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I ntroduction

The ADVANCED DUNGEONS & DRAGONS® 2nd Edition Player's Handbook
and Dungeon Master's Guide told you al you needed to know about playing warriors
in the game. But it could be that you want to know more than the bare minimum it
takesto play the warrior classes.

That's where The Complete Fighter's Handbook comesin. In these pages, were
going to show you lots of interesting things you can do with the warrior classes. . .
things that the Player's Handbook and DMG didn't have room to show you.

Do you want to play fighter characters other than Fighter, Paladin, and Ranger?
Here well give you rules for characters like barbarians, samura, gladiators, amazons-
-they're dl subsets of the three main warrior classes, but they're here.

Do you want new combet rules? We have them. You'll find rulesfor different
wespon styles, combat tactics, combat maneuvers, jousting, combat results, and many
other fighter-oriented abilities within these pages.



Isit new equipment you're after? That, too, is present in copious quantities, from
new armor and weapons to new magic items.

Or perhaps you want some role-playing and campaigning tips for your fighter
characters—or your campaign in generd. In these pages youll find role-playing
advice for fighter characters, and discussion of therole of the fighter in regular
campaigns and in dl-fighter campaigns.

Whether you're aplayer or DM, an intent rules lawyer or just someone wishing to
add alittle depth to your campaign or character, you'l find something here for you.
Have fun.

Incidentaly, The Complete Fighter's Handbook presumes that you're using the
AD& D® 2nd Edition game rules for Wegpon Proficiencies and Nonwegpon
Proficiencies. Many of the rules presented in this book depend on use of the
proficiencies. So if you haven't been using them o far in your campaign, we highly
recommend that you familiarize yourself with them and introduce them into your
playing.

Hereés aspecid note for those of you who are usng this Complete Fighter's
Handbook with your firg edition AD& D® game instead of the new second edition:
This supplement mentions alot of page numbers from the Player's Handbook and the
Dungeon Master's Guide. The page numbers cited are for the second edition, not the
firg; you'l have to ignore the page numbers given.
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Character Creation

In this chapter, well briefly present notes on character cregtion in the AD& D®
game. Thisis materia you aready know, but well be talking about character creation
asit specificaly appliesto warrior player-characters (Fighters, Paladins, and
Rangers).

Ability Scores

For anorma campaign, any of the six dice-rolling methods from the Player's
Handbook is acceptable.

If you decide to run an al-warriors campaign (see the Role-Playing chapter of this
book for details on such a thing), we recommend thet you use one of thefive
Alternate Dice-Rolling Methods presented.

Whether or not you run an dl-warriors campaign, if you utilize the Warrior Kits
chapter of this rule book, we recommend that you use Method V1 to cregte the ability
scores for your characters. Because characters using the Warrior Kits are so
specidized, you'll find it hepful to be able to custom-design your character ability
scores, which Method VI alows you to do.

Races

Much of The Complete Fighter's Handbook iswritten with the human character in
mind. However, mogt of thetext is equaly applicable to dl the other player-character
races as well, and can be used by them without any sort of adaptation necessary.

All the normal rules for racid ability adjusments, class redtrictions, leve limits,
languages, and miscellaneous bonuses and pendties will be used, and al the materid
in this book can be used for al the demihuman races except wher e specifically noted
in the text.

Classes

The three warrior character classes (Fighter, Paladin, and Ranger) are till the only
warrior character classes. However, those players who would like to have more
specidized warrior dlasses will probably find what they want in the Warrior Kits
chapter.

When you'e cregting single-class warrior characters, we recommend that you start
al firg-levd warriors with the maximum number of hit points they can have a that
level—don't even bother to roll the dice. In other words, if you have afirgt-leve
Fighter with a Condtitution of 16, held start with 12 hit points ingtead of rolling his
1d10 and adding +2 for his Congtitution adjustment.

Thisisfor acouple of important reasons. Firg, it gives the warrior adightly better
chance for surviva at lower experience levels. Second, it reflects the fact that warriors
are Smply tougher and hardier than other player-character classes.

