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Overview

The Class Free rules use the standard AD&D combat rules for unarmed combat, wrestling and overbearing. These are satisfactory for most characters, but aren't adequate for a character specializing in martial arts. These rules attempt to address this situation.

The martial artist character chooses to study a specific path of combat study, termed a school. Often the school includes physical, magical and / or spiritual training. Most schools are exclusive and guard their secrets jealously. For the most part students can only pursue one school of martial arts.

Limits and Benefits

All these benefits and limitations listed here apply to all schools of martial arts. Some schools may alter certain benefits or conditions.

Advancement

When advancing a level, the one-third AP limit applies to all school and martial arts moves skills taken collectively. It does not include weapons proficiencies taken for the school's weapons or combat mastery. Purchasing martial arts is treated as a level based skill. Martial arts school advancement must be done before any THAC0 improvement.

Armor

Martial artists are limited to wearing light, non-rigid armor (padded, leather, studded leather). Certain esoteric schools of martial arts are dedicated to fighting in armor and waive this limitation.

Weapons

Martial artists may only use weapons allowed by their school of choice. Weapons advancement may be proscribed or structured in a specific way by a school.

Normal attack rate improvements based on THAC0 apply to martial arts as usual. For example a martial artist with a base THAC0 of 14 in punch goes from 2 punches per round to 3.

Combat Mastery

The martial artist can buy combat mastery in martial arts and apply combat mastery moves to any martial arts move, or use their school's private moves. Martial arts mastery can also be applied to the school's weapons.

Unarmed Combat

Martial artists are subject to the normal rules of unarmed combat, specifically they are affected by the 'Weapons in Non-Lethal Combat' rules described in the Player's Handbook. Martial artist attacks are non-lethal, 75% is temporary damage. Advancement in a martial arts school can alter these rules depending on the school. 

Non-martial artists attempting to use brawling on a martial artist suffer a -1 penalty on to hit and damage rolls per two levels of martial arts schooling known by the martial artist. Further the martial artist does not automatically lose grappling holds if hit by a weapon (though other standard grapple breaks apply). Creatures using natural weaponry are unaffected by this rule.

Damage Improvement

For each four ranks of martial arts learned, the martial artist improves their base damage with punches and kicks according to the following table. The plus bonus indicates the effective magical bonus of the martial artist's attack versus targets requiring magical weapons to hit. It does not provide a bonus to attacks.

MA Rank
Punch
Kick
Other

1-4
1d2
1d4


5-8
1d4
1d6
+1 equivalent

9-12
1d6
1d8


13-16
1d8
1d10
+2 equivalent

17-20
1d10
1d12


21-24
1d10
1d12
+3 equivalent

Schools

Martial arts schools control how a student advances their martial arts moves and what weapons they can use. Different schools emphasize different areas of martial arts. Schools are purchased as a level skill according to the rules of Class Free AD&D. Advancement in a martial arts school can provide THAC0 improvements in martial arts moves, specific weapons, or provide access to special combat mastery moves. Each level purchased in a martial arts school costs 15 character points. All schools are categorized as hard or soft schools. The cost of a martial arts school is lowered/raised by character attributes according to the following table:

Hard

Attribute
3
4-7
8-12
13-15
16-17
18+

Dexterity
+2
+1
0
0
-1
-2

Strength
+5
+2
0
-1
-2
-3

Wisdom
+2
+1
0
0
-1
-2

Soft

Attribute
3
4-7
8-12
13-15
16-17
18+

Dexterity
+5
+2
0
-1
-2
-3

Strength
+2
+1
0
0
-1
-2

Wisdom
+2
+1
0
0
-1
-2

An average student will be able to advance their martial arts school two levels per level, and buy one or two weapons proficiency advancements.

Moves

The martial arts are generalized into five types of moves. Each move type is purchased according to the normal proficiency and THAC0 purchasing rules of Class Free AD&D, but each school provides proficiency and THAC0 improvements as well.

· Punch - Any attack using the open hand, fist, or arm to strike is considered a punch. Normally two punches doing 1d2 damage can be carried out per round. Martial arts punches allow a roll on the Blows Table.

· Kick - Any attack using feet or legs to strike the opponent is termed a kick. Normally one kick doing 1d4 damage can be carried out per round. Martial arts kicks allow a roll on the Blows Table.

· Grapple - Any attack designed to contain or reduce the action of an opponent is termed a grapple. This includes joint locks and other immobilizing techniques. Normally one grapple doing 1d2 damage can be carried out each round. Successful grapple attacks allow a roll on the Grapple Table.

· Throw - Any attack designed to throw, redirect or take down the opponent is termed a throw. Normally one throw attack doing 1d2 damage can be attempted per round. Successful throws allow a roll on the Takedown Table (below).

· Defensive Moves - These moves represent the various blocks, dodges and maneuvers used to avoid or negate an opponent's martial arts attack. Defensive moves can be applied against normal melee attacks at a -4 penalty. Martial artists can use one or more free defensive move per round (the number is THAC0 based per normal rules). Defensive moves can also be substituted for normal attacks on a one for one basis. Defensive moves MUST be declared before attack dice are rolled. Defensive move resolution is described below.

Resolution Procedure

The basic procedure for resolving martial arts:

· Attacker declares attacks.

· Defender declares defensive moves (if any).

· Attacker makes normal THAC0 rolls.

· Defender makes THAC0 rolls for defensive moves declared.

· Defensive move successes negate the appropriate attack.

· Attacker damage applied for successful attacks.

· Blows, Grapple and/or Takedown Table rolls are made as needed. Only one table roll is made for each character each round, no matter how many blows, grapples or takedowns are made. The best result is always used to determine table bonuses.

Defensive Moves

To use a defensive move, a successful to hit roll must be made using the best armor class hit by the attack being blocked as a target. A successful defensive move vs. the martial artist's AC can always break a grapple. For example an Orc swings at a martial artist with a long sword and successfully hits AC 2. The martial artist declared a defensive move against the Orc, and must now roll a successful hit against AC 2 to block the shot.

Table Rolls

Blows, Grapple and Takedown Table rolls are d20 based. Each roll is modified by target AC minus AC actually hit. For example a martial artist hits an AC 8 Orc with a punch that would hit AC 4. He does normal damage plus rolls on the Blows table below at (8 - 4) = +4. Table rolls are penalized by -4 for each size difference between the martial artist and the opponent. Each table is described below.

Blows Table

The KO column lists the chance of stunning a foe for 1d10 rounds. Kicks gain a +2 modifier on this table.

Roll
KO
Additional effect

1-5
2
None

6-8
4
+1 damage

9-11
5
Opponent off-balance

12-13
2
+2 damage

14-15
6
Opponent tripped

16-17
10
+3 damage

18
4
Opponent stunned 1d4

19
8
Opponent knocked prone

20
10
+4 damage

21-24
5
+4 damage plus roll takedown table

25+
15
+5 damage plus roll takedown table and roll blows again

Grapple Table

There are two columns to the Grapple Table, the first is used if the attacker has an established grapple on their target. The second is used if there is no grapple established. All results in the table are the effects on the grappled opponent. A GE result indicates a grapple has been established. An established grapple does 1 point of damage per round, plus one per round (i.e. 1, 2, 3, 4, 5 etc.) Additional damage indicated below is added to the current cumulative damage number. All effects are cumulative for the duration of the grapple.

Roll
Grapple Established
No Grapple Established

1-5
+1 AC, -3" move
None

6-8
-1 to hit, -3" move 
GE

9-11
+1 damage
GE, +1 AC, -3" move

12-13
+2 AC, -3" move
GE, -1 to hit, -3" move

14-15
-2 to hit, -3" move
GE, +1 damage

16-17
+2 damage
GE, +2 AC, -3" move

18
+3 AC, -6" move
GE, -2 to hit, -3" move

19
-3 to hit, -6" move
GE, +2 damage

20
+3 damage, roll grapple again 
GE, +3 AC, -6" move

21-24
roll takedown then roll grapple again
GE, -3 to hit, -6" move

25+
roll takedown then roll grapple twice
GE, +3 damage, roll grapple again

Takedown Table

The takedown table has several standard effects that can result. See the Class Free Combat Rules for details.

Roll
Result

1-5
None

6-8
Opponent is off-balance.

9-11
Opponent tripped. 

12-13
Opponent tripped and takes 1d2 damage from fall.

14-15
Opponent is tripped and stunned for 1d2 rounds.

16-17
Opponent prone.

18
Opponent prone and takes 1d4 damage from fall.

19
Opponent prone and stunned for 1d2 rounds.

20
Roll grapple then roll takedown again.

21-24
Roll grapple then roll takedown twice.

25+
Opponent prone and stunned for 1d4 rounds. Roll grapple then roll takedown.

Sample School

This represents a basic hard school of marital arts that emphasizes striking techniques over grapples and throws. For each attack category The TH column represents the THAC0 improvement granted (P indicating proficiency). The Mx column represents the best THAC0 possible for the student. The CM column reflects the maximum martial arts combat mastery allowed.

School limits/benefits:

· May not take proficiencies ahead of the granted levels indicated.

· Must purchase one level of blind fighting per CM taken.

· Each level allows 10% more unarmed damage to be lethal.

· Each 3 levels reduce the +4 to hit adjustment of armed opponents by 1 (to a minimum of 0).

· Each 3 levels reduce the +4 damage adjustment of armed opponents by 1 (to a minimum of 0).

MA Level
CMMx
Punch
Kick
Grapple
Throw
Defensive
Weapon 1
Weapon 2



TH
Mx
TH
Mx
TH
Mx
TH
Mx
TH
Mx
TH
Mx
TH
Mx

1

P
19
P
19











2
1
1
18

18




P
19





3


17
1
17





18
P
19



4
2
1
16

16
P
19



17

18



5


15
1
15

18
P
19
1
16
1
17



6
3
1
14

14

17

18

15

16
P
19

7


13
1
13
1
16

17

14
1
15

18

8
4
1
12

12

15
1
16
1
13

14
1
17

9


11
1
11

14

15

12
1
13

16

10
5
1
10

10
1
13

14

11

12
1
15

11


9
1
9

12
1
13
1
10
1
11

14

12
6
1
8

8

11

12

9

10
1
13

13


7
1
7
1
10

11

8
1
9

12

14
7
1
6

6

9
1
10
1
7

8
1
11

15


5
1
5

8

9

6
1
7

10

16
8
1
4

4
1
7

8

5

6
1
9

17


3
1
3

6
1
7
1
4
1
5

8

