—

/




CRY HAVOC

An event book featuring the definitive d20 mass combat system

BY SKIP WILLIAMS

Requires the Dungeons & Dragons® Core Rulebooks, published by Wizards of the Coast, Inc.

This book utilizes updated material from the v. 3.5 revision.

ADDITIONAL CREDITS

Editing: Penny Williams
Art Direction and Production: Sue Weinlein Cook
Cover Illustration: Todd Lockwood
Proofreading: Mike Johnstone
Interior Illustrations: Eric Lofgren and Kieran Yanner

Cartography: Ed Bourelle

Terrain Illustrations: Stephen Shepherd

Cover and Interior Page Design: Peter Whitley
Playtesters: Philippe Daigneault, Bob Greenfield, Daniel Kaufman, Matt Locke, Lorcan E. Murphy, and Pieter Sleijpen

For supplemental material, visit Monte Cook’s Website: <www.montecook.com>

“d20 System” and the “d2o System” logo are trademarks of Wizards of the Coast, a subsidiary of Hasbro, Inc., and are used according to the
terms of the d2o System License version 4.0. A copy of this License can be found at <« www.wizards.com/d2o0 >. Dungeons & Dragons®, Dungeon
Master®, and Wizards of the Coast® are registered trademarks of Wizards of the Coast, a subsidiary of Hasbro, Inc., and are used with permis-
sion. All rights reserved. Malhavoc is a registered trademark and Eldritch Might is a trademark owned by Monte J. Cook. Sword & Sorcery and
the Sword & Sorcery logo are trademarks of White Wolf Publishing, Inc. All rights reserved. The mention of or reference to any company or prod-
uct in these pages is not a challenge to the trademark or copyright concerned. All other content is ©2003 Skip Williams. This book is compatible
with Revised 3rd Edition rules. This edition of Cry Havoc is produced under version 1.0a, 4.0, and/or draft versions of the Open Game License, the d2o System
Trademark Logo Guide, and the System Reference Document by permission of Wizards of the Coast. Subsequent versions of this product will incorporate later ver-
sions of the license, guide, and document.

Designation of Product Identity: The following items are hereby designated as Product Identity in accordance with Section 1(e) of the Open Game License, version
1.0a: Any and all Malhavoc Press logos and identifying marks and trade dress, such as all Malhavoc Press product and product line names including but not limited to
Monte Cook’s Arcana Unearthed, The Book of Eldritch Might, Book of Eldritch Might Il: Songs and Souls of Power, Demon God’s Fane, When the Sky Falls, The
Diamond Throne, and Requiem for a God; any specific characters, monsters, creatures, and places; capitalized names and original names of places, artifacts, charac-
ters, races, countries, creatures, geographic locations, gods, historic events, magic items, organizations, spells, feats, and abilities; any and all stories, storylines, his-
tories, plots, thematic elements, and dialogue; and all artwork, symbols, designs, depictions, illustrations, maps, diagrams, and cartography, likenesses, poses,
logos, or graphic designs, except such elements that already appear in final or draft versions of the d2o System Reference Document or as Open Game Content below
and are already open by virtue of appearing there. The above Product Identity is not Open Game Content.

Designation of Open Game Content: Subject to the Product Identity designation above, the following portions of Cry Havoc are designated as Open Game Content:
the entirety of the unit combat game mechanics in Chapter Three; the spell parameters (range, duration, etc.) and game mechanics in Chapter Four; the entirety of the
skills and feats in Chapter Five; the entirety of the army combat game mechanics in Chapter Six; the advancement tables and class features for the prestige classes in
Chapter Seven; and anything else contained herein which is already Open Game Content by virtue of appearing in the System Reference Document or some other
Open Game Content source.

Some portions of this book which are Open Game Content originate from the System Reference Document and are ©1999-2003 Wizards of the Coast, Inc. The
remainder of these Open Game Content portions of this book are hereby added to Open Game Content and if so used, should bear the COPYRIGHT NOTICE “Cry Havoc
©2003 Skip Williams.” This material is protected under the copyright laws of the United States of America. Any reproduction, retransmission, or unauthorized use of the
artwork or non-Open Game Content herein is prohibited without express written permission from Skip Williams or Monte Cook, except for purposes of review or use of
Open Game Content consistent with the Open Game License. The original purchaser may print or photocopy copies for his or her own personal use only.

This document is a work of fiction. Any similarity to actual people, organizations, places, or events is purely coincidental.

Check out Sword & Sorcery online at <www.swordsorcery.com>
MADE IN THE USA



2 CRY HAVOC

Table of Contents

INTRODUCTION: WAR IN YOUR CAMPAIGN SELECTED SPELLS .c.utvuuiiuniiniieeneeeneeeneeeneeenerennnens 80
WHAT’S AN EVENT BOOK? ...coevvviiiiieeeeeeriiiieeeeeees 3 NEW SPELLS ..uuoiiiiiiiiiiieeeeeeeennennneeeeesenennnnseseeeenes 95
WHY WAR?....cccvviieanannn 3 TURN OR REBUKE UNDEAD.. ...97
USING THIS BOOK .ccvuuiiiiieiiiiieeeeeieeeeeieeeeeeeeeeeanas 4 MONSTER SPECIAL ABILITIES ...ueeeeevviinnnnneeeennnns 97

CHAPTER ONE: PREPARING FOR THE EVENT CHAPTER FIVE: BATTLEFIELD SKILLS AND FEATS
THE WAR—NEAR OR FAR? ...cueiiiiiiiiiiieeeeeeeeinnns 5 SKILLS vevtuuueeeeerrerruieeeeeeressnneeeeeessssnnneeseesssssnnnns 100
WHO'S FIGHTING? ...ueieeeeeiiiinieeeeeeeennnneeeeeeerannnnnns 5 NEW SKILL...ceeeetiruiuieeeeeeerrnnneeeeeeeesennaeeeessssnnnns 102
WHY GO TO WAR? ..cviiiiiieeeiiieeeeiieeeenieeeeiieeeennnees 5 FEATS ettt 102
KINDS OF WARS. ..6
ENDING AWAR ...cooiiiiiieeeeeeeeiieeeeeeeeevteeeeeeeeennnns 7

CHAPTER SI1X: ARMY COMBAT

CHAPTER TwO: INTEGRATING THE EVENT GENERAL PRINCIPLES..... .106
PLAYER CHARACTERS AT WAR ....cevvveiievineerinnennnns 8 ARMY COMBAT OVERVIEW ....ccevvvrrrnnnnnrreenernnnnns 106
RUMORS OF WAR....cctttiieeieeiiiiiieeeeeeeeeeeneeeeeeeeennes 9 ARMY COMBAT STATISTICS ...ceeeevvvvenneeeeeenennnnns 106

Sidebar: PCs AS THE CAUSE OF A LOCAL WAR
‘WAR AND THE COMMON FOLK

STRATEGIC CONFLICT
Sidebar: CALCULATING ARMY STATISTICS

RELIGION AND WAR.....ovvviieeeeeiiirreeeeeeeeenneeenens Sidebar: ADJUSTING THE WAR'S LENGTH

THE ECONOMICS OF WAR ....cuvvieeiieeeeenreeeeenneeenns 12 QUICK ARMY COMBAT

WAR-INDUCED DISASTERS .....ceoviiviiveieeieeireenenns 12 Sidebar: SIEGES -
AFTER THE WAR Sidebar: POWER RATINGS FOR SIEGE ENGINES .........c....... 115

TACTICAL ARMY COMBAT ..cceunevineeernneeenneennnnns

CHAPTER THREE: UNIT COMBAT MOVING ARMIES..........
GENERAL PRINCIPLES .. Sidebar: LARGER STANDING ARMIES ... .
WHAT IS A UNIT? w.oovecveceeeeee e e sesee s senee s 14 RAISING ARMIES .c.cotuemiiemiienniieiniitiiiciin e
UNIT COMBAT SEQUENCE ......ccuteoueeeeeeeeeeeseesnes 14 SUPPLYING ARMIES...
UNIT COMBAT STATISTICS oo 14 REPLACING LOSSES ..cuvemummcremcreeneneenerrenennenas
Sidebar: UNIT COMBAT BASICS 15
Sidebar: CHANGES TO A UNIT’S ATTACK BONUS CHAPTER SEVEN: PRESTIGE CLASSES
DURING A BATTLE 17 DEATH DEALER ...oiiiiiiiiiiiiciciiii et 124
Sidebar: CHECKS IN A UNIT BATTLE.........ceeevereeereneerenenns 19 KNIGHT COMMANDER ...ccvuiiiiiineineienennennennns 126
BASE LINE AND RENDEZVOUS POINT ................. 19 SHIELDMATE ...cvuniiiiiineennereneeneeeeesneesneesneanneens 128

INITIATIVE...cccttmmueeiiieiinnnnnneees
Sidebar: ACTIVATION VERSUS ORDERS . CHAPTER EIGHT: ADVENTURE IDEAS

THE BATTLE ROUND .....ottiiiiieieeieeieeeeeeeeennenen RAID ..o 130
Sidebar: LINE OF SIGHT AND LINE OF EFFECT .... 22 RECONNAISSANCE ..uituiiniiiiiieieeeeeeeneeennenns 130