But remember: Thisisfor first level single-class warriors only. Starting with
second leve, these Fighters, Pdadins, and Rangers have to roll their hit pointslike
everyone else. No other class gets this benefit, and multi- class warriors (such as



warrior/thieves, warrior/mages, and the like) don't get to do this.
Alignment

The Complete Fighter's Handbook follows dl normd game rulesfor character
dignments. Once the player has chosen an dignment for his character, he needsto
have his choice approved by the DM; it may be that his choice will clash excessively
with the dignments of other charactersin the party, so the DM iswithin hisrightsto
disapprove any aignment choice. (The chaotic evil fighter who wantsto play with the
troupe of wandering paadinswill be a problem.)

Warrior Kits

Once you've worked up your character's ability scores, and then chosen his class
and dignment, you can choose aWarrior Kit for the character. Warrior Kits are
discussed in the Warrior Kits chapter of this book.

Proficiencies

Asthe Introduction notes, use of the Proficiencies section of the AD&D 2nd
Edition Player's Handbook isnot optiona with The Compl ete Fighter's Handbook.
The Proficiencies are necessary for you to customize and fine-tune your character,
and for the use of the Warrior Kitschapter of this book.

Use of the Wegpon Proficiencies are pretty much self-evident after you read the
Player's Handbook. Later in this book, though, in the Combat chapter, you'l learn
some interesting new things which you can do with wesgpon proficiencies

Don't forget that high Intelligence scores grant extra proficiencies (equa to the
number of extra languages the character receives for the same score).

Here, let's talk about three nonweapon proficiencies (Armorer, Bowyer/Fletcher,
and Weagponsmithing) which are of particular use to the warrior player-character.

Armorer

With the Armorer proficiency, acharacter knows how to build al varieties of
armor. Armorer overlgps acouple of other proficiencies:

The Armorer knows enough Blacksmithing to forge metal armor and craft scae
and chain mail (though he cannot forge horseshoes, wrought iron gates, hardened
metd tools, or any other useful items unless he dso knows Blacksmithing);

The Armorer knows enough Leatherworking to cut and shape boiled leather into
leather armor, shield coverings, and the under-layers of scae mail and banded mail
(though he cannot make dress jerkins, saddles, elaborate pouches or rucksacks, or any
other useful legther items).  The Armorer knows enough of the Tallor's art to
manufacture padded armor and armor padding (but not enough to cut and sew any sort
of good-looking garment).

Naturaly, the ordinary Blacksmith cannot forge metd armor, the Leatherworker is
not experienced with making leather armors, and the Tailor isn't conversant with the
making of padded armor, unlessthey aso take the Armorer proficiency.

The Armorer can repair existing armor that has taken damage (if you're using that
optiond rule), and can aso craft barding (horse armor) through use of his proficiency.

But what does dl of this mean in acampaign?



The Workshop

To craft armor, the character must first have aworkshop (a place to work and tools
with which to do work).

Metal Armor

If heintends to make any sort of al-metal armor (chain mail, fidd mail, full plate,
plate mail, and helmets), the workshop is a smithy, complete with tools, bellows, a
furnace, an anvil, tongs, cauldrons, casting molds, and al the other materias
necessary to process unrefined meta into armor.

Such aworkshop costs 200 gp, plus the cost of the shelter where it is set up: An
additional 100 gp for a pavilion tent, an additiona 300 gp for awell-crafted
hut/workshop, or more as part of alarger dwelling, such asamandgon, villaor castle
(these sorts of dwellings are priced at whatever sort of price scheme the DM prefers).

(Included in the price of the smithy isthe cost of the tools necessary to make
legther hilt-wrappings, padded armor, armor linings and padding, and the smple
leather straps used to hold all-meta armors together.)

This workshop is large enough to accommodeate the character and up to two
apprentices working full-time. (The apprentices, too, must have the Armorer
proficiency; the character can dways take in an apprentice without the proficiency
and train him, but until he acquires the Armorer proficiency he doesn't count asa
productive element of the workshop.)

In theory, the character could hire another three-man crew to work a second shift
in the same workshop; thus the workshop would be occupied nearly 24 hours a day.
(This presumes eight- to ten-hour shifts and a certain amount of necessary
nonproductive time each day: Time for furnacesto cool and be cleaned, tools to be
repaired and sharpened, etc.) No more than three people can work in this workshop
effectively; with more than three people, the workshop suffers aloss of efficiency so
that it produces goods just as though it were only manned by three armorers.

