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Overview

As a long-term player of AD&D, I’ve always been frustrated by the limited class options provided by the standard class based system the game provides. At the same time I like the idea of keeping the core of the system rules because they provide a common and familiar basis for play. This set of house rules attempts to provide a flexible method for developing characters with non-standard mixes of abilities while maintaining the core concepts of the AD&D system. It also incorporates a number of other house rules that have proven useful over the years. This set of rules is designed to work with the basic rules of AD&D 2nd Edition.

Character Creation and Advancement

Creating Characters

In this system, characters are generated using the usual basic attributes of strength, wisdom, intelligence, dexterity, constitution, and charisma. All characters begin life with a single eight-sided die for hits, and a base THAC0 of 22. Once basic attributes are rolled, each beginning character receives 150 ability points (AP).

Ability Points

Ability points represent the knowledge the character has gained over the course of their life, and can be spent to gain hit dice or to gain or improve weapons skills, magical or clerical abilities, or mundane skills. 

Character Advancement

Though there are no classes in this system, there are levels of advancement. All characters advance using the following table:

Level
Experience Required

1st
0

2nd
2000

3rd
4000

4th
8000

5th
16,000

6th
32,000

7th
64,000

8th
125,000

9th
250,000

10th
500,000

11th+
+250,000 per level

Each time a player gains a level, they gain 100 ability points to spend as they desire. No more than one-third of the points gained can be spent on any one item (though a player can always buy up any item once). The GM should rule on whether points must be spent immediately or not. It is recommended that only a few points (leftovers) be allowed to carry over.

Spending Points

Points can be spent on any of the following items:

· Hit Dice - A character can gain an additional eight-sided hit die at the cost of 20 AP.

· Weapon Proficiencies - A character buying a weapon proficiency gains a THAC0 of 20 with the weapon they choose. Each weapon proficiency costs 5 AP.

· THAC0 Improvement - Once a character has weapons proficiency, they can improve their THAC0 with the weapon by one. Furthermore, when a character spends sufficient points to reduce their unmodified THAC0 for any melee weapon to 14, they gain 3/2 attacks per round with that weapon. Further reducing their unmodified THAC0 to 8 gives them 2/1 attacks per round. Each THAC0 improvement costs 8 AP. The minimum THAC0 one can purchase is 0.

· Mana points - Mana represents the amount of magical power a character has available. Each point of mana allows the casting of one spell level of a spell. For example casting a 1st level spell would take one mana, but casting a 5th level spell takes five mana. A character can gain one point of mana at the cost of 10 AP.

· Mana levels - The number of mana levels a character has determines the maximum level magic-user spell they can cast. A character with seven mana levels could cast up to 7th level magic-user spells, assuming they had the required mana. Each mana level costs 60 AP.

· Faith points - Faith is the mana equivalent for clerical spells. Each faith point allows the casting of one spell level of a spell. Note that gaining faith points should be limited by the GM as appropriate to the character’s faith and actions relative to their professed beliefs. A character gains one faith point at the cost of 4 AP.

· Faith levels - These are the clerical equivalent of mana levels, with each faith level costing 25 AP. Again, the GM should rule appropriately on faith levels vs. character actions.

· New skills - Each new skill a character buys has an AP cost determined by the skill. See the Skills section below for details.

· Improving skills - Each skill a character improves has an AP cost determined by the skill. See the Skills section below for details.

This table summarizes the costs of various areas of AP expenditure:

Item
Cost
Modified by

Hit Dice
20
None

Weapon Proficiency
5
None

THAC0
8
Dexterity

Mana Points
10
Intelligence

Mana Levels
60
Intelligence

Faith Points
4
Wisdom

Faith Levels
25
Wisdom

Learning Skills
By skill
None

Improving Skills
By skill
None

Spending Limits

As stated previously, characters can spend up to one-third of their points in any one area (or buy one of any item if the item cost exceeds the one-third limit). Characters buying Mana or Faith levels or THAC0 improvements cannot exceed the following limits when purchasing these items:

Character level
Maximum Faith/Mana level
Base THAC0 limit

1
1
18

2
1
16

3
2
14

4
3
12

5
3
10

6
4
8

7
5
6

8
5
4

9
6
2

10
7
0

11
7
0

12
8
0

13
9
0

14
9
0

GM Control

The GM should review all points spent by characters and approve them. This system can be abused, and it is up to the players and the GM to insure the characters created fit the campaign feel. The GM's word is law. The following summarizes my own restrictions on purchases:

· Purchasing a faith level requires purchase or improvement of two related skills.