ATTACKS AND DAMAGE IN UNIT COMBAT.......... 23 RESCUE

Sidebar: COMBAT SHORTCUT: ATTACK ROLLS ... ASSASSINATION
UNIT ACTIONS WITHOUT ORDERS NEGOTIATION ..vevevieveneeveeeeseseseeseseesesssseseeseneas
Sidebar: OPTIONAL RULE: REDUCED HITS
FROM DAMAGED UNITS 26 APPENDIX
Sidebar: SIEGE ENGINES ................................................... SAMPLE UNIT RECORD SHEET ..o 132
COMMANDERS AND ORDERS -ocoeneeceneneeenceeeene BLANK UNIT RECORD SHEET ....ccovvveeenrrreeenrnnnens 133
Sidebar: OPTIONAL RULE: AUTONOMOUS UNITS....
OPEN GAME LICENSE...
INJURY AND DEATH ..couevvvviiriinireennnnnees
TERRAIN ILLUSTRATIONS
MOVEMENT AND POSITION
COMBAT MODIFIERS ..cuuevvniiineenneeeneenneerneenneesnnnns 49 DIAGRAMS
UNUSUAL ATTACKS ..utiiiiiiieieeeeeeeeeeeeeeneaneannns 50 1: ADJACENT UNITS AND MELEE CONTACT «-vvvnveerreereseerenee 21
2: MOVEMENT, REACH, AND ATTACKS OF OPPORTUNITY ...... 22
3: CHARGING 27
4: THE CLOSEST ENEMY . .uiiiiiiiiiiiiiiiicciccccccccceeeccceeeeeeeee e 30
INDIVIDUALS IN UNIT COMBAT ...ccuvvvnrivnrennnennnns 58 5: COMMAND HIERARCHY 35
Sidebar: EXPERIENCE AWARDS FOR BATTLES........ccouuunnne 59 6: GUARDING........ecereeverererererscsesesesesssssesesesesssssssesesessassesenas 40
TERRAIN AND OBSTACLES ..cvuuiieniinnernneenneennennnns 60 7: CORNERS AND SQUEEZING .....cveverererenrerensesensssessssesesesens 47
8: COVER 49
CHAPTER FOUR: BATTLEFIELD MAGIC 9: MORALE FAILURE ...c.cutiiiiiiieieieittninisites e 56
MAGIC ACTIONS ON THE BATTLEFIELD.............. 73 10: A HERO CHALLENGE 60
CONCENTRATION. 11: TERRAIN ILLUSTRATIONS LEGEND .....cceviiimiiiiiiiiiiineeennne 65
COUNTERSPELLS .....vouevieieeeaienieseneesessessseseeseneans 12: CONES 77
13: DIMINISH PLANTS/PLANT GROWTH AREA .......cevvuuunnnnnnnnns 86

SPELL DESCRIPTIONS ...tiiiiiiiiiiieiniineetneeennnenenns 73




INTRODUCTION 3

War in Your Campaign

Cry havoc, and let s/ip the dogs ofwar.

— William Shu/eespeare, Julius Caesar, Act i1i. Sc. 1.

ry Havoc is an event book that provides advice and rules
support for DMs wishing to incorporate a sensational and
provocative happening—a war—into their campaigns. If
you're looking for a how-to guide for implementing a major event

into your game, the event book line from Malhavoc Press is for you.

WHAT’S AN EVENT BOOK?

Each event book takes a major event that could have interesting
repercussions on your campaign and examines it thoroughly from
every angle. It provides DM advice on staging the event, involving
the player characters (PCs), and making changes to the campaign
based on the natural consequences of the event. In short, it’s every-
thing you need to make the event a part of your own game. The
campaign is still yours in every way—the event book merely serves
as a guide. It doesn’t force you into structured plots or leave you
with no idea of what happens next.

Previous event books have covered the death of a deity (Requiem
for a God by Monte Cook) and the impact of a meteorite on a fanta-
sy world (When the Sky Falls by Bruce R. Cordell).

Here’s a short chapter-by-chapter outline showing how this
book presents the guidelines for introducing a war into your
campaign.

1. Preparing for the Event: Discusses the background planning
the DM must do before introducing the event into the campaign.

2. Integrating the Event: Offers a detailed look at various
options for staging the war, as well as its many repercussions upon
society, the economy, and even the campaign world as a whole.

3. Unit Combat: Offers detailed rules for running faitly small
battles involving a few dozen to a few hundred creatures. The rules
presented here closely parallel the combat rules for the d20 System,
so both players and DMs can grasp them quickly.

4. Battlefield Magic: Offers conversion notes for using standard
d20 magic with the unit combat system in Chapter Three. Some
new spells with battlefield applications appear here as well.

5. Battlefield Skills and Feats: Offers conversion notes for using
standard d20 skills with the unit combat system in Chapter Three.
A new skill and several new feats with battlefield applications
appear here as well.

6. Army Combat: Offers abstract rules for running large-scale
battles and even whole wars using just paper and pencil and a few
dice rolls.

7. Prestige Classes: Provides three new prestige classes that

thrive on the battlefield.

8. Adventure Ideas: Offers war-related adventure ideas suitable

for various character levels and campaign styles.

WHY WAR?

You might want to introduce a war into your campaign for any of
several reasons. War can set the tone of a campaign world, herald
large-scale changes in its political structure, or simply provide new
adventuring options for characters who have grown bored with the
same old plotlines.

The sheer drama and grandeur of warfare can add sparkle to a
campaign—nothing quite equals the sights and sounds of armies
on the march. The measured tramp of booted feet on the road; the
color and pageantry of military standards, coats of arms, and uni-
formed troops; the sight of cheering commoners waving flags as
their troops pass in review—all these elements bring with them a
special sort of excitement. Eventually, this movement of troops cul-
minates in the flash of steel in the morning sun and the clash of
arms as two armies meet, struggling for supremacy on the battle-
field. By playing up these aspects, you can use a war to bring out the
heroic nature of your world.

The foregoing describes the bright side of war, but it has a grim
side as well. Troops and animals can become mired in a muddy field
on a cold, rainy day, or have to flee for their lives before invading
forces, or end up starving in a ravaged countryside. Treachery and
deadly ambushes can put a quick end to even the best-laid plans.
Finally, the grim picture of carrion feeders flocking to the aftermath
of a battle brings home the reality of war in a way that nothing else
can. By emphasizing these aspects, you can use war to underscore
the gritty realism of your world.

War touches nearly every aspect of life in the area where con-
flict rages and sometimes in locales far removed from the fighting
as well. Player characters who live in a country at war may find
themselves eluding press gangs or perhaps running press gangs
of their own. Some might take more active roles and serve their
country by fighting on the battlefield, commanding troops, carry-
ing messages, or performing any of myriad other tasks suited to
their abilities.

Even when a war is far away, adventurers can still feel its effects.
They may find themselves shelling out extra gold the next time they
shop for supplies, and some goods may be unavailable at any price.
War also tends to bring intrigue to distant places, as diplomats,
spies, and saboteurs work to bring allies into the fray and to keep

their foes from doing the same.
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Any war can present new challenges to the PCs in a campaign,
no matter what their level. Epic-level characters can hardly ignore
a large-scale invasion—especially if other epic-level characters
lead the invading army—but even low-level characters can find
roles to fill.

War also provides an excellent opportunity to make a change
in your campaign world. You can eliminate aspects you don't like,
such as troublesome nonplayer characters (NPCs) or even whole
countries. At the same time, you can introduce new elements,
such as new allies for the PCs, new villains, or even new cultures
and religions.

In short, war can take center stage in your campaign, provide a
backdrop for the action, serve as a vehicle for change, or merely
provide the occasional adventure hook. Few campaign develop-

ments can prove so versatile.

USING THIS BOOK

Because Cry Havoc is a “how-to” book for your game, most of the
chapters contain boxed “Checklist” sidebars that boil down the
guidelines in that section to a few clear steps. As you go through
the book, use these checklists to help you make some notes about
implementing the guidelines presented there in your own cam-
paign. Other boxes, labeled “Key Terms,” are designed to help you
keep track of the new concepts this book introduces.

Throughout Cry Havoc, a dagger (1) is used to signify a spell,
feat, or skill introduced in this book. Otherwise, all references to
spells, feats, and other rules pertain to the three Core Rulebooks:
the Player’s Handbook, the DMG, and the MM.

Bonus source material and additional ideas to augment the
information in Cry Havoc appear on Monte Cook’s website. To find
the links to these free web enhancements, visit the book’s product
page online at <http://www.montecook.com/mpress _Havoc.html>.

This sourcebook is protected content except for items specifically
called out as Open Gaming Content on the title page. For full
details, please turn to the Legal Appendix. Open content is not

otherwise marked in the text of this book.



Preparing for the Event

The ambassador scanned the treaty draft with a scowl and a wrinkled brow that had little to do with the fading /t;ght in the council chamber.

With a derisive snort, he took up the document and twisted it into a crump/cd mass. Rising fVom his seat, he drop[)ed the mung/ed treaty ina
brazier and stormed out of the chamber as a blue cloud of smoke began to rise from the burning parchment. A pair of advisors, who had

watched the outburst in grim silence, stood motionless as the ﬂames consumed the treaty. ‘I guess this means war,” said one pwsant]y.

ost fantasy campaigns feature violence in plenty, so a war
may seem like a natural development—and perhaps it is.
Indeed, the real world has seen no shortage of wars.
Nevertheless, you need to give some thought to such a major event
before you set it into motion, especially if you expect your player

characters to become heavily involved.

THE WAR—NEAR OR FAR?

A war can happen just about anywhere in your campaign world, so
it pays to consider its placement. Should it be near the characters’

base of operations or in some distant land?

A DISTANT WAR

A war doesn’t have to occur on your PCs’ doorstep to have a signifi-
cant impact on your campaign. You can regard awar as distant any-
time the fighting occurs in a place so far removed from your PCs’
normal haunts that they are unlikely to stumble onto a battle or
find their homes under siege.

A distant war offers several advantages over a conflict closer to
home. You can introduce the event fairly quickly, often simply by
announcing that war has broken out somewhere. Your players prob-
ably don’t know the combatants or the territory very well, so a sud-
den announcement of war shouldn’t provoke too many questions.

If you want to present a war that your PCs have the option to
ignore if they wish, a distant one is your best bet. The conflict prob-
ably won't affect them directly, and they can choose other pursuits
if desired. But a distant war can still affect the PCs indirectly, and
you can provide plenty of opportunities for them to get involved
(see the next chapters for details).

A distant war can also serve as a way to draw your PCs’ attention
to an area of your campaign world that they have so far overlooked.
If you have some great adventure ideas for the lands in the frozen
north or the tropics, you can use a war to lure the characters there.

Although it has many benefits, a distant war also has some
drawbacks. It might be difficult to get your PCs excited about—or
even interested in—a war that takes place in an area they don't
know well and don’t particularly care about. Even if the characters
decide to check out the war, you may find yourself scrambling to
provide details about the people and places involved in it if you

haven’t prepared enough material.

A WAR RIGHT IN THE NEIGHBORHOOD
A war could happen anywhere in your wotld, so why not right
where the PCs live? A local war requires more planning and more

careful staging than a distant one. For one thing, you probably can’t

get away with just announcing the onset of war. As residents of the
war-torn area, the PCs will rightly expect to see the war clouds
gathering ahead of time and possibly have a chance to flee the area,
try to prevent it, or do something that will give their side an early
advantage. You'll need to drop some early hints about the brewing
conflict and provide the PCs with opportunities to influence the
coming events, at least in a small way.