To expand the workshop costs an additional 50% for each +three workers. If the
smithy costs 200 gp and is set up in a 300-gp hut, thus costing 500 gp, the builder
could pay +250 gp. Then, the workshop would accommodate three more armorers at
the same time. For another +250 gp, now totaling 1,000 gp, the shop can
accommodeate nine armorers a the same time.

Leather Armor

If he intends to make any sort of dl-leather armor (hide armor, leather armor, and
armored leather caps), the workshop is aleatherworker's shop, including gpparatus
for leather soaking, scraping, tanning, boiling, bailing in wax, shaping, hole-
punching, sawing, and al the other processes by which lesther is transformed into
armor.

Such aworkshop costs 25 gp, plusthe cost of the shelter whereit is set up: An
additiona 25 gp for alarge tent, an additiona 75 gp for awell-crafted hut/workshop,
or more as part of alarger dwelling (a whatever price scheme the DM prefers).

(Included in the price of the leatherworker's shop isthe cost of the tools necessary
to make padded armor and armor linings and padding.)

Aswith the smithy above, this price presumes one principa lestherworker and up



to two apprentices may work together at the same time. Above that number costs 50%
of the workshop and housing costs per additiond three leatherworkers.

Metal and Leather Armor

If he intends to make both sorts of armor, or armor which combines both metal
and leether elements (banded mail, brigandine, bronze plate mail, ring mail, scae
mall, shidds, splint mail, and studded lesther), a combined workshop is needed.

Such aworkshop costs 250 gp, plus the cost of the shelter whereiit is set up: An
additiona 100 gp for a pavilion tent, an additional 300 gp for awell-crafted
hut/workshop, or more as part of alarger dwelling (again, at whatever pricing the DM
prefers).

(Included in the cost of the armorer's shop is the cost of the tools necessary to
make wooden shied blanks and shield frames, padded armor, and al armor linings
and padding necessary to the armored goods.)

Aswith the smithy above, this price presumes one principa armorer and up to two
apprentices; above that number costs +50% of the workshop and housing costs per
additiond three armorers.

Apprenticesand Overseers

The cost of the workshop congtitutes only the set-up cost for the armoring
operation. Maintenance of the workshop, pay for the employees, and cost of materials
aso comeinto play. Of course, 0 do the profits from the sale of manufactured goods.

Each apprentice costs 2gp/week for food, upkeep, and training. And once an
gpprentices has reached young adulthood (age 16) and has achieved an Armorer
ability check of 12 or better, helll demand to be promoted to Overseer Satus
(described immediately below) or will find better pickings esewhere.

Apprentices cannot run aworkshop unsupervised. Supervision comes in theform
of an Overseer, an adult with an Armorer ability check of 12 or better. Each Overseer
costs 15 gp/week (the DM may wish to have the cost relate to the Overseer's Armorer
ability check: 15 gp/week at a check of 12, +15 gp/week per +1 to his ability check;
thus, if his ability check is 16, he costs 75 gp/week).

Timeto Craft Armor

To determine the time it takes to make a piece of armor, take the armor's AC. The
number that the AC is under 10, multiplied by two weeks, isthetimeiit takesan
apprentice (supervised and aided by an Overseer) to craft the item.

Thus, aset of chain mal (AC 5) is cdculated thisway: 10— 5 = 5; 5 x two weeks
=ten weeks. It takes 10 weeks to make a suit of chain mail.

Standard Costs to Manufacture Armor

Armor Retail Materials Time  Apprentice& Total

Piece Value Cost (gp) Taken Overseer Cost
Banded Mail 200 100 12 wk 48 * 148
Brigandine 120 60 8 wk 32* 92
Bronze plate 400 200 12 wk 114 ** 314

Chain mall 75 38 10 wk 20 *** 58



Fed Plate 2000 1000 16 wk 304 + 1304

Full plate 7000 3500 18 wk 342 + 3842
Helm/greet 30 15 4wk g x** 23
Hdm/basnet 8 4 1wk 2 x** 6
Hide armor 15 7 8wk 8 ++ 15
Leather aamor 5 1+++ 4 wk 4 ++ 5
Padded armor 4 0 +++ 4wk 4 ++ 4
Paemal 600 300 14 wk 133 ** 433
Ring mall 100 50 6 wk 24 * 74
Scdemall 120 60 8 wk 32* 92
Shidd/body 10 5 2wk 4 *x* 9
Shidd/buckler 1 O+++ 2 wk 1++ 1
Shiddmedium 7 3 2wk 4 *x* 7
Shidd/amdl 3 1 2wk 2 x** 3
Splint mail 80 40 12 wk 24 *x* 64
Studded Ithr 20 10 6 wk 6 ++ 16
Barding:
Chain 500 250 10wk 190 + 440
Full plate 2000 1000 16 wk 304 + 1304
Full scde 1000 500 8 wk 152 + 652
Half brig. 500 250 6 wk 114 + 364
Half padded 100 50 2wk 38+ 88
Hdf scde 500 250 8 wk 152 + 402
Lthr/Padded 150 75 4 wk 75 + 150

* Two apprentices, no overseer

** One apprentice, ¥2 overseer

*** One gpprentice, NO overseer

+ Two apprentices, one overseer

++ 1% apprentice, no overseer

+++ Cost reduced because of easy availability of materids, cost of "0 gp" means cost
isanegligble

For pieces of armor which don't grant specific AC bendfits (like hdmets), figure
thetimeat 1 week per 7.5 gp vaue. Thus, agreat hem would take four weeks to
make (it costs 30 gp); abasinet, one week and afew hours of the eighth day (it costs 8

ap).

Cost to Craft Armor

And it does cost money to craft armor. The cost is:

(8 About hdlf the "retail vaue' of the armor piece for materids; plus

(b) The cost of maintaining one or two apprentices during the time it takes to
make the piece; plus

(c) Additiona cost based on how much of the overseer's time and attention the
project takes. (The project may take one or two overseers full-time on the project,
may take only half one overseer's time on the project, or may take none of the
overseer's time—the latter congtitute projects that the apprentices can do dl by
themselves, mostly unsupervised.)

The previous table shows standard costs to manufacture armor.



In usua circumstances, the difference between the Total Cost and the Retail Vaue
is the shop's profit when it sdlls a piece of armor.

Asyou can see from the table, hide armor, lesther armor, padded armor, medium
shidds and smdl shidds are little-to-no-profit propositions. However, they keep the
apprentices paid and keep work in the shop.

Playing With These Numbers

Now, the costs given above are not the finad word on how much it costs to make
armor. With your DM's permission, you can skew these numbers around (both up and
down) through the following means.

Firgt, you can put extramen on ajob. (Important Note: If overseers are drafted to
do apprentice-level work, one overseer counts as two apprentices.) Y ou can only put
extramen on ajob in increments of the origina number of men required for the job:

In other words, if the job required two apprentices, you don't see an improvement in
speed until you assign two mor e gpprentices to the job. At that point, you cut the
speed of thejob in half.

Example: Fromthe chart, you see it takes one apprentice with no overseer ten
weeks to work up a set of chain mail. That's a standard in the armorer's industry;
they'll alwaystell you it takes ten weeks to work up a chain mail hauberk. But in an
emergency situation, they could put an extra apprentice on the job (either have two
working on it at once, or have one on the "day shift" and one on the "night shift").
With twice the available manpower, it would only take half the time, or five weeks, to
create the chain mail.

Second, if the Overseer is a player-character, he doesn't have to pay himsdf as
much. Thisis usudly the case with armorers when they first go into business for
themsdaves: They pay the cost for materias and the cost for their apprentices, and
whatever they have left over isther own sday, evenif it ismuch lessthan the 15
gp/week standard mentioned above. (That number, 15 gp/week, represents afirm
lower-midde-class sandard of living; an armorer who earnsless will beliving a a
lower-class tandard of living.)

With that in mind, we can re-interpret some of the numbers above. Let's say that
we have one player-character armorer who wants to work up a set of hide armor.

Hide armor normdly takes up haf the work-day of one gpprentice for eight
weeks. It costs 7 gp in materids, and he can sl it onthe usud market for 15 gp. If
just the chief armorer, who counts as an Overseer if his Armorer ability check is12 or
better, works on thisitem done, it will take him only two weeks to make the hide
armor (remember, an Overseer counts as two gpprentices, therefore, he's putting four
times the manpower on the task asit customarily requires, thus cutting the time
required to one-fourth, or two weeks). If he can sdll it for 15 gp, he's made 8 gp. He's
earning ameager 4 gp aweek, which is better than a poverty-level wage, but lessthan
middle-class.

Chance of Failure

It would seem that the thing to do would be to set up an armorer's shop and just
build field plate and full plate, which are the most profitable items of armor.
However, that isn't necessarily so.

Thisis because, for every item of armor you make, you have to make an Armorer
Ability Check. At the end of the armor-making period, the most experienced (highest



ability check) character who worked continuoudly on the project makes his Armorer
ability check. If he passesthe check, the armor isjust fine. If hefallsit, it's flawed.

If the character missed hisrall by 1, 2, 3, or 4, the armor looks just fine. The
maker knows it's flawed, but this will not be obvious to anyone on casud ingpection,
and only another armorer will be able to detect that it'sflawed . . . and only with
careful inspection. Thistype of flawed armor functionsa 1 AC higher than it should
(thus flawed full plate would be AC 2 instead of 1). If the flawed armor is ever struck
inred combat with anaturd to-hit roll of 19 or 20, it "bresks' (cavesin, plits open,
etc.). Its AC goes up 4 (thus our flawed full plate would shoot from AC 2 to AC 6).
And because it's broken and hanging wrong, it hinders the player; until he can take it
off (thistakes 1d4 rounds), he moves a haf his normal rate and suffers a—4 pendty
todl of hisattack ralls.

Obvioudy, most reputable armorers would never sell a piece of flawed armor.
They have their reputations to protect, so they throw it away. They take alossin
money equd to the Total Cost of the armor from the chart above.

If the character misses hisroll by 5 or more, it's obvious to anyone, with casud
ingoection, that the armor is flawed. No one will buy it a the norma retall vaue. The
armorer might be able to sl it at hdf the Tota Cost vaue to someone desperate for
chegp armor, someone who's willing to take the risk of wearing flawed armor. If he
cant Al it, thistoo isatota loss.

Findly, not dl armor isthe samein the leve of difficulty it requiresto
manufacture. Some armor is Smple enough that gpprentices can work on it one.
Someis so complicated that only master armorers should oversee thiswork. And
hiring a master armorer costs more than just hiring anorma overseer.

The chart below shows the relative difficulty of manufacturing these different
types of armor.

Armor Type Modifier to Armorer
Proficiency Check

Banded Mail +1
Brigandine +1
Bronze plate 0
Chain mal +3
Feld Pate -3
Full plate -3
Hem/great +3
Henm/basinet +3
Hide armor +3
Leather armor +3
Padded armor +3
Pate mall 0
Ring mall +1
Scdemail +1
Shield/body +3
Shied/buckler +3
Shidd/medium +3
Shidd/smdl +3
Slint mall +3
Studded leather +3

Barding



Chan
Full plate -3
Full scde
Half brig.
Half padded
Hdf scde
Lthr/Padded

o
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Asyou can see, making field plate and full plate isarisky propostion. Only the
best of independent armorers will undertake such atask because the potentia losses
are S0 great. (On the other hand, a hirding armorer will do it whenever his employer
says, because dl the financid risk ishisemployer's) And player-character armorers
run these same financia risks when they try to meke fidd plate and full plate for
themsdlves or their friends.

Added Expenses

If the DM wishes, he can add to the grief of a player-character armorer by
confronting him with alot of the hidden expenses of any such operation:

Bribery: In many places, locd officidswill expect alittle graft in order for them
to process the necessary permits efficiently and regularly. If the PC doesn't pay up,
those permits take along, long time (months) to be processed, and during that time
the PC can't operate aretail armorer's shop.

Theft: Armorer's shops can be burglarized just like any other operation. Thieves
are quite willing to sted some high-qudity armor goods and fence them lsawherein
the city. Depending on the qudity of the merchandise lying around in the shop, this
can be a serious financid blow for the shop.

Unclaimed Goods. Sometimes a patron who custom-orders a piece of armor
never shows up to buy it. Maybe he's been killed in the meantime; maybe he ran low
on funds and decided not even to tell the armorer of his misfortune. And if the custom
piece of armor was decorated or fine-tuned to that specific customer (for example, if it
bears his coat of arms or unusua decoration), it could be that no one dseiswilling to
buy it . . . except a heavily discounted prices.

Unsold Stