unit with 
the standard and the lord move obliquely to interpose themselves between the manticores and 
the crossbowmen. The axe unit and elves move away from the enemy, the latter nearly vanishing 
from sight amidst the trees. The pikemen continue their slow progress ahead. Puzz.led but 
determined, the EHP decides to adhere to his plan, and all of his forces continue to move 
forward also, save the ore archers and the giants. 

At the beginning of the following turn the EHP is surprised to see a fire ball crashing into the 
ranks of the hobgoblins, for the deceptive fellow has entirely ignored the cloud kill - his elves 
are disappearing amongst the trees which will break up the deadly fumes in any event. The 
hobgoblins take over 2()OJo casualties, but their morale remains good. AU of the Wizard's forces 
remain standing, save the elves who now completely disappear. The axemen are again faCing 
about towards theorcish bowmen. "Onwardsl" urges the EHP, and his troops respond. The orc 
bowmen move up one·half move in order to bring the axemen in range once again. the giants 
hurt rocks at the two survivingoballista at the mid-turn fire break in order to completely silence 
them. The ore center presses ahead, The manticores fall upon the standardbearers. and only the 
wolves do not go forward . The EHP himself, along with his ogre guards, also stand in order to 
aUow the anti-cleric to conjure up an insect plague upon the enemy so as to drive it into con· 
fu sion and rout. 

The axemen stand the fire. The elves, unbeknownst to the enemy, have turned towards the front 
once again. after moving but one-quarter movement into the woods. The heavy crossbows are 
still being reloaded, and the lights have no target, for they cannot fire until the end of the turn. 
By that time the pikes have charged ahead into melee with the wolves, and the melee of manti· 
cores and their fellows prevents fire into the ranks of the ogres. At end· tum fire the necromancer 
hurls a fire ball at the treants, and when the EHP reconsiders, he throws a hold person at the 
Wizard. This attack is answered by a fire ball from the Wizard which strikes the EHP's own 
guard. 
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Next turn te ll s the tale. for during its course the wi ngs remain abou t as they were, but in the cen­
ter the elves come forth in echelon to meet the orcs (the cloud kill roll ing over the ballista. but 
then dispersing in the woods). and the unicorn cava lry suddenly appears in the rear of the ogre 
unit . charging into att ack from this position. None of the EHP's forces can immed iately help. 
although the necromancer and the gian ts then move towards the fray. Melee there goes as 
fo llows: 
Both morale checks indicate the ogres' morale is good. The chargi ng unicorns. plus lances do: 
35123 per figure. or 175 + 115 = 290 X 160"70 = 464 points of damage! The two rca rmost figures 
of ogres are slain. and lhey cannot return the allack this turn or next. Knowing that his fate is 
sea led if he remai ns. the EH P uses a word of recall spelL 

Some confused righting remains. but as word of what happened spreads. the EHP's forces break 
off the battle and flee. The immobile figu re of their leade r, staunch ly braving the worst the 
enemy can throw at him inspires the Wiza rd' s forces to great bravery, and they inflict many 
casualties upon the retrea ting enemy before t-he latter manage to escape. 
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UNIT INFORMATION SHEET 

UNIT COMPOSITION, 
Type of Creatures 
Total Number of Stands 
Total Number of Figures 

HIT POINTS PER FIGURE 

DAMAGE TAKEN 

Checks 
100/, 
200/, 
250/0 

30% 
40% 
50% 
60% 
70% 
(75%) 
80% 
900/, 

CURRENT MORALE STATUS 
Turn & Level 

40 

Armor Class 
Ave . (W~apon) Oamage 
Ave. Hit Points 

UNIT TOTAL HIT POINTS 

MORALE CHECKS ­
Morale Base 
Modified by: 

Turn Modirier.i 

Other Ireason) 



MOVEMENT 

M ... I Unorganized eba ... 
Troop Typo Une Column or Open Order Bonus 
Kobolds 4 8 2 

IIns ;4 2 
Orcs 6 12 3 
Hobgoblins 6 12 3 
G 3 
Haillings 9 12 3 
Gnomes 4 8 2 
~ 

Fairies 9 15 3 
Elves 9 12 15 3 

rmor 1 8 
Hv. Armor 7 10 12 2 

Men 9 12 15 3 
5 18 

Hv. Armor 6 8 9 2 
Lizard Men 6 9(24) 2 

eataurs 1 8 
Cavalry 

Light 18 21 24 9 
!Q!IJJ'- 1 

Heavy 12 15 18 5 
Pony 12 15 18 4 

0 2 
Siege Artillery 3/6J 
( ) Swimmirrg Speeds 
{ J Speed If drawn by draf l a"irnals 

SA VING THROWS 
BaUislal, 

Calapull, All Wands -
Tr~buchel, Including 

Class & Dealh Ray. Polymorph or Dragon Slaves & 
Le"el or Pulson ParaJlulion Slone Breath SpoIl. 
Fighting-Men 1-3 12 13 14 IS 16 
Magic-User 1-5 13 14 13 16 15 
Cleric 1-4 11 12 14 16 IS 
Fighter 4-6 10 11 12 13 14 
Magic User 6·10 11 12 11 14 12 
Cleric 5-8 9 10 12 14 12 
Fighter 7-9 8 9 10 10 12 
Magic-User 11 ·15 8 9 8 11 8 
Cleric 9· 12 6 7 9 11 9 
Fighter 10· 12 6 7 8 8 10 
Magic-User 16+ 5 6 5 8 3 
Cleric 13+ 3 5 7 8 7 
Fighter 13+ 4 5 5 S 8 
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... .. 
to: 

MISSILE FIRE ... 
0 ... ... 

MISSILE W EAPON TYPE ... .. 
Spear, Axe, Hammer 
Javelin 
S:ing Stone 
Sling Bullet 
Short Self Bow 
Short Composite Bow 
Longbow 
Large Composite Bow 
Light Crossbow 
Heavy Crossbow 
Ballista 
Light Catapult 
Heavy Catapult 
Trebuchet 

FIRE RATE 

YI/Turn 
Fire (stand) 

reload (stand) 

Artillery , '5 . Artillery 

Attacker is: 

Light Catapult 
Heavy Catapult 
Trebuchet 

I 
2 
2 
2 
3 
3 
3 
3 

'I> 
'I. 
'I. 
'I. 
Yo 

l /Turn 
fire & move 
"h without 
reloading or 
vice versa 
fire & re-
load or vice 
versa 

RANGE 

:Il ... 2 .. " 0 Q Z = '" 0 

'" :Il ... 
3 

I 4 8 
4 8 12 
5 10 16 
5 10 15 
6 12 18 
7 14 21 
6 12 2 1 
6 10 16 
8 16 24 

0 -30 
15-30 
18-36 
24-48 

2/Turn 
move'/) & 
fire or vice 
versa 

fire (stand) 
& fire (end 
turn fire) 

\' ' 

\ '/ -;-
I 

3rrurn 
move full & 
fire o r vice 
versa 

fire. move 
Yl, & fi re 

move 113, fi re, 
(stand VI) & 
fire 

fire (stand 
%), fire 
(stand 'Ii), & 
fire 

" ,\1 

% cha nce to destroy 

Lt. Cat. Hy. Cat. Trebuchet 

50% 40"1. 30% 
60% 50"/. 40"1. 
80% 60% 500"/0 
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MISSILE FffiE ADJUSTMENTS 
Additions 
Target is five or more ranks deep or large 
Magic bow, per scale bow. per +* 
M agic arrowlbolt. per sca le missile. per +* 
SublracOons 
T a rget is three ranks deep. 
Target is two ra nks deep· 
Target is o ne ra nk deep o r in open order 
Target is single creature, very large· 
Target is s ingle c rea ture. large-
Target is single creature, about man-sized 
Cover equal to archer slit 
Cover about through chest-
Cover abo ut to waist. or woods (within I" of edge). 
Light brush covering target-
Obscured or hidden 
-Does not apply to a rtillery 

Notes 
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+ 20"1. 

5'" 
5'" 

10"1. 
20"1. 
3O'l. 
5O"l. 
70"1. 
900/. 
900/. 
5O"l. 
3O'l. 
20"1. 

fire not possible 



Notes 
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Other Fantasy Releases by TSR
MONSTER MANUAL — Advanced DUNGEONS & DRAGONS - A fully illustrated encyclopedia of all the
monsters used in D & D. This major reference work features a full-color cover and is hard bound for extra
durability

DUNGEONS & DRAGONS  Basic Set — The new and complete DUNGEONS & DRAGONS game set, designed
especially for beginning players. Includes everything to start playing D & D: Basic Game booklet, polyhedra dice
set. Dungeon Geomorphs Set One (Levels One to Three) and Monster and Treasure Assortment Set One (Levels
One to Three).

DUNGEONS & DRAGONS Collector's Edition — The original game of swords and sorcery role-playing with
paper and pencil, in its original format. This is the game that started it all! Three booklets, boxed

DUNGEONS & DRAGONS Character Record Sheet Pad — A useful playing aid for D & D to record the details
of a variety of game characters

GREYHAWK — Supplement I to D & D

BLACKMOOR — Supplement II to D & D

ELDRITCH WIZARDRY — Supplement III to D & D

GODS, DEMI-GODS & HEROES — A supplement to the D & D system to integrate mythological beings into
standard play

SWORDS & SPELLS — Miniatures rules for fantasy games, for use with Dungeons & Dragons

CHAINMAIL — Rules for Medieval Miniatures (plus Fantasy)

DUNGEON GEOMORPHS — Playing aid for Dungeons & Dragons. Geomorphic sections to be cut out and
combined together in any combination. Dungeon construction made easy!
Set One. Basic Dungeon
Set Two. Caves & Caverns
Set Three. Lower Dungeon

OUTDOOR GEOMORPHS — Playing aid for Dungeons & Dragons. Geomorphic sections to be cut out and
combined together in any combination.
Set One Walled City

MONSTER & TREASURE ASSORTMENT — Another series of playing aids for Dungeons & Dragons, to
provide a listing of pregenerated monsters and treasure for three dungeon levels.
Set One. Dungeon Levels One to Three
Set Two. Dungeon Levels Four to Six
Set Three. Dungeon Levels Seven to Nine

DUNGEON! — The boardgame of fantastic Dungeon Adventuring for 1-12 players, boxed

WARLOCKS & WARRIORS — The exciting game of adventure and pursuit, for 2 to 6 players of all ages!

EMPIRE OF THE PETAL THRONE — Fantasy Adventure on the World of Tekumel.
2 full-color maps, boxed

WAR OF WIZARDS — Game of fantastic duels between mighty magic-users. Now in a new boxed version includ-
ing game booklet, playing board, percentile dice and set of 4 miniature figurines for use as playing pieces

LANKHMAR — Game of swords and sorcery warfare on the fantastic world of Nehwon. Based on the original
game design of author Fritz Leiber. Boxed, for 2 to 4 players

STAR PROBE — Complete boardgame of adventure, exploration, and conflict in space: for 1 to 8 or more
players, this game system will be expanded by several additional booklets in the near future.

STAR EMPIRES — The Game of Galactic Conquest, and follow-up to STAR PROBE. Plays separately or as an
extension to STAR PROBE, if desired.

METAMORPHOSIS ALPHA — Game of science fiction adventures on a lost starship

Multi-Sided Dice Sets — Each set contains one 20-, 12-, 8-, 6-, and 4-sided die

Percentile Dice — Two high-impact 20-sided dice: red and white

On all mail orders, add $1.00 for postage and handling regardless of order size.

THE DRAGON
The only professional magazine of Fantasy. Swords & Sorcery, and Science Fiction Gaming. Formerly the STRATEGIC
REVIEW, it features: full color covers, interior color. 32 pages minimum, articles on all forms and formats of Fantasy. S& S and
SF games and gaming, miniatures, boardgames and original fiction and artwork. Published 8 times yearly, available at better
hobby shops and bookstores or from:

TSR Hobbies. Inc.
POB 110
Lake Geneva. WI 53147

Rates
Single Issue - $2.00

13 Issue Subscription in U.S. & No. America — $24.00
Overseas ð $40.00

Complete Catalog — Games. Rules. Miniatures. Accessories
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