A local war does offer one significant advantage over a distant
one—the PCs cannot simply ignore it. The conflict will probably
threaten people, places, and institutions that the PCs care about,
and they might literally come face to face with enemy troops if they
don’t flee the area.

If you're depending on the war to help you alter your campaign
world, a local war offers better possibilities than a distant one
because it takes place right where the characters are most active.
Your PCs will witness the changes as they occur and could very
well take a hand in them. Of course, they might also intervene to
prevent changes they don't like, but that’s fine too. Nothing
cements a PC’s ties to the campaign like taking an active role in

shaping its history.

WHO’S FIGHTING?

A war typically requires at least two sides to fight each other,
although a conquering army trundling through an unresisting
countryside still constitutes a war of sorts. The conflict might
involve armed forces from various sources—national armies from
several different countries, private armies fielded by wealthy
landowners or adventurers, whole tribes of humanoids, large
groups of monsters, and so on.

Although a war can have many different participants, all with
differing goals, these factions usually resolve themselves into only
two sides, with groups that share similar goals gathering on either
side. Once the war has ended, groups of allies often splinter, some-
times reatranging themselves into new sides for yet another war.
Such a secondary war might involve only one belligerent from each
side of the previous conflict, or it might involve all the previous

combatants, but in a different arrangement.

WHY GO TO WAR?

The motivations for going to war can prove as diverse as the
nations and groups involved in the conflict. In most cases, how-
ever, nations go to war to secure something that they cannot
obtain any other way, or something that might prove too expen-
sive, too difficult, or too humiliating to obtain any other way. For

the purpose of this discussion, the reasons for war fall into four
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basic categories: territorial, economic, ethnic, and ideological dis-

putes. These motivations by no means constitute a complete list,
and the borders between the categories often prove somewhat
blurry. Nevertheless, these root causes can form a useful basis for
your decisions about why a war might start, what signs of its com-
ing the characters might
Checklist see, and what events might
O Where will the war take place? end the conflict.

O Adistant war (far from the
PCs’ normal haunts)

O A local war (close to the TERRITORIAL

PCs’ normal haunts)

DISPUTES
O Decide who’s fighting.

One side desires the land

O Decide why the war is occurring.
o the other side controls, or

O Territorial dispute

insists that it has a better

O  Economic dispute . .

claim to that land. Terri-

O  Ethnic dispute o .

torial disputes may arise as

O Ideological dispute

a result of previous wars in
Q  Decide what form the war will take.

which one side seized terri-

O International war tory from the other, or as

0 Proxy war complications of political

O Cold war marriages or dynastic

O Civit war succession, or just out of
O Decide what each side must do simple greed.

to win the war.
A long period of diplo-

matic or economic maneu-
vering usually precedes a
territorial war. During this period, both sides try to solidify their
claims on the disputed territory.
Once a territorial war begins, it usually does not end until one
side successfully invades and holds the disputed territory, or until

the defender decisively repulses the invader.

ECONOMIC DISPUTES

One side perceives that it has suffered (or will suffer) a loss of
wealth or potential wealth because of the economic or political
practices of the other side. Sometimes a war that appears territorial
actually has an economic foundation because one or more of the
belligerents seeks some economic advantage—be it access to
resources, access to markets, or just safe routes for trade or travel.

The period before an economic war usually features attempts by
at least one side to secure trade agreements or concessions from
the other, or to ensure a steady supply of needed goods or
resources by some means short of war. These prewar maneuvers
might go on for decades before one side runs out of patience and
resorts to force of arms.

Economic wars sometimes end when one side deems the cost
too high. In that case, some sort of diplomatic settlement or con-
cession usually terminates the conflict before either side actually
achieves a military victory. Otherwise, the war ends when one side
either gains decisive control over the disputed resource (mines, a
key port, an agricultural region, or the like) or defeats the other so

soundly that the loser must concede the dispute.

ETHNIC DISPUTES

One side believes itself oppressed or unfairly divided by geograph-
ic boundaries. Some ethnic wars arise simply because one group
cannot bear the differences it perceives in another group, or
because it covets another group’s wealth or political power.

Ethnic disputes often involve territory, but the goal in seizing
that territory is to secure ethic unity or to control key cities or other
sites that have special meaning to one side or the other. Ethnic dis-
putes may also involve economics, but here the goal is usually to
deprive the other group of its resources, or even to wipe out the
other group entirely.

Ethnic wars usually simmer for a long time before any fighting
erupts. Once the war begins, it tends to grind on until one side
either virtually annihilates the other or forces it into utter submis-
sion. Such a result, of course, breeds further resentment and

inevitably causes more wars in the future.

IDEOLOGICAL DISPUTES

Ideological wars revolve around mere ideas. Different religious
beliefs drive many such conflicts, but an ideological war can also
involve such intangibles as lifestyles, social practices, or philosophi-
cal concepts.

Ideological wars often prove exceptionally brutal because the con-
flict seldom ends until one side must admit utter defeat. Even then,
resentments arising from such a war can fester for generations.

Ideological wars often follow the same pattern as ethnic wars,
with trouble starting gradually and building into open conflict over
time. A sudden provocation, however, can cause war to flare more

quickly as well.

KINDS OF WARS

Whatever their causes, wars can take may forms. A useful (though
by no means definitive) list of war types follows.

International Wars: These conflicts involve nations, or substan-
tial sections of nations, pitted directly against one another. One
side usually invades the other, but not always. The two sides may
content themselves with merely probing one another’s borders.

An international war fits most people’s conception of what a
war in a fantasy setting should be. Substantial armies go on the
march and seek out the enemy for pitched battles. An internation-
al war offers player characters ample opportunities for heroics
both on and off the battlefield, and success consists of defeating
the enemy.

Proxy Wars: These conflicts also involve opposing nations, but
the main combatants choose to fight each other indirectly through
third parties. The belligerents may send their armies to another
country to fight it out, or they might support their allies indirectly
with money, equipment, and advice.

A proxy war may call for more prudence and delicacy from the
PCs than an international war. Simply defeating the enemy may not
suffice. The characters might have to cover their tracks, win with a
minimum of casualties (on their own side, on the enemy'’s side, or

both), and avoid offending or harming bystanders.
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Cold Wars: Both sides seek victory, but the conflict remains largely political or diplomatic. Fighting is sporadic and usually involves only

small portions of each side’s true military power. Small proxy wars may result from a prolonged cold war.

Like proxy wars, cold wars usually call for a more discreet approach than an openly declared
war requires. Often success means avoidance of a larger-scale war.

Civil Wars: All the combatants come from the same political entity, and they fight either to
gain undisputed control of that entity, or to change its political, economic, or social structure in
some way. One side in a civil war often desires to break away and form its own country, or to
join with another political entity.

Civil wars often present PCs with a wide variety of moral

dilemmas. They may find themselves pitted against
neighbors, friends, or even members of their own
families. They may very well find themselves oppos-
ing foes who share the same alignments and gen-
eral goals, but hold different loyalties.
Treachery abounds in a civil war, but one

being’s treachery is another’s patriotism.

ENDING A WAR

No matter how tough the belligerent, a foe
can always manage to knock it out of the
fight somehow. It pays to consider how
any side in a war might emerge
victorious.
At the very least, killing or rout-
ing all of a belligerent’s troops
spells its defeat. Usually, however,
a foe doesn't have to go that far.
Most countries surrender
when their capitals fall,
though a few may con-
tinue fighting until
they lose all their

Key Terms

Belligerents: The principal nations or groups
involved in a war

Civil War: A war in which the belligerents
belong to the same country or political entity
(at least at first)

Cold War: A war fought mostly through intrigue
and diplomacy

Commander: An individual who commands
armies or troops within armies

Distant War: A war that takes place
outside the territories that the PCs
usually frequent

Economic Dispute: A cause for war that hinges
on trade, resources, or wealth

Ethnic Dispute: A cause for war that hinges on
differences, real or perceived,
between groups

Ideological Dispute: A cause for war that
hinges on conflicting ideas

International War: A war involving nations as
the belligerents, fought primarily
through open battle

Local War: A war that takes place inside the
territories that the PCs usually frequent

Proxy War: A war that the belligerents fight
indirectly through third parties

Territorial Dispute: A cause for war that hinges
on the possession of land

cities. (As noted in Chapter Six, maintaining an active
army in the field requires cities and towns to pro-

vide money for maintenance and replacements for

the ranks. An army denied the support of cities

can disintegrate quickly.) Other belligerents
might have to surrender if the enemy controls
key pieces of terrain in the area, such as moun-
tain passes, road junctions, agricultural regions,
or other areas that produce vital resources.
Sometimes, a country may sue for peace if it
simply loses too many battles in too short a
time. Eliminating a key leader, such as a
monarch or senior general, can also force

a belligerent out of a war.



CHAPTER TWO

Integrating the Event

The sentry had been watching the sun sink in the westforsome time. The shadows ofthe battlements grew ever /ongcr, and[)r@sent/y the
catwalk where the sentry [Jaced became a [)atch ofear/y dusk. The sun set in a crimson haze, its orb as red as blood. It was an odd co[orfor
a sunset, and the sentry was sure it boded ill. As her weary eyes scanned the horizo;1, she noted a szght that seemed odder still—a vast dust
cloud. A coming storm?” she wondered aloud. Leaning on the parapet andsquinting into the dying lzght, she saw a mass oftinyﬁgures
against the last vestiges of the setting sun, just below the rising dust. Cava[ry, she realized. Cava/r)/ by the score! Dropping her shield and

Key Terms

Commander: Someone who leads an army or a
smaller group of troops within an army

Mercenary: A soldier, commander, or special
operative who fights primarily for pay, or one
who organizes groups of soldiers to fight

for pay

Special Operative: An individual whose contri-

y now you have decided where your war will take place,
who's fighting, why they’re fighting, and what each side
must do to win. Now you need to decide how to incorporate

the war into your game.

PLAYER CHARACTERS AT WAR

When planning for the war, consider eatly what part the PCs might
play in the conflict. Their degree of involvement remains the play-
ers’ choice in large part, but you must at least offer options.
Depending upon the players’ interests and your campaign plans,

some options will prove better than others.