· The initial purchase of faith levels requires purchase of an additional related skill.

· Purchasing a mana level requires purchase or improvement of two related skills.

· Every 2 THAC0 improvements require purchase of an arms related skill.

For example each time a priest of the sea god Seshai purchases a faith level, they must also purchase/improve their skill religion (Seshai), and one of seamanship, navigation, fishing, or lore (aquatic). Additionally when they first entered the church (gained their first faith level), they must also purchase an additional related skill -- in this case musical instrument (drum). Drums are used in all Seshai ceremonies.

If the same priest used a spear as a weapon, and at fifth or sixth level improved his THAC0 to 18, he would have to purchase some combat related skill (having improved from 20 to 19 to 18, 2 THAC0 improvements total).

Attribute Modifiers

Attributes (strength, wisdom, etc.) can increase or decrease the AP costs listed above. This section outlines the modifications.

Strength - Strength does not modify any AP costs, but the usual strength bonuses apply.

Dexterity - Dexterity modifies the cost of THAC0 according to the following table:

Dexterity
THAC0 Cost

3
+2

4-5
+1

6-15
0

16-17
-1

18-19
-2

Constitution - This attribute does not modify any AP costs, but the usual constitution bonuses apply. All characters use the fighter’s constitution hit point adjustment.

Intelligence - This attribute modifies the cost of Mana points and levels according to the following table:

Intelligence
Mana Point Cost
Mana Level Cost

3
+5
+15

4-5
+3
+10

6-7
+1
+4

8-12
0
0

13-15
-1
-2

16-17
-2
-5

18 
-3
-10

Wisdom - This attribute modifies the cost of Faith points and levels according to the following chart.

Wisdom
Faith Point Cost
Faith Level Cost

3
+2
+4

4-5
+1
+2

6-7
+1
+1

8-12
0
0

13-15
0
-1

16-18 
0
-2

Charisma - This attribute does not modify any AP costs, but the usual charisma bonuses apply. 

Skills

Skills represent specialized areas of knowledge that can be learned by characters. The skills include thieving abilities, special combat abilities, and other special abilities not listed above. 

Each skill has a base attribute, a learn cost, and an improvement cost. There are two general types of skills, Percentage Skills and Level Skills.

Percentage Skills

When a character first learns a skill, they pay the learn cost and gain a percentage score in the skill equal to the character’s appropriate base attribute times two. This percentage is the chance of successfully carrying out a challenging action that uses the skill.

When a character improves a skill, they pay the improvement cost, and increase their skill ability by either 5% or by a percentage equal to the roll of 2d4 (player’s choice). Once skill ability reaches the base attribute times five, the cost of further improvement triples. No skill may be improved beyond 95%.

Example
Swimming is a strength based skill, and has a learn cost of 7 AP and an improve cost of 3 AP. A character with strength of 16 decides to learn the skill, spending 7 AP. Their base swimming ability will be 32% (16 times two).

Later the same character decides to improve their swimming skill. They spend 3 additional AP, and elect to roll 2d4 to determine their improvement. The result (six) is added to their existing swimming skill for a total of 38%.

Much later, the same character decides to improve their swimming skill once again. Their current skill is 83%, greater than five times the base attribute of 16, so they must pay 9 points to improve the skill. Again they elect to roll the dice, and the result (three) is added to their current skill, for a total of 86%

Level Skills

Each level skill purchased improves the character’s abilities in one or more ways. Level skills usually grant specific rather than general abilities. Combat Mastery is a level skill. Each level of Combat Mastery costs 20 points. Each level grants the character specific improvements.

Starting Skills

Each character should receive a set of free starting skills based on their race and character background. These skills should be calculated from base ability (2 times the appropriate attribute) plus a bonus, or a straight percentage value. For example from my own campaign world:

All Races

95% in speak native language

Base + 20% in native racial lore

Base + 50% in survival for their native environment

Elves

Base + 30% in spot hidden

Base + 15% in move silently

Base + 15% in hide in shadows

Base + 10% in detect noise

Weapons proficiency with longbow

Weapons proficiency with long sword

Gnomes

Base + 50% in read write their native language

Base + 30% in speak other language

Base + 10% in find/remove traps

Base + 10% in open locks

Dwarves

Base + 30% in endurance

Base + 30% in appraising

Base + 20% in fire-building

Base + 30% in mining, engineering, stone masonry or gem-cutting

Weapons proficiency with battle-axe

Manar

Base + 30% in lore, animal

Base + 15% in move silently

Base + 15% in hide in shadows

Base + 20% in running

Weapons proficiency with spear

Mondar

Base + 20% in seamanship

Base + 30% in some craft skill

Base + 20% in speak Vichese

Base + 10% in read/write Vichese

Base + 20% in read/write Mondais

Sobar

Base + 20% in endurance

Base + 20% in tracking

Base + 20% in hunting or set snares

Base + 30% in speak Vichese

Weapons proficiency with longbow or spear

Vichar

Base + 30% in some craft skill

Base + 30% in read/write Vichese

Base + 10% in speak other language

Base + 20% in etiquette

Using Skills

To use a skill, the player states their desire, and rolls vs. their skill ability using a d100. A result less than or equal to their skill rating is a success, provided there are no external modifiers. A roll of 95% or greater is always a failure, with 100% being a critical failure at the GM’s option. A roll of 5% or less is always a success, with a roll of 1% being a critical success at the GM’s option.

The Skills

The table in Appendix I below lists the available skills and their base attribute. The following paragraphs describe of some of the skills listed. Those skilled not described correspond to those found in the 2nd edition AD&D Player’s Handbook.

Artistic Ability

Purchases of this skill are applied to a specific skill the character already knows, allowing them to create objects with intrinsic artistic value. The GM may require a seperate purchase of artistic skill for each craft skill chosen depending on the similarities between the skills. For example a character skilled in Weaving and Jewelry Making would apply their Artistic Ability, Weaving when making rugs, and their Artistic Ability, Jewelry when making rings.

Channeling

Only faith or mana magic users use this skill. When creating magical items, the creator must imbue the item with magical energy. This skill is used to determine how well a magic using character can project magical energies into a suitable container. Channeling is based on Intelligence for mana using characters, Wisdom for faith casters.

Combat Mastery

Characters that pursue this skill gain exceptional abilities with a single chosen weapon. Only one specific weapon can be chosen for combat mastery and only the best weapon skill in a character's skill set can be used. Thus a character with combat mastery in long sword cannot use their mastery skill with a broadsword, even if the GM allows a related weapons THAC0 adjustment. Each level of combat mastery requires buying one improvement in a combat skill (not THAC0). Each level of combat mastery grants the character actions and trick points according to the following table:

Level
Base THAC0 Required
Actions per Round
Trick Points

1
18
1 / 2
3

2
17
1 / 2
4

3
16
1
4

4
15
1
5

5
14
3 / 2
5

6
13
3 / 2
6

7
12
2
6

8
11
2
7

9
10
5 / 2
7

10
9
5 / 2
8

11
8
3
8

12
7
3
9

13
6
7 / 2
9

14
5
7 / 2
10

15
4
4
10

 An action is a special move or ability that the character can carry out with their chosen weapon only. Each action costs one or more trick points to carry out. Trick points are used up when an action is carried out. Trick points are regained after a battle ends and the character spends one hour resting or two hours of light activity (walking/riding slowly).

See Appendix II for a list of combat mastery actions. Carrying out an action does not prevent a character from carrying out their normal attack sequence. Actions that modify attacks must be declared before the attack is rolled.

Crafting

This skill covers any general crafting skill not categorized with its own skill. The GM will rule on which attribute will be used for a particular craft. Typical examples include jewelry making, candle making, and beadworking.

All craft skills only apply to actual manipulative skills used in the craft. They do not grant any artisic ability. Characters wishing to create artistic pieces must purchase the appropriate artistic skill.

Deadly Strike

A character with the deadly strike skill gains the ability to inflict extreme injury on an opponent by attacking from hiding or behind. To learn the deadly strike skill, a character must have first have learned and improved the sneak attack skill to 75%.

When a character attempts a deadly strike, they must either be attacking their opponent from behind, or by surprise. Furthermore, a successful Sneak Attack roll must be made before a Deadly Strike roll can be attempted.

Combat resolution begins with a THAC0 roll, which is made with a +2 bonus (in addition to normal bonuses that may apply). If successful, a Sneak Attack proficiency check is made. If the Sneak Attack check is successful, a Deadly Strike proficiency check can then be made. If the Deadly Strike proficiency check is not successful, then the attack is treated as a normal Sneak Attack. If the Deadly Strike check was successful, the attack inflicts a minimum of double damage and a maximum of 8 times normal damage.

The damage multiplier is calculated using the difference between the AC the successful THAC0 roll would hit and the actual AC of the target. [Or, expressed as a formula, it is the absolute value of THAC0 - To Hit Roll - Target AC.] The GM has final say on whether or not a deadly strike is possible.

Deadly strike is a dexterity-based skill, costs 8 to learn and 5 to improve.

Example
Baal attempts a deadly strike against a town guard he’s managed to sneak behind. He’s using a short sword, his THAC0 is 14, his Sneak Attack rating is 75%, and his Deadly Strike rating is 45%; the guard's AC is 5. Baal stabs at the guard with a +4 bonus (+2 from behind, +2 for deadly strike), and rolls a total of 12, which would hit AC 2 (THAC0 14 - To Hit roll of 12 = Hits AC 2). He then rolls a 35% for his Sneak Attack proficiency, which is below 75% and, therefore, is successful. Baal then makes a Deadly Strike proficiency check and rolls a 25% for his Deadly Strike, which is more than enough to succeed. The difference between the AC Baal's swing would hit (2) and the target's actual AC (5) is 3. Baal's Deadly Strike does triple damage. [Note, we could have used the multiplier calculation as well, ignoring negative values, as such: 14 - 12 - 5 = 3.] Baal rolls 5 for damage, tripled is 15, and the guard slumps resolutely to the ground. Note that if Baal had missed his Deadly Strike proficiency check, he still would have done double damage since his Sneak Attack proficiency check was successful.

Disarm

An armed character with this skill can attempt to disarm their opponent. Disarm can only be attempted with one-handed melee weapons. Blunt weapons (maces, morning stars) have a –25% penalty for disarm attempts. If a character has multiple attacks available, disarm attempts can be substituted for attacks on a one for one basis. To successfully disarm an opponent, the character must make a disarm skill roll, then make a successful to hit roll vs. AC 5 modified by their opponent's dexterity. If a disarmed opponent can make a successful roll vs. dexterity, they merely lose their grip on their weapon (-4 to hit in the next round). If they fail their dexterity roll they have completely lost their weapon and must retrieve it or draw another.

The GM should assign suitable modifiers for disarm based on situation. Trying to disarm a giant with a dagger should be nearly impossible for example.

Example

Baxtion is a skilled fighter facing a group of cutthroats in an alley. He doesn’t really want to hurt the fools, so he chooses to use his two attacks as disarm attempts instead of cutting up his attackers. His disarm skill is 65%, and he rolls 54% and 09%, easily making the disarm tests. He then rolls to hit vs. AC 5 and 3 (one bandit is dexterous), making both rolls. Both fail their dexterity roll and their blades go flying. The cutthroats are suitably impressed and beat a hasty retreat.

Dual Attack

A character with this skill can fight with two weapons at once. Each round a character attempts to fight with this style, they must make a skill check to see if they succeed. If they fail the skill check, they can only attack with their main weapon (though the dual attack to hit penalty still applies).

The normal penalties and bonuses for using two weapons apply: -2 and -4 to hit penalties for main/off hand weapons modified by reaction adjustments applying to attack penalties. A character can only attack once with their off weapon, even if their THAC0 would normally allow extra attacks per round.

Dual attack cannot be used in conjunction with the Sneak Attack or Deadly Strike skill. The largest off hand weapon that can be used by normal humans is a short sword.

Example

Kredoc has an 87% skill in dual attack. He is wielding a short sword in his main hand, and a dagger in his off hand. He’s about to swing at an Orc, so first he rolls a test of his dual attack skill, getting a 60%. He can attack with both weapons. He will roll two attacks, with 0 and -2 penalties applied (Kredoc has a +2 reaction adjustment from high dexterity).
Lore (special)

This skill is representative of campaign specific areas of specialized knowledge that can be gained by characters. The GM should rule on the specifics of these areas. Lore skills are generally wisdom or intelligence based.
Parry

A character with this skill can choose to parry as their action during combat. A parrying character must have either a weapon or a shield in hand, and state they are parrying at the beginning of the round. Each attack directed against the parrying character allows a parry skill check to see if the blow is deflected. Each attack beyond the first is parried half as effectively as the previous attack. Note that certain combinations of attacking vs. parrying weapons should grant a bonus or penalty to the parry roll as the GM sees fit (parrying a two-handed sword with a dagger would be very difficult).

Example
Kredoc is now facing 3 Orcs, more than he can handle, so he elects to parry for a round until help can arrive. His parry skill is 60%, so he rolls vs. 60% for the first attack, 30% for the second attack, and 15% for the third. He rolls 57%, 98%, and 12%, and parries the first and third blows, while the second gets past his guard.
Sneak Attack

A character with the sneak attack skill gains the ability to inflict serious injury on an opponent by attacking from hiding or behind. When a character attempts a sneak attack, they must either be attacking their opponent from behind, or by surprise. The sneak attack is rolled with a +2 bonus (in addition to normal bonuses that may apply), and if successful, and a sneak attack proficiency check is made, the attack inflicts double damage. The GM has final say on whether or not a sneak attack is possible.

Example
Kredoc attempts a sneak attack against an Orc guard he’s managed to get behind. He’s using a short sword, his THAC0 is 14, and his sneak attack is 65%. He stabs at the Orc with a +4 bonus (+2 from behind, +2 for sneak attack), and rolls a total of 16, more than enough to hit the leather clad Orc. He then rolls a 25% for his sneak attack that is more than enough to succeed. Kredoc rolls 5 for damage, doubled to 10, and the Orc slides silently to the ground.

Spiritcraft

This skill is used by certain types of spell casters in my own campaign world as an enabling skill for certain forms of spell casting. In particular, casters that derive their power from imprisoned, friendly, or controlled spirits must make a successful spiritcraft roll to use the derived power.

Turn Undead

Only characters with one or more faith levels may learn this skill. The character pits their faith against the target undead. The chance of turning an undead creature is a percentage equal to the character’s faith level times ten, plus their turn undead skill, minus five times the undead creature’s hit dice. Note that each turning effort can be directed at a number of undead equal to the faith levels of the character. If the chance of turning is 100% or greater, the target creatures are automatically turned. If the roll succeeds by more than 50% the undead creature is destroyed. Only one attempt to turn can be made against a specific creature. The maximum range of a turn attempt is 30'.

Example

Bill attempts to turn a one hit die skeleton he encounters in a graveyard. He has 3 faith levels and a turn undead skill of 57%. The chance of turning the skeleton is:

3 faith levels x 10% + 57% - 5 x 1 hit die = 82%

Bill rolls a 12, more than enough to turn the skeleton. The roll succeeded by more than 50% (82 - 12 = 70), so the skeleton disintegrates into dust. If there had been more than one skeleton, Bill’s turn attempt would have affected up to three skeletons.

Note that the base value for turning can be pre-calculated to reduce math during play. The GM should determine if this skill is available based on a character’s religion and faith.

Spells

Casting Level

Many spells in the AD&D system are modified by the caster’s level. When using this system, the caster’s level is equivalent to twice the mana or faith levels the character possesses, depending on the spell being cast.

Example

Bill has 3 faith levels, so he casts priest spells as if he were a 6th level priest. He has 1 mana level, so he casts mage spells as if he were a 2nd level mage.

Maximum Spells per Day

A character can cast a number of spells equal to four times their mana or faith level (as appropriate to the spells being cast) per day, assuming they have sufficient spell points to pay for casting. Thus a mage with 5 mana levels could cast 20 spells.

Limitations on Casting

Each GM should decide upon limitations on spell casting appropriate to their world. The limitations I use follow:

General

When casting spells with a verbal component the caster must be able to speak. When casting spells with a somatic component the caster must have both hands free. In general I require spell-casters to spend a reasonable amount of money maintaining a collection of material components with exceptional spell component requirements handled on a case by case basis (for example Identify always requires a 100GP gem).

Faith Magic

There are no further limits on Faith based spell casting (i.e. no restriction on armor), though specific belief systems may impose individual limitations.

Mana Magic

Mana based spells cannot be cast when wearing metallic armor. There are no further limits on Mana based spells.

Learning Spells

For my own campaigns, each mana or faith level gained grants a character three spells appropriate to the level, plus one spell per level for lower levels, subject to the usual rules of spell learning. I prefer GM/player interaction rather than dice rolls to determine spells.

Mana/Faith Point Recovery

Spell casters recover Mana and Faith points by resting. Only sleep, meditation (Mana) or prayer (Faith) counts for rest. After an initial hour of rest each additional hour restores one quarter of a spell caster’s expended Mana/Faith points.

Combat

Initiative

Each side in conflict rolls a 1d10 group initiative, which is modified by character reaction adjustment (dexterity). The result indicates when the character starts their action. Low numbers go first. The initiative roller retains control of the initiative die for the party until they roll a nine or ten, then the die passes clockwise.

Spells in Combat

A character begins casting at their initiative time, but the spell actually goes off at initiative plus the casting time of the spell. Spells with a casting time of one round go off at the end of the round. Any action that is directed against the character while they cast a spell could cause the casting to fail.

Automatic Hits and Misses

Any natural THAC0 roll of 20 automatically hits the target, no matter what the actual to hit number is. Any natural THAC0 roll of 1 automatically misses the target, no matter what the actual to hit number is.

Critical Hits and Fumbles

Any unmodified natural THAC0 roll of 20 that would hit without the automatic hit rule above allows a second THAC0 roll. If the second THAC0 roll (including all normal adjustments) also hits, a critical hit has been scored. A percent based table determines critical hit results.

Any unmodified natural THAC0 roll of 1 that would miss without the automatic miss rule above is a fumble. A fumble roll is made against a percent based table.

Example

Frank (THAC0 16) is fighting a troll (AC 6), and rolls a 20 to hit. This is an automatic hit, and potentially a critical hit. Frank makes a second to hit roll of 15, which is enough to hit the troll again, so the roll becomes a critical hit.

In the next round, Frank rolls a 1, which is a miss. The unmodified roll is also a miss, so the roll becomes a fumble.

In another example, Frank is fighting a heavily armored knight (AC -5). He rolls a 20 to hit. This is an automatic hit, but not a critical hit because the unmodified roll doesn't hit AC -5.

Combat Movement

Normal movement in combat is 10’ per inch of movement rate, i.e. a character with a base move of 9” can move normally in combat at 90’ per round.

Free Attacks

Combatants that are moving at their normal rate or running through combat are subject to free attacks. If a combatant’s path takes them within reach of an enemy, the enemy gains a free swing at the moving target. Free attacks against combatants moving normally are –2 to hit, but the defender loses all dexterity bonuses and may be struck from behind at the GM's discretion.

Combat Effects

Combat is chaotic and characters are not always at their best during the fight. The following table summarizes some of the situations a character can get into and the effects thereof. All combat effects are applied to the affected character for the remainder of the round they happen. The term recovery round below refers to the first full round the character is affected by the situation.

Situation
Effects

Off balance
About to fall, but can recover. -1 to hit, -2 damage, and no dexterity bonuses. Recover automatically at the end of the recovery round.

Tripped
Partially fallen: -2 to hit, -2 damage, no dexterity or shield bonuses. Take a half action to recover and attack once at the end of the recovery round.

Prone
Fallen flat: -3 to hit, -3 damage, no dexterity or shield bonuses, +2 AC. Take a full action to recover during the recovery round. You begin the following round off balance.

Stunned
Seeing stars: can only defend, no dexterity or shield bonuses, +2 AC. Cannot use skills, spells, or combat masteries (except certain masteries that specifically mention stun). Stun always lasts a specific number of rounds and begins the recovery round.

Grappled
Held by an opponent: -2 to hit, -2 damage, no dexterity or shield bonuses. Grapples must be broken. Martial artist grapples may have additional effects.

Blind
Cannot see at all: -4 to hit, +4 AC. Cannot use skills, spells or combat masteries (except certain masteries that specifically mention blind). Successful use of blind fighting each round halves these penalties and allows skill use at 1/2 abilities.

Unconscious or magically held
No actions are possible. Can be slain in one round.

Brawling

Any character can brawl using the standard punching and wrestling rules of AD&D. Characters can buy proficiency with fist (2 attacks per round for 1d2 damage each) or wrestling as normal weapon proficiencies. Overbearing attacks can also be attempted based on a character's wrestling THAC0. Note the 'Weapons in Non-Lethal Combat' rules apply to all brawling attacks. All brawling damage is treated as unarmed non-lethal damage. 75% is temporary damage.

One-Round Actions

A character can carry out any of the following actions in a round:

· Carry out a full normal movement. Normal moving characters are subject to free attacks.

· Run at double normal movement. Running characters lose dexterity and shield bonuses to AC and are subject to free attacks.

· Move one-half normal movement, avoiding free attacks.

· Move up to one half of normal movement and carry out a SINGLE attack at the end of the round (after all normal actions are complete). Subject to free attacks.

· Move at one-quarter normal movement and carry out a fighting retreat.

· Move up to one-quarter normal movement and cast a spell with a casting time of two or less. The spell’s target must be in sight throughout the round (no popup casting).

· Drop weapon(s), draw new one and carry out a SINGLE attack at the end of the round (after all normal actions are complete).

· Sheath and/or sling current weapons and draw a new one.

· Cast one spell.

· Carry out a normal attack sequence (including special moves, parry, etc).

· Pull out a scroll/potion and read/quaff it.

· Pull out and light an oil flask for throwing.

· Throw an oil flask.

· Pull out and light a torch/lantern.

Infravision

Infravision allows a character to see variations in heat levels in an area. Infravision is spoiled by normal light sources, and requires one round of visual adjustment to new light levels to use (much like normal human night vision). The GM should rule on what can or cannot be seen as they see fit.

Saving Throws

All characters use the saving throw chart normally used by fighters.

Appendix I

Skill Table

Note that some of the skills listed below are specific to my own campaign world. The GM should modify this list to fit his or her own campaign world. Skills marked with (C) qualify as combat skills for purposes of THAC0 or Combat Mastery improvements. Skills marked with (C*) might qualify as combat skills depending on the GM's rule and the way the skill is used. For example animal handling or animal training might qualify if the character is training war dogs or war horses. Skills marked with (M) qualify as mana-magic related skills, while (M*) skills may qualify at the GM's discretion. 

Skill
Attribute
Learn Cost
Improve Cost

Agriculture
Intelligence
4
2

Alchemy (M)
Intelligence
4
2

Ancient History (M*)
Intelligence
4
2

Animal Handling (C*)
Wisdom
5
2

Animal Training (C*)
Wisdom
5
2

Appraising
Intelligence
4
2

Armorer (C)
Intelligence
6
2

Artistic Ability (M*)
Wisdom
4
2

Astrology (M)
Intelligence
4
2

Blacksmithing
Strength
5
2

Blind-fighting (C)
Dexterity 1
5
2

Bowyer/Fletcher (C)
Dexterity
6
2

Brewing 4
Intelligence
5
2

Carpentry 4
Strength
4
2

Channeling (M)
(varies) 2
6
3

Charioteering (C)
Dexterity
5
2

Climb Walls
Strength
6
3

Cobbling
Dexterity
4
2

Combat Mastery2
Level
20
20

Cooking 4
Intelligence
4
2

Crafting 4
(varies) 2
4
2

Dancing 4
Dexterity
4
2

Deadly Strike (C)
Dexterity
8
5

Detect Noise
Intelligence
7
3

Direction Sense
Wisdom
5
2

Disarm 2 (C)
Dexterity
8
4

Disguise
Charisma
6
3

Dual Attack 2 (C)
Dexterity
8
4

Endurance (C)
Constitution
5
3

Engineering
Intelligence
5
2

Etiquette
Charisma
4
2

Find/Remove Traps
Dexterity
7
3

Fire-building
Wisdom
4
2

Fishing
Wisdom
4
2

Forgery
Dexterity
5
2

Gaming
Charisma
5
2

Gem Cutting 4
Dexterity
6
3

Healing
Wisdom
6
3

Heraldry
Intelligence
4
2

Herbalism (M)
Intelligence
5
2

Hide in Shadows
Dexterity
7
3

Hunting
Wisdom
5
2

Intimidation
Charisma
5
2

Juggling
Dexterity
4
2

Jumping
Dexterity
4
2

Languages, Ancient (M*)
Intelligence
4
2

Languages, Modern
Intelligence
5
2

Leather-working (C*) 4
Intelligence
4
2

Local History
Wisdom
4
2

Lore (special) 2 (C*)
(varies)
(varies)
(varies)

Lore (animal)
Intelligence
5
2

Lore (Orc)
Wisdom
4
2

Lore (racial)
Wisdom
4
2

Mercantilism
Intelligence
5
2

Mining
Wisdom
5
2

Mountaineering
Constitution 1
5
2

Move Silently
Dexterity
7
3

Musical Instrument 4
Dexterity
4
2

Navigation
Intelligence
5
2

Negotiation
Charisma
5
2

Open Locks
Dexterity
7
3

Parry 2(C)
Dexterity
6
3

Pick Pockets
Dexterity
7
3

Pottery 4
Dexterity
4
2

Reading Lips
Intelligence
5
2

Reading/Writing (M*)
Intelligence
5
3

Religion
Wisdom
5
2

Riding, Airborne (C*)
Wisdom
6
3

Riding, Land based (C*)
Wisdom
5
2

Rope Use
Dexterity
5
2

Running (C)
Constitution
5
3

Seamanship
Dexterity
5
2

Seamstress/Tailor 4
Dexterity
4
2

Set Snares
Dexterity
5
2

Singing 4
Charisma
4
2

Sneak Attack 2(C)
Dexterity
8
4

Spellcraft (M)
Intelligence
5
3

Spiritcraft 3 (M)
Wisdom
6
3

Spot Hidden
Intelligence
7
3

Stonemasonry 4
Strength
5
2

Survival (desert)
Wisdom
5
2

Survival (jungle)
Wisdom
5
2

Survival (mountain)
Wisdom
5
2

Survival (plain/steppe)
Wisdom
5
2

Survival (woodland)
Wisdom
5
2

Survival (underground)
Wisdom
5
2

Survival (urban)
Wisdom
5
2

Swimming
Strength
5
2

Tightrope Walking
Dexterity
5
3

Tracking
Wisdom
5
3

Turn Undead 2
Wisdom
8
4

Tumbling
Dexterity
5
3

Ventriloquism
Intelligence
6
3

Weaponsmithing (C) 4
Intelligence
6
3

Weather Sense
Wisdom
6
3

Weaving 4
Intelligence
4
2

1 These skills differ from the 2nd edition AD&D player’s handbook.

2 See the skill description for details.

3 GM discretion.

4 See Crafting and Artistic Ability descriptions for further information.

Appendix II

Combat Mastery Moves

The moves listed below apply only to the character's mastery weapon.

Called Shot (missile weapons only)

The character using this ability takes a single shot in a round. This shot has the benefits of a normal called shot without the -4 to hit penalty. The character loses their dexterity bonuses for AC for the round. This move takes the entire round. Called shot costs 2 TP.

Combat Maneuver (any weapon) 

The character can move up to one half of their normal movement and attack normally at the end of the round. This move costs 1 TP.

Cut Through (slashing weapons only)

Although slicing through a material may appear simple, unless the weapon is razor sharp it is more often a matter of hacking and tearing than actual cutting.  For 1 TP the combat master can cut through anything their weapon would normally cut using a single slash. If they expend 2 TP, the item appears uncut until the master touches or blows upon it to reveal the damage. Use of this move takes a full round. This maneuver does not change normal combat rolls/damage.

Direct Fire (missile weapons only)

When firing at a target within one-half short range the combat master can use this move to improve their THAC0 and damage by +1. Direct Fire costs 2 TP each round used.

Disarm (melee weapons only)

Make one disarm attempt using the character's disarm skill. This move costs 1 TP per disarm attempt.

Fend (staff/pole weapons only)

In a dazzling display the combat master can strike as many opponents as they can reach without moving.  Each TP expended allows one opponent beyond the master's normal swings to be hit. The first blow suffers a -1 to hit penalty, the second -2, the third -3, and so on. This is the only action that can be taken the round it is used.

Flourish (any weapon)

The combat master flourishes their weapon in order to impress others as to their skill. This move can be combined with Quickdraw and / or Quickstow. This move costs 1 TP.

Long Range Shot (missile/thrown weapons only)

Increase each range band of any round of fired/thrown missiles by 50%. 1 TP per round of fire.

Melee Fire (missile/thrown weapons only)

Fire/throw a missile/hurled weapon into melee with no chance of hitting an ally, except for fumble results. This move costs 1 TP per round.

Missile Deflection (melee weapons only)

Using this move the weapons master can parry normal missile / hurled weapon attacks using their parry skill. Missile Deflection is a full round action. The only other activity the master can carry out is move one-quarter their normal movement rate. Martial artists may use missile deflection without wielding weapons. This move costs 2 TPs.

Mounted Fire (missile/thrown weapons only)

Fire/throw missile/hurled weapons from a moving mount without penalty. This move costs 1 TP.

Parry (any weapon)

Parry one attack using the character's parry skill. This move costs 1 TP per parry attempt.

Power Strike (melee weapons only)

Improve damage done by a single attack. This move costs 1 TP per damage point.

Precision Strike (any weapon) 

Improve THAC0 for a single attack. This move costs 1 TP per THAC0 improvement.

Quickdraw (any weapon)

Instantly draw and prepare mastery weapons and still perform a normal combat action. 1 TP per weapon drawn.

Quickstow (any weapon)

Instantly stow mastery weapons and still perform a normal combat action. 2 TP per weapon stowed.

Speed Shot (bows only)

The combat master declares they are using this ability and how many TPs they will spend at the beginning of their action. Each TP allows an additional shot to be taken. The first shot in a round is -1 to hit, the second -2, the third -3, and so on. All targets must be within the master's sight throughout the round. All TPs are expended even if the shots are interrupted. Each shot beyond the normal ROF of the weapon costs 1 TP.

Shield Breaker (any crushing weapon)

Strike an opponent’s shield with a numbing blow, removing their shield bonus to AC for the remainder of the battle and negating the shield as a weapon. Requires a normal THAC0 'to hit' roll and does no damage. This roll can be modified by precision strike. 2 TP per attempt.

Sweep Attack (slashing weapons only)

When faced with multiple opponents attacking side by side the combat master can attack them all with a single attack. Each attack beyond the first suffers a cumulative penalty of -2 to hit. 2 TP per extra attack and is the only action that can be carried out in the round.

Legal

AD&D and assorted other terms used in this document are owned in one form or another by TSR Inc. They’re welcome to them.
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