PCs As TROOPS
The player characters can simply join the army and fight in battles as
troops—elite troops, perhaps, but in the end merely troops. In this
arrangement, the PCs are subject to their superiors’ orders most of the
time, and they will probably have little time for their own pursuits.
Life as a soldier usually holds very little appeal for a player character.
Soldiers generally experience a great deal of boredom, interspersed
with brief periods of mortal danger that offer little chance for great
rewards or even for escape. On the other hand, low-level characters
may find even a soldier’s meager pay worth their time. Furthermore,
participation in a military
campaign could introduce a
player character to impor-
tant NPCs in your game
wotld, and perhaps to many
not-so-important NPCs
who can serve as key allies

or foes later in the charac-

butions to a war go beyond any direct role on

the battlefield, such as a spy, spy catcher, scout,
or saboteur

Troops: A collective term for the soldiers who
fight in a war

ter’s career.

One way to make a sol-
dier’s life more palatable to
a PC is to limit the level of
commitment required.
Between battles, a PC sol-
dier might successfully request some personal time to go adventur-
ing. Alternatively, the army might make a limited enlistment—say,
for only a month or so—available to worthy individuals. Such part-
time or short-duration military service can be a good and profitable
way for a PC to spend time between adventures.

Some PCs clearly don't have what it takes to fight on the battle-

field, but their talents might still benefit the army in a variety of

spear, the sentry sprinted down the catwalk toward the alarm gong. The enemy was in szght.’

other ways. For example, a PC soldier could serve as a bodyguard,
messenger, or scout. These roles (particularly the latter two) can

allow a PC considerable freedom of action in catrying out orders.

PCs As COMMANDERS

Even a low-level PC stands out as an individual of exceptional ability
when viewed against the backdrop of an entire army made up of
wartiors and commoners. A moderately successful PC who has
gained a level or two may enjoy some notoriety among the soldiers,
many of whom might aspire to follow him and share in his fortunes.
Likewise, the senior commanders in an army may view such a player
character as a person of either reasonable competence or exceptional
luck (or both), who is more than fit to lead troops into battle.

To be an effective commander, a PC must have some interest in
the war and at least a modicum of tactical sense. It also helps if the
character belongs to a player who has some interest in mass war-
fare, though many valid options exist for those who do not. APC’s
troops can receive assignments far removed from the battlefield,
such as guarding or transporting supplies, securing vital points
(bridges, crossroads, and the like), scouting the trail for the main
army, or capturing deserters and enemy spies.

Of course, having a military command doesn’t mean a character
must spend all his time fighting. Opportunities for roleplaying
abound for officers, who must regularly deal with superiors, subor-
dinates, civilians, and prisoners.

Like a soldier, a PC commander might enjoy great freedom of
action at times and have to follow his orders to the very letter at
others. Any commander, however, often finds himself improvising
on the spot, and he may occasionally decide that ignoring his
orders altogether is the best course of action. In the latter case,
however, the character had better be able to show outstanding
results and provide a very good excuse for disobeying a superior.

PCs who own land or hold titles can raise, train, and command
troops of their own. Doing so can give them a real stake in the fates

of their troops, as well as in the outcome of the war overall.

PCs As SPECIAL OPERATIVES

Most PCs find this role the most comfortable. For the most part,
special operatives don't get involved in mass battles. Instead, they
engage in espionage, counterespionage, reconnaissance, sabotage,
and a variety of other covert activities. Their missions may range
from rescuing prisoners to kidnapping enemy leaders. For the

most part, such a mission resembles a standard adventure. Special
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SIGNS OF A TERRITORIAL WAR

The side that wields political control over the disputed territory may

operatives can usually count on a reasonable degree of independ-
ence as well as the usual rewards for getting the job done.
attempt to evict foreigners and seal the borders. Its leaders may also

PCs AS MERCENARIES

attempt to move loyal settlers into the territory or replace the local

Some PCs may decide to go into the warmaking business for them-

selves. They might hire themselves out as commanders, special

rulers with people they

regard as reliable. Such

Checklist

operatives, or common troopers for pay, or they might invest some maneuvers can directly Decide how to introduce the war.
gold in recruiting their own troops to fight for pay. This latter affect the PCs in a num- Q  consider ways that the war will
option offers all the responsibilities and opportunities that serving ber of ways. The charac- impact the PCs.
as a commander does, but it also gives the player character the ters might find them- U Determine the reactions of key

. .. . NPCs (especially the clergy) to the
option of negotiating her rate of pay (and that of her soldiers) and selves among the for- war.
deciding which tasks she and her troops will undertake. eigners ousted from the QO  Determine the war's popularity with

area, or they might the common folk.

RU MORS OF \NAR undertake missions on O consider what role the PCs might

No matter where you've decided to place your war, it will send ripples
throughout your campaign wotld. You just need to make sure the

PCs notice those ripples.

INTRODUCING A DISTANT WAR

behalf of the govern-
ment, such as securing
the borders, dealing with
unfriendly rulers, or

even serving as interim

play in the war.

O Troops
O Commanders
O Special operatives

O Mercenaries

If the war occurs some distance from your PCs’ usual base of opera-  friendly rulers. a Draw out a map showing the por-
. . .. . . tion of your world where the war is
tions, you can get away with presenting it as an accomplished fact The side that lacks to take place.
rather than leading up to it slowly through foreshadowing. Any of political control over the Q  Determine potential sites for
the following options work well for introducing a distant war. disputed area may press battles.
®  The player characters overhear NPCs or travelers discussing  its claim to the territory Q  Determine potential sites for war-
. - induced disasters (famine, plague,
the war. with religious leaders rebellion, etc,).
®  The PCs note a sudden spike in the cost of goods or equip- and with its own people. Q  consider how the war might end,

ment. “On account of the war,” the local merchants explain.

®  The player characters encounter refugees on the move. Such
an encounter might involve a few wealthy merchants who
have decided to live abroad for awhile, or small clusters of
peasants fleeing violence directed at them, or a veritable
flood of people displaced from their homes.

®  Clerics representing (or claiming to represent) members of
a repressed sect appear in the streets, calling for volunteers
to defend the faithful. (This tactic can prove particularly
effective if one or more of the PCs is a member of the sect,
or if they have an important NPC ally who is a member.)

®  Agents of the belligerent powers approach the PCs with
offers of mercenary work.

®  The characters’ own government asks them to perform any
number of tasks, from escorting diplomats to espionage.

®  The PCs’ government decides to join the war and send

troops of its own—including the PCs.

INTRODUCING A LOCAL WAR
A war in the PCs’ own neighborhood calls for careful staging. Since
wars usually take a good while to get started, you can use the period
while the conflict is building to foreshadow the conflict. You should
plan to drop enough clues to let reasonably observant players know
that a serious dispute is brewing. Then when war finally breaks out,
it will seem a natural outgrowth of events in the campaign rather
than some catastrophe you just decided to dump on your players.
Indications that a local war looms should relate to the causes for

the war. Some specific suggestions for each kind of dispute follow.

Its leaders might try to
subvert or bribe local
political leaders, or even
attempt to neutralize
them through various
means, including assas-
sination. They may encourage their own people to settle the disput-
ed zone, either in hopes that they might sway the rest of the popu-
lation toward revolt against the present political system, or just to
provide a base of sympathetic commoners to supply their armies,
should war break out. Once again, the PCs can easily become

involved in planning or executing any of these measures.

SIGNS OF AN ECONOMIC WAR

The PCs might hear about or encounter trade delegations repre-
senting both sides of the coming war. They also might accept offers
to join such delegations or to serve as guards or escorts for the dele-
gates when they enter foreign territory.

Smuggling and raiding may increase if the delegations fail to
reach any agreements—and sometimes even when they do. Player
characters should have ample opportunities to intercept smugglers,
become smugglers themselves, or simply stumble across smuggling
operations. Likewise, PCs might accept the task of defending
against raiders, become raiders themselves, or simply witness a raid.

One side may attempt to pressure the other with an embargo or
boycott of certain goods. This tactic may raise the prices of goods
that the PCs buy, and it should certainly encourage more smuggling

and raiding.

including postwar consequences.
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SIGNS OF AN ETHNIC WAR

The two sides may trade epithets and insults for years. The PCs

might hear such exchanges directly or learn about them through a

newfound acquaintance.

The PCs may witness frequent but fairly small outbreaks of vio-

lence. Characters who remain unaware of the building ethnic ten-

PCs as the Cause of a Local War

The PCs themselves might touch off a local war
that has been brewing for some time. Such an
event can occur entirely by accident in any of
the following ways.

® The PCs recover a lost relic during one of
their adventures. Its reappearance sparks
ethnic or ideological tensions that have thus
far lain dormant.

e The characters encounter an armed band
and a fight breaks out. Unbeknownst to the
PCs, the band includes diplomats from
another country or faction, and their death
or defeat at the party’s hands enrages the
rulers they represent.

e The PCs defeat a dragon or other powerful
monster that once prevented the use of a
key route for trade or travel. Tensions rise as
merchants, explorers, and settlers begin
using the newly opened route.

e The characters somehow interfere with an
important religious rite—perhaps by
rescuing a sacrifice, defiling a temple, or
inadvertently fulfilling an ancient prophecy.
The priests conducting the rite (or perhaps
even the god connected with it) rouse the
faithful to undo the damage and take
revenge on the infidels.

sions may find themselves
inadvertently sparking such
violence by bringing a
friend or hireling into the
wrong place, or by making
an innocent remark that
causes tempers to flare.

An all-out war may
break out right after a par-
ticularly egregious incident
of violence, such as the
assassination of a key
figure, a massacre, or the
destruction of some impor-
tant shrine or landmark. In
such a case, war may come
about very quickly after
years of uneasy peace.

Alternatively, an ethnic
war can break out when a
particularly jingoistic
leader arises on one side
or the other and whips up
the people’s desire to fight.
It may take the leader
weeks, months, or years to

fan the flames of war, and

the player characters may encounter this leader several times over
he player charact y ter this lead 1

the course of his career. In fact, the leader might be a particular

friend or foe of the PCs.

SIGNS OF AN IDEOLOGICAL WAR

As noted in the previous chapter, ideological wars often follow the

same pattern as ethnic wars. In this kind of dispute, the divine

spellcasters among the PCs might detect signs of the looming war

before anyone else does. Perhaps their superiors and peers share

tidbits of information with them about the coming conflict, or

maybe they call upon the PC and her comrades to defend the

faith—or themselves—from gangs of rivals. A divine spellcaster

might also receive warnings of the coming war directly from her

god (if she has one). Player characters may also encounter propo-

nents of one side or another trying to rally people to their cause, or

chiding the populace for clinging to the “wrong” ideas.

WAR AND THE COMMON FOLK

The PCs are probably central to your campaign world (as well they

should be), but plenty of other characters live there too. When war

strikes, it affects everyone.

LOWER CLASSES

The lowest ranks of your world’s society—typically the low-level
commoners who till the fields and provide most of the unskilled
labor—probably have little interest in the war. They may dread the
appearance of enemy troops in their fields and homes and the pos-
sibility of conscription, but beyond such personal concerns, they
tend to care very little about the conflict. Usually, farmers and
laborers simply want any war to end quickly, with as little damage
to their persons and homes as possible. When in doubt about a war
or other grave social issue, they often look to the clergy for guidance
(see Religion and War, below).

Members of the lowest social classes don't always feel ambiva-
lence about wars, however. Such people often have deep emotional
ties to their communities, religions, and cultural traditions, and
they can become enthusiastic about ethnic and ideological con-
flicts. They may also feel personal interest in some tetritorial dis-
putes, particularly if they have a reason to dislike the positioning of
an area’s current political borders.

People of the lowest classes feel the most removed from econom-
ic conflicts because they don't think that victory or loss will affect
them very much. That supposition may not be true, but they're like-
ly to think it is. Such people may be inclined to grumble if their

own leaders make the first moves in an economic war.

MIDDLE CLASSES

This tier of society contains the bulk of the professionals, mer-
chants, and skilled craftspeople, in addition to well-to-do farmers,
elders, clergy, and other minor leaders. Middle-class people usually
have a keener interest in any kind of war than the lower classes do.
Such characters may have business or social interests affected by
the war, and they also tend to have more education and better
awareness of the war’s causes and likely outcome than their lower-
class brethren do.

Middle-class people usually show the most enthusiasm for eco-
nomic or territorial wars, and they carefully watch for opportunities
to benefit from such conflicts. They may be the first to call for mod-
eration in ethnic or ideological conflicts, though they too can har-

bor enthusiasm for such causes.

UPPER CLASSES
The nobility, the senior clergy, and the wealthiest professionals and
business people are likely to become directly involved in the war,
since they typically provide the bulk of the civic and military leader-
ship. They also stand to lose more in defeat and to gain more in vic-
tory than any other segment of the society.

Most people in this group show at least lukewarm support for

any war, especially after it starts.

RELIGION AND WAR

Thanks to their roles as religious leaders in their communities,
members of the clergy can have a great impact on how the bulk of
the population thinks and feels about the war. Members of the low-
est classes in a society usually give considerable weight to the opin-

ions of the clergy, largely because clerics have some education and



routinely provide the common folk with needed advice and aid.
They also represent the gods, and the common folk usually want

to please the divine powers.

AREN’T THE GODS ON OUR SIDE?

In a world where gods can grant divine spells and control nature—
or even reality itself—all those involved in a war would like to think
they have the gods on their side. Sometimes the gods do take sides
in wars, but for the most part, they tend to remain aloof from mor-
tal affairs. Even when deities do take an interest in a mortal war,
they might not all support the same side, and some may even
change sides if the mood strikes them, as tales such as the Iliad
make clear.

When a god takes an active interest in a war, the clerics who
serve him probably do know where he stands on the disputed issue.
Gods have many ways to make their opinions known, such as
granting visions to the faithful, sending omens, or even appearing
in the flesh.

A deity who disdains personal involvement in a conflict leaves
his clerics considerably less sure what to tell the faithful. In such
cases, members of the clergy typically consider the god’s dogma in

relation to the dispute. If they decide that the war supports the

deity’s general goals, they come out in favor of it. Clerics may also
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decide to support a war for political reasons, perhaps to do a favor
for a ruler who treats the clergy well, or simply to place themselves
on the winning side. They do not usually put political considera-
tions before their ideals, but exceptions do exist, particularly among

chaotic or evil clergy.

SUPPORTIVE CLERGY

When members of the clergy decide to support a war, most of the
faithful follow their lead. If the majority of civilians in a country
receive encouragement from the clergy, the war becomes popular.
Popularity doesn’t guarantee victory, of course, but it tends to help
the troops fight harder, and it can also help the army recruit new

troops and replacements (see Chapters Three and Six for details).

ANTAGONISTIC CLERGY

As one might expect, support for a war tends to fall off when mem-
bers of the clergy oppose it. Even the clergy, however, cannot damp-
en support for a genuinely popular war, especially an ethnic or ideo-
logical conflict that really has the common folk fired up.
Intervention by the clergy can dispel the people’s fears and per-
suade them to support a war that they might not otherwise care
about, but even clerics have a difficult time putting the brakes on

true war fever among the people.
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NEUTRAL CLERGY

Members of the clergy seldom remain ambivalent about a war, but
in many cases they split over the issue of support, with some sects
supporting the conflict and others opposing it. Such competing
efforts tend to cancel each other out, making the clergy effectively

neutral about the war.

THE ECONOMICS OF WAR

Most fantasy campaigns take place in medieval settings that have
decentralized economies dependent on an agricultural base. Except
in the cities, every community in such a setting is fully self-
supporting, relying only on the goods and services that it produces
itself. Such economies prove remarkably resistant to disruption,
even in a war, unless the conflict despoils vast swaths of the coun-
tryside. But even if enemy troops destroy one season’s crops, most
countries can get along on stored supplies until the next harvest.

Labor shortages arising from the widespread conscription of
troops can deal more serious economic damage to a country. Even
the most productive land won't produce anything of value without
people to work the fields. Likewise, armies foraging for supplies
can diminish an area’s economic productivity, at least for a
short time. See Chapter Six for details.

Most wars however, still have some economic
impact. Shortages of goods and labor result in higher
prices, and such conditions can provide many oppor-

tunities for the ambitious.

SHORTAGES
A medieval community can usually survive on what it produces, but
its people rely on trade for most luxuries and manufactured goods.
Trade usually declines sharply in a war zone, so nearly everything
other than very basic commodities tends to rise in price. Even the
basics can become more expensive, since workers who leave their
jobs to fight lower the area’s overall productivity, and armies in the
field tend to consume any surpluses that exist. Metal items (espe-
cially armor and weapons), mounts, most textiles, alcoholic bever-
ages, spices, ceramics, and glass all tend to rise in price by 259% to
100% or more because of wartime shortages. Prices usually don’t
rise evenly along the whole spectrum of goods, however. For example,
the price of metal items in a community that can produce its own
might rise by 25% because of increased demand, but since no other
factors limit the supply, the price increase remains on the low end
of the range. A similarly modest price increase might apply to alco-
holic beverages, since most communities can produce those on
their own—assuming that a surplus of grain is available. Imported
goods such as spice or silk, however, might increase in price by
100% or more because of the difficulty of transporting trade goods
through a war zone.

Conversely, supplies of some goods may increase during a war,
driving prices down. Such a situation can occur when the govern-
ment imposes artificial constraints, such as a ban on imports or a
special tax. Actions such as these are more common in economic

conflicts than in any other type.

Price increases might
not occur immediately, and in some

cases they need not occur at all. In general,
however, goods that communities cannot pro-
duce themselves or that require a lot of labor tend to

increase in price quickly during a war.

OPPORTUNITIES

Wartime shortages can present many opportunities for enterprising
PCs. Characters who take note of the war’s coming might stock up
on goods that will become scarce later, hoping to sell them for a
tidy profit. Others might simply choose to part with a few surplus
items they have lying around while prices are high. Still other char-
acters might attempt to import or smuggle in goods that the war

has made scarce.

WAR-INDUCED DISASTERS

A war qualifies as a calamity all by itself, but wars often spawn other
misfortunes. In many cases, one war-induced disaster can give rise to
another. For example, a widespread plague might depopulate a country,
and the lack of people to work the fields might then result in famine.

FAMINE
War-induced famines typically affect fairly small areas that have
temporarily lost or exhausted their food supplies. Castles or cities

under siege are good candidates for famine, as are areas where




foraging armies have stripped the land of everything edible. An
area that lost its stockpile of seed during a war in a previous year
might also suffer from famine and food shortages until its farm-
ers can secure new supplies.

When a war depopulates the countryside, nearby cities could suffer
from famine for years to come until resettlement restores their agricul-

tural support base or until their leaders can secure new food supplies.

PLAGUE

More troops may fall to disease than to the enemies’ swords,
thanks to bad food, tainted water, crowded conditions, exhaustion,
and exposure to bad weather. Worse still, a plague can sweep
through a besieged city even more quickly than it can overwhelm a
military camp, thanks to extreme crowding, poor sanitation,
hunger, and general stress. Even a sparsely populated area can
experience disease outbreaks if large numbers of battlefield casual-

ties or animal corpses lie decaying in the open for a long period.

REBELLION

Civilians and troops may become fractious under the pressure of a
war. Rebellions can erupt spontaneously if a war erodes a govern-
ment’s authority, particularly if that government has been oppres-
sive or if substantial segments of the population are sympathetic to
the enemy. Troops may refuse orders or turn on their commanders
when deprived of supplies or pay, or when they lose faith in their
commander’s ability to lead them effectively,

Invading armies often encounter serious difficulties in main-
taining control of areas that they have conquered or overrun. Such
problems can occur for no other reason than that the civilians (and
perhaps soldiers who have left the defeated army and returned

home) decide to make life difficult for the outsiders.

AFTER THE WAR

Wars seldom end abruptly, just as they seldom begin quickly.
Defeated armies may retreat and regroup, so as to carry on the fight
another day. Victorious armies might have to halt their advance to
rest and get new supplies. A change in season might make it all but
impossible to move armies overland, with rain or snow closing
roads and sapping the troops’ energy.

Unless one side achieves a particularly crushing victory, the
diplomats, forced into the background when the war began, come
to the fore again when the pace of the war slows. To them falls the
task of sorting out the terms of one side’s surrender and determin-
ing the actual outcome of the war. Even when one side wins a swift
and decisive military victory, its leaders might choose to negotiate a
settlement with the losers just to save the trouble and expense of
occupying the loser’s territory. Postwar diplomacy neatly always
favors the victors, who might compel the losers to cede territory,
change trade policies, pay tribute, relocate their citizens, or outlaw
religions that the victors find distasteful.

No matter how a war ends, its effects may continue for some
time. The war-induced disasters discussed in the previous section

might make life uncomfortable for both the victor and the van-
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quished for years to come. A defeated people may resent the victors
for generations, thereby planting the seeds of future wars.
Governments that have pushed forward with unpopular wars might
become unpopular themselves—a situation that often leads to civil
unrest and sometimes even civil wars. Disrupted trade may never
recover, particularly if merchants have found new markets for their
goods elsewhere, or if nations recovering from war cannot keep
their trade routes secure.

A war’s legacies need not prove entirely negative, however. A war
can sweep away old injustices or render implacable and dangerous
foes impotent. Perilous areas might become safe for travel, trade, or

settlement. Most importantly, new and more effective leaders may

come to the fore and guide their people to new heights.
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Unit Combat
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ombat between units works much like combat between
individuals. Unit combat, however, requires a slightly
more abstract approach in order to keep battles running

smoothly and quickly.

GENERAL PRINCIPLES

The guidelines presented in this chapter allow quick resolution of
battles involving anywhere from several dozen to a few hundred
troops. Since speed of resolution is paramount, this system glosses
over certain elements of battle that miniature wargames might
handle in some detail.

The unit combat system takes standard d20 character combat
concepts and expands them to unit scale. This approach keeps the
terms, procedures, and die rolls familiar to players who already
know the d20 System, and it allows character-to-character inter-

actions and roleplaying within the scope of a much larger battle.

THE FUNDAMENTALS

A few fundamental assumptions form the basis for the rules

presented here.

1. Aunit has an attack bonus, an Armor Class, a speed, and all other
statistics that an individual creature has. Each of a unit’s statistics
is the average of that statistic over all the creatures in the unit.

2. A unit in combat acts in much the same way as an individual
would. A unit can take almost any action in combat that a charac-
ter can, and resolution of its actions occurs in much the same way.

3. A unit in combat seldom can assess the battle as a whole. Thus,
it remains preoccupied with what’s happening immediately

around it.

WHAT Is A UNIT?

Any collection of creatures moving and fighting together can be con-
sidered a unit. A typical unit (called a homogeneous unit) consists of
at least 10 creatures of the same kind, all with identical armor and
weapons. It's quite possible, however, to form a unit with mixed equip-
ment, mixed spells, or even mixed creatures (called a mixed unit).

A unit works like a character in many ways. A unit is the building
block of a force in the same way that a PC is the building block of an
adventuring party. A single figure on a battle mat represents a unit
in a battle just as it does a character in an adventure, except that a
unit figure represents anywhere from 10 to 50 actual creatures.

A unit on the battlefield can attack other units, or it can attack
individuals. Conversely, both individuals and units can attack a
unit. The term “combatant” refers to any entity fighting on the

battlefield—either a unit or an individual.

UNIT COMBAT SEQUENCE

Like combat between individuals, unit combat is cyclical—that is,
the order in which units act does not change from battle round to
battle round. Generally, unit combat runs as follows.

1. Unless an ambush or other circumstance makes the troops and
commanders on one side of a battle unaware of their enemies,
units begin ready to fight and are not flat-footed, as creatures in
individual combat often are.

2. The commander-in-chief for each division involved in a battle
makes a command check (see page 20) to determine initiative
for the battle.

3. The commander-in-chief for each division directs the units
under her command to act. The commander-in-chief with the
highest initiative check result acts first, followed by the one with
the next highest, and so on. Units on each side make morale
checks as necessary when they or their foes act.

4. When all the commanders-in-chief have acted, Steps 2 and 3

repeat until the battle ends.

UNIT COMBAT STATISTICS

Several fundamental statistics determine how well a unit performs
in combat. This section summarizes these statistics, and the follow-
ing sections detail how to use them. You can keep track of each

unit’s statistics using copies of the unit record sheet on page 133.

UNIT ATTACK BONUS
A unit’s melee attack bonus is:
Average base attack bonus + average Strength modifier + size
modifier + weapon damage modifier + miscellaneous modifiers.
A unit’s ranged attack bonus is:
Average base attack bonus + average Dexterity modifier + size
modifier + range modifier + weapon damage modifier + miscel-

laneous modifiers.

AVERAGE BASE ATTACK BONUS
A unit’s base attack bonus equals the average base attack bonus of
all the creatures in it. For a homogeneous unit, this value equals the
base attack bonus of a single member. To determine the average
base attack bonus for a mixed unit, first find the base attack bonus
for each creature in it. Then multiply each of these values by the
number of creatures to which it applies, add up the results, divide
by the total number of creatures in the unit, and round down.

A base attack bonus of 6 or higher allows a unit to attack more
than once when it uses a standard unit attack, just as it allows an

{cont'd on page 16)
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The following sections outline the basics of
unit combat for the convenience of players
and DMs during play. But this sidebar is only
an outline—full descriptions of the concepts
in this section follow.

Except where noted, unit combat follows the
rules given for combat between individuals in
Chapter Eight of the Player’s Handbook.

Battle Rounds

Unit combat takes place in one-minute battle
rounds rather than the six-second rounds
used for combat between individuals. This
slower pace represents the lengthy grind of
battle and the difficulty of coordinating large
groups in a combat situation.

Initiative

During the first battle round of a fight, the
commander-in-chief of each division involved
makes a command check (see Giving Orders,
page 35) that serves as an initiative check.
Each round that the fight continues, divisions
act in initiative order.

Attacks

A unit can move and attack once (one full
attack) per battle round. A unit that does not
move can make a double attack (two full
attacks) each battle round.

Attack Roll

A unit attacks as a group, making one attack
roll for all the creatures in it and using their
average attack bonus. This roll represents
how effectively the creatures in that unit
fought. The higher the unit’s attack roll, the
more hits it scores (see Table 3-3). Because
the creatures in a unit attack more or less in
unison over the course of a one-minute battle
round, the unit can hit an opponent more
than once with each attack.

Damage

Each hit from a unit deals one damage factor
(5 hit points) to an enemy unit, or standard
damage for the weapon and wielder to an
enemy individual.

Armor Class

A unit’s Armor Class is the average of the
Armor Class values of the creatures in it.

Hit Points (Damage Factors)

A unit’s ability to withstand damage is rough-
ly equal to the total hit points of all the crea-
tures in it. Divide the hit points of each crea-
ture by 5 and round down to find the number
of damage factors the unit has. The sum of all
the individual creatures’ damage factors
equals the damage factors of the whole unit.
Successful attacks against a unit reduce its
damage factors. The unit’s total decreases

as creatures in it die or drop out because

of injuries.

Attack Options

An attacking unit has the following basic
options available.

Attack: A unit can move and make a full
attack (melee or ranged), or make a full
attack and move. A unit that does not move
can make two full attacks (see Double Attack,
below). In unit combat, a unit always makes a
single attack at its highest melee attack
bonus for an attack of opportunity or the first
attack of a charge, and a full attack in most
other cases (see Chapter Eight in the Player’s
Handbook).

Charge: A charging unit attacks twice—once
with a single melee attack as part of the move,
and once with a full attack after the move.
When making the charge, the unit moves up to
its speed in a straight line or gentle curve,
then makes a single melee attack with a +2
charge bonus on the attack roll. The unit also
takes a —2 penalty to its Armor Class until its
next turn. It then makes a full attack (just like a
standard unit attack) immediately after charg-
ing, but without the charge bonus.

Double Attack: A unit that does not move
(except to adjust its position) can make two
full attacks.

Double Move Charge: A unit can move up to
double its speed in a charge and make a
single melee attack.

Spells

A unit can move and cast a spell that would
normally have a casting time of one standard
action in individual combat. A unit that does
not move (except to adjust its position) can
cast a spell with a casting time of up to one
minute. To cast a spell with a longer casting
time, a unit must remain stationary (except
for adjusting its position) for the entire time
required to complete the casting.

Saving Throws

Each of a unit’s saving throw bonuses equals
the average of that saving throw bonus for all
the creatures in it.

Movement

Each unit has a speed measured in feet. It can
move that distance as well as attack or cast a
spell with a casting time of one standard
action. The unit can move before or after
attacking or casting.

A unit can also move twice in a battle round
(that is, move twice its speed), provided that
it does not attack or cast a spell. It can also
run, but only if ordered to do so.

Unless it is under orders to the contrary, a
unit must move toward the closest enemy
it can see.

A unit in melee contact with an enemy unit
(that is, within 50 feet of it) cannot move
away unless ordered to do so. If so ordered,
it breaks melee contact, usually provoking an
attack of opportunity from the enemy unit.

Death, Dying, and Healing

Each time a unit takes damage from a melee
or ranged attack, it suffers casualties, losing
one damage factor (5 hit points) worth of
creatures for each successful hit against it.
When a unit consists only of creatures with
more than 5 hit points each, every hit the unit
takes wounds a creature. Wounded creatures
in a unit take damage from melee or ranged
attacks before nonwounded creatures do, but
a unit loses a creature only when it runs out
of hit points. Some kinds of terrain and spells
that affect areas may wound several creatures
in a unit without killing any of them.

Wounded creatures in a unit can receive mag-
ical healing, which reduces the damage they
have suffered.

Unless otherwise noted, consider any crea-
tures that are eliminated from units as dying
(between —1 and -9 hit points, inclusive). Use
of the Heal skill during a battle cannot return
such a creature to the unit, though the quick
application of a healing spell may allow
recovery (see Injury and Death, page 44,).

A unit continues functioning at its full capaci-
ty until it has no more creatures in it. Do not

remove a unit from the battlefield until it has
lost its last creature.

Grids and Miniatures

Unit combat takes place on a square grid with
one square equal to 50 feet. Simply place
markers or figures on the grid to indicate the
positions of units.

Orders

In the noise and confusion of battle, units do
not always do exactly the right thing. When
left to its own devices, a unit attempts to
attack whichever enemy happens to be clos-
est to it. A skilled commander, however, can
order a unit to attempt more intricate maneu-
vers than it could manage on its own.

Morale

Morale is a measure of how well the unit
stands up to adversity. A unit checks morale
whenever it takes damage, and in certain
other circumstances as well.

Base Line and Rendezvous Point

Each force involved in a battle treats one
edge of the battlefield as its base line—
usually the edge from which it entered the
battle. A unit that fails a morale check often
retreats toward its base line.

The troops in any unit have orders to go to a
prearranged place on the battlefield when
they don’t know what else to do. Troops that
find themselves without orders and without
nearby enemies to attack can move toward
this rendezvous point.
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individual to attack more than once when using the full attack

action (see Chapter One of the Player’s Handbook).

Examples: The following examples demonstrate how to calculate

a unit’s base attack bonus.

1. Aunit of 10 ogres has a unit base attack bonus of +3. Each ogre
has a base attack bonus of +3. Since this value is the same for all
creatures in the unit, the average equals +3.

2. A unit of five ogres and five bugbears has a unit base attack
bonus of +2. Each ogre has a base attack bonus of +3, and each
bugbear has a base attack bonus of +2. Multiplying +3 by 5 (the
number of ogres) gives a result of 15, and multiplying +2 by 5
(the number of bugbears) gives a result of 10. Dividing the
total of those values (15+10=25) by 10 (the number of crea-

tures) gives a final result of +2 (25 + 10=2.5, rounded down).

AVERAGE STRENGTH MODIFIER

Use the general procedure described above to determine this value.
Examples: The following examples demonstrate how to calculate

a unit’s average Strength modifier. Use the same method to calcu-

late its average modifier for any other ability score, substituting the

appropriate value for the Strength modifier.

1. Aunit of 10 ogres has an average Strength modifier of +5. Each
ogre has a Strength score of 21, which provides a +5 Strength
bonus. Since this value is the same for all creatures in the unit,
the average equals +5.

2. Aunit of 5 ogres and 5 bugbears has an average Strength modi-
fier of +3. Each ogre has a Strength modifier of +5, and each
bugbear has a Strength modifier of +2. Multiplying +5 by 5 (the
number of ogres) gives a result of 25, and multiplying +2 by 5
(the number of bugbears) gives a result of 10. Dividing the
total of those values (25+10=35) by 10 (the number of crea-

tures) gives a final result of +3 (35 = 10=3.5, rounded down).

SIZE MODIFIER
This modifier works exactly like the size modifier for individuals. In
a mixed unit, use the size modifier of the majority of creatures. If

there is no majority, use the size modifier for the largest creature.

RANGE MODIFIER

This modifier works exactly like the range modifier for individuals.

WEAPON DAMAGE MODIFIER
A unit of thugs armed with knives should expect worse results in
battle than a unit of warriors armed with greatswords. A unit
receives a bonus on its attack rolls based on the average damage of
its creatures’ weapons. This modifier incorporates other modifiers
that also apply separately to unit attack rolls, such as the average
Strength modifier and weapon enhancement modifier. In effect,
such modifiers count twice, though the weapon damage modifier
does not count them at full value.

To calculate the weapon damage modifier, first refer to Table 31,

which shows the average result for each kind of damage die.

TABLE 3—1: AVERAGE WEAPON DAMAGE

Base Damage Die Size Average Damage

1 1

1d2 15
1d3 2

1d4 2.5

1d6 3.5

1d8 4.5

1dio 5.5

1d12 6.5

If a weapon deals more than one die of damage, multiply the
value from the table by the number of damage dice that weapon
deals. Add to this result the wielder’s damage modifier (one and a
half times Strength bonus for a two-handed weapon, equal to
Strength bonus for a one-handed weapon, one-half times Strength
bonus for an off-hand weapon, or equal to Strength penalty for any
weapon), plus any enhancement bonuses for magic weapons and
weapons made from special materials. Then find the result on Table

3—2 to determine the weapon damage modifier.

TABLE 3—2: WEAPON DAMAGE MODIFIERS

Average Damage* Modifier
1 or below -3
2 -2
3 -1
4-5 +o

Greater than 5 1/5 average damage™*

* If a number falls between two entries on the table, use the lower value. For example, if the
average damage is 3.5, the modifier is —1. If the average damage is 5.5, the modifier is +0.

*“* Round down. For example, if the average damage is 11.5, the modifier is +2 (115+5=23,
rounded down).

For a unit armed with mixed weapons, calculate the weapon
damage modifier as though all creatures in the unit were using the
weapon that the majority of them wield. If there is no majority
weapon, use the one that deals the highest average damage.

Examples: The following examples demonstrate how to calculate
a unit’s weapon damage modifier.

1. Aunit of 10 ogres using greatclubs (base damage 2d6) has a
weapon damage modifier of +2. According to Table 31, the aver-
age damage for 1d6 is 3.5. Multiplying this value by 2 gives the
average base damage for 2d6 as 7.

An ogre has a +7 bonus on damage rolls for Strength when
using this weapon (+5 Strength bonus times 1.5 for a two-handed
weapon). No enhancement bonuses or other modifiers apply.
The average damage for this weapon is 7 + 7 = 14 points. Table
3—2 gives the weapon damage modifier as 1/5 of the average
damage, or +2 (14 + 5 = 2.8, rounded down).

2. Aunit of 10 ogres using javelins (base damage 1d8) has a
weapon damage modifier of +1. According to Table 3-1, the

average damage for 1d8 is 4.5 points.
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\‘ An ogre has a +5 bonus on damage rolls for
k- | f Strength when using this weapon (one times
Strength bonus for a thrown ranged weapon).
No enhancement or other bonuses apply.
The average damage for this weapon is 4.5+ 5=9.5
L points. Table 3—2 gives the average as 1/5 of the average

- o damage, or +1 (9.5 * 5 = 1.9, rounded down to 1).

- P y MISCELLANEOUS MODIFIERS

| —
| : This value includes all the assorted combat modifiers that
can apply to attack rolls in a d20 game, such as weapon
enhancements, racial combat bonuses, and the like. In a mixed
unit, add the miscellaneous modifier that the majority of its
creatures have. If the majority of creatures do not share a single
miscellaneous modifier, use the highest one.
MULTIPLE UNIT ATTACK BONUSES
L Depending on its weaponry, a unit may have various attack bonuses.
Example: The following example demonstrates how to calculate unit
v X attack bonuses for multiple weapon types.
e - g A unit of 10 ogres armed with

;/ greatclubs and javelins has a unit Changestoa U.mts Att:tclk
LY 72 attack bonus of +10 when striking with Bonus During a Battle
% ( T telubs ( b ctack b Using spells that enhance combat capabilities
\\’“\ I { greatclubs (43 average base attack bonus, during a battle may change a unit’s attack
- \ - ? ./ +5 average Strength bonus, —1 size penalty, bonus. Whenever a unit receives an effect that
- 3 ¥/ +2 weapon damase modifier improves the recipient’s attack rolls, its attack
o / J P & ! bonus improves by the amount of that addition-
\ (o q +1 miscellaneous modifier [Weapon Focus feat]). al bonus. Any effect that increases the recipi-
( & P ! . . ent’s damage rolls applies to the average
Y //{ The same unit has a unit attack bonus of +2 weapon damage, and it may or may not
N/ . e 1 s when throwing javelins (+3 average base attack increase the unit’s weapon damage modifier.
/ 4 N Lo ! b o Dexteri v —1 si 1 The unit record sheet on page 133 includes
2 7o onus, —1 average Dexterity penalty, —1 size penalty, spaces for the unit’s average weapon damage,
) il ; ; +1 weapon damage modifier). which can prove useful for quickly
LA - r T recalculating unit attack bonuses.
- UNIT DAMAGE In some cases, an effect can improve both a
unit’s attack bonus and its weapon damage

To determine how much damage a unit deals, compare its modifier, thus potentially raising the unit attack

bonus by more than the amount of the addi-
tional bonus. For example, a unit of ogres fight-
with the defender’s Armor Class on Table 3—3: Unit ing with greatclubs has a unit attack bonus of

& 35 attack roll result (1d20 plus the unit attack bonus)

e

i Versus Unit Combat. This table shows the number +10 (+3 average base atta ck bonus, +5 average

1 = Strength bonus, -1 size penalty, +2 weapon

: il Z of hits a unit deals in combat. Each hit removes damage modifier, +1 miscellaneous modifier
\ - £ . . [Weapon Focus feat)). If this unit receives an
\\“‘ A one damage factor from the defending unit. effect that gives it a +2 morale bonus on both

When a unit attacks a single creature, the number attack rolls and weapon damage, its unit attack
bonus rises to +13 (+3 average base attack
o~ \\\\\\ bonus, +5 average Strength bonus, -1 size

@ ™ Y instead of Table 3—3, and see Individuals on the penalty, +3 weapon damage bonus
[7 +7+2 =16+ 5 = 3.2, rounded down),

Battlefield (page 56). +3 miscellaneous modifier [Weapon
!j' Y Focus feat], +2 morale bonus).

i 'l caa UNIT ARMOR CLASS

| . A unit’s Armor Class equals the average Armor Class of

‘
b

of hits usually decreases somewhat. Use Table 3—4

7741 all the creatures in it. Calculate this average in the same

LS v | manner as the average base attack bonus (see above).

Examples: The following examples demonstrate how to calculate unit Armor Class.
! / / il 1. Aunit of 10 ogres has a unit Armor Class of 16. Each ogre has an Armor Class of 16. Since
) this value is the same for all creatures in the unit, the average equals 16.

= - ey 2. Aunit of five ogres and five ogre mages has a unit Armor Class of 17. Each ogre has an

Armor Class of 16, and each ogre mage has an Armor Class of 18. Multiplying 16 by 5 (the

number of ogres) gives a result of 80, and multiplying 18 by 5 (the number of ogre mages)
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gives a result of 9o. Dividing the total of those values (80 + 90
=170) by 10 (the number of creatures) gives a final result of 17

(170 + 10 =17).

UNIT HIT POINTS

A unit has no hit points of its own, but its ability to withstand

damage is roughly equal to the total hit points of all the creatures

in the unit. Successful attacks against a unit deal damage factors,
which damage the creatures in it. Damage factors apply to individ-
ual creatures within the unit according to the guidelines below,
eventually causing them to die or drop out due to injury, just as the
loss of hit points would.

Divide each creature’s hit points by 5 and round down to deter-
mine how many damage factors it can withstand. A creature always
has at least 1 damage factor. In a unit composed of creatures that
have more than one damage factor apiece, all damage factors from a
given attack apply to a single creature until it dies. Any excess dam-
age factors then apply to the next creature until it dies, and so
forth. Area spells and some terrain effects constitute exceptions to
this rule (see pages 62 and 75). If an attack does not deal enough
damage factors to slay a creature, it simply remains wounded.
Damage from subsequent attacks affects wounded creatures first.

In a mixed unit, allocate hits evenly among all the kinds of crea-
tures in the unit. Distribute hits to wounded creatures first, spread-
ing them out among different creature kinds as evenly as possible,
with those that have the lowest Hit Dice absorbing any odd hits.
Then allocate hits to nonwounded creatures, starting with the ones
that have the lowest Hit Dice.

To ease bookkeeping during a battle, prepare a sheet for each
unit, showing all the creatures in it along with their damage factors.
Create one row of blanks or boxes to represent the damage factors
for each creature, and arrange all the creatures in the unit into a
single column. Checking off one complete row of blanks or boxes
eliminates that creature from the unit. Checking off all the blanks
or boxes eliminates the entire unit. (You can fill in your blank unit
record sheet according to the example on page 132.)

Examples: The following examples demonstrate how to calculate
damage factors.

1. In aunit of 10 ogres (each with 26 hit points), each ogre has 5
damage factors. Each ogre has 26 hit points. Dividing 26 by 5
gives a result of 5 damage factors per ogre (26 + 5 = 5.2, round-
ed down). To record this unit’s damage factors, make 10 rows of
five boxes each, one row per ogre in the unit (see the example on
page 132).

2. In a unit of five ogres (each with 26 hit points) and five ogre
mages (each with 37 hit points), each ogre has 5 damage factors,
as noted above, and each ogre mage has 7 damage factors. Each
ogre mage has 37 hit points. Dividing by 5 gives a result of 7
damage factors per ogre mage (37 *+ 5 = 7.4, rounded down). To
record this unit’s damage factors, make alternating rows of
seven boxes (representing the ogre mages) and five boxes (rep-

resenting the ogres), starting with a row of five boxes.

UNIT SPEED
A creature’s speed in unit combat is 10 times its normal speed rating
(in keeping with the one-minute battle round used for unit combat),
rounded down to the nearest multiple of 50 feet (in keeping with
the unit ground scale). Regardless of the creature’s normal speed rat-
ing, it always has a speed of at least 50 feet in unit combat.

A unit’s speed is the same as that of the slowest creature in it. A
unit can run, but only when ordered to do so (see Acting With

Orders, page 37).

UNIT SPACE AND REACH

A unit’s space depends on the size of the creatures in it. Multiply
the space entry for the creatures in the unit by the number of crea-
tures to determine its space. For example, a unit of 10 humans has
a space of 50 feet (5 feet times 10). For a mixed unit, use the space
rating of the majority of creatures to determine the unit’s space. If
the majority of creatures do not share a space rating, use the largest
space. Table 3-13 shows spaces for units.

A unit’s reach is the same as the reach of the creatures in it. For a
mixed unit, use the reach of the majority of creatures as the unit’s
reach. If there is no single reach shared by the majority of creatures,
use the largest reach.

Because the unit combat system uses a much larger ground scale
than individual combat does, reach has much less impact on unit
battles than it does on individual combat (see Unit Attacks of
Opportunity, page 20, and the Guard order, page 40). Basically, a
unit can make a melee attack against a combatant in an adjacent

square (and only an adjacent square), no matter what its reach is.

SPECIAL ATTACKS
Units have whatever special attacks the creatures in them have. See

Chapter Four for rules governing special attacks in unit combat.

SPECIAL QUALITIES
Units have whatever special qualities the creatures in them have. See

Chapter Four for rules governing special attacks in unit combat.

UNIT SAVING THROWS

Each of a unit’s save bonuses equals the average of that save bonus

for all the creatures in it. When a unit suffers an attack that allows

a saving throw, it makes one saving throw for all the creatures affect-

ed by the attack, and all the creatures succeed or fail the saving throw

together. A unit automatically succeeds at a saving throw if its die roll

is a natural 20, and it automatically fails if its die roll is a natural 1.
Examples: The following examples demonstrate how to calculate

unit save bonuses.

1. Aunitof 10 ogres has average save bonuses of Fortitude +6, Reflex
+0, and Will +1. Since these values are the same for all creatures in
the unit, the averages equal the save bonuses for a single ogre.

2. Aunit of five ogres and five bugbears has average save bonuses of
Fortitude +4, Reflex +2, and Will +1. Each ogre has save bonuses
of Fortitude +6, Reflex +0, and Will +1, as noted above. Each

bugbear has save bonuses of Fortitude +2, Reflex +4, and Will +1.



For the unit’s Fortitude save, multiplying +6 by 5 (number of
ogres) gives a result of 30, and multiplying +2 by 5 (number of
bugbears) gives a result of 10. Dividing the total of those values
(30+10=40) by 10 (number of creatures) gives a final result of +4.

For the unit’s Reflex save, multiplying +o by 5 (number of
ogres) gives a result of 0, and multiplying +4 by 5 (number of
bugbears) gives a result of 20. Dividing the total of those values
(0+20=20) by 10 (number of creatures) gives a final result of +2.

For the unit’s Will save, multiplying +1 by 5 (the number of
ogres) gives a result of 5, and the result is the same for the bug-
bears. Dividing the total of those values (5+5=10) by 10 (the

number of creatures) gives a final result of +1.

ABILITIES

Each of a unit’s ability scores equals the average of that ability score
for all the creatures in it. For a homogeneous unit, these values are
the same as those for a single member. Calculate the averages for a
mixed unit in the same manner as save bonuses, above.

When a unit must make an ability check, the unit as a whole
makes a single check, and the result applies to the whole unit. A +2
circumstance bonus applies to any ability check a unit makes. This
bonus reflects the fact that the entire unit works together, and its

members render assistance to comrades who need help.

SKILLS
Each of a unit’s skill modifiers equals the average of that skill
modifier for all the creatures in it. For a homogeneous unit, these
values are the same as those for a single member. Calculate the
averages for a mixed unit in the same manner as save bonuses,
above. If a skill requires training, a unit cannot use it unless the
majority of the creatures in the unit have ranks in that skill. Count
only the creatures with ranks in that skill toward the average.
When a unit must make a skill check, the unit as a whole makes
a single check, and the result applies to the whole unit. A +2 cir-
cumstance bonus applies to any skill check a unit makes. This
bonus reflects the fact that the entire unit works together, and its

members render assistance to comrades who need help.

FEATS

A unit can use a feat only when its commander shares a feat with it
(see the Share Feat order, page 42) or when the majority of the
creatures in the unit have that feat. See Chapter Five for rules gov-

erning feats in unit combat.

UNIT MORALE BONUS
A unit’s morale bonus is:

Hit Dice + average Wisdom modifier.

HiT DICE

For a homogeneous unit, use the Hit Dice of an individual creature
in the unit. In a mixed unit, use the Hit Dice of the majority of
creatures in the unit. If there is no majority Hit Dice value, use the

highest Hit Dice of any creature in the unit.
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Calculate a unit’s average Wisdom modifier in the same manner as

the unit's average Strength modifier (see page 16).
Examples: The following examples demonstrate how to calculate
unit morale bonus.
1. Aunit of 10 ogres has a unit morale bonus of +4. Each ogre has
4 Hit Dice and a Wisdom modifier of +o (for an average

Wisdom modifier of +0). Adding the Hit Dice (4) to the average

Checks in a Unit Ba(le_?

During a battle round, any combatant can use a
standard action to make any check that normal-
ly requires one standard action in individual
combat, plus any number of checks that nor-
mally would be free actions. A combatant can
make a check that requires up to one minute as
a double action. Longer tasks require additional
double actions—one for each minute required.
Taking 10 on a check takes no extra time in a
unit battle. Taking 20 on a check requires

at least a double action.

Wisdom modifier
(+0) gives a result of
+4 (4+0).

2. Aunit of five ogres
and five ogre mages
has a morale bonus
of +6. Each ogre has
4 Hit Dice, and each
ogre mage has 5 Hit
Dice. Since there is
no majority, use the
larger Hit Dice value
(s

Each ogre has a
Wisdom modifier of
+0, and each ogre
mage has a Wisdom
modifier of +2. Multiplying +0 by 5 (the number of ogres) gives
aresult of +0, and multiplying +2 by 5 (the number of ogre
mages) gives a result of 10. Dividing the total of those values
(0+10=10) by 10 (the number of creatures) gives a final result of
+1. Adding the Hit Dice (5) to the average Wisdom modifier (+1)

gives a unit morale bonus of +6.

BASE LINE AND
RENDEZVOUS POINT

Each division (a group of allied units) treats one edge of the battle-
field (usually the edge from which it enters the battlefield) as its
base line. Before the battle commences, the commander-in-chief
deploys the units in the division within a move or a double move of
their division’s base line. Allied divisions usually have the same base
line, but not always. During a battle, commanders may order their
units to retreat toward their base line, or the units may flee in that
direction if their morale fails.

Each division involved in a battle also has a rendezvous point, a
prearranged place on the battlefield where its troops have orders to
go when they don't know what else to do. Troops that find them-
selves without orders and without nearby enemies to attack can
move toward their rendezvous point.

A division’s rendezvous point is typically either the center of the
battlefield or the center of an enemy’s base line. Other rendezvous

points also are possible, at the DM’s option.
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INITIATIVE

In a unit battle, each division checks initiative once at the begin-
ning of the battle. Thereafter, all divisions involved in the battle act

in initiative order each battle round.

INITIATIVE CHECKS

At the start of the battle, each commander-in-chief makes a com-
mand check (see Giving Orders, page 35) that functions as the ini-
tiative check for his division. The commanders-in-chief then act in

initiative order each battle round, counting down from the highest

Activation Versus Orders

Activating units is something a player does.
Activation serves as a way for the player to
decide the order in which her units act each
battle round, as well as what those units
will do.

Issuing orders is something that commanders
on the battlefield do. Commanders usually are
NPCs, but some might be player characters.
Issuing an order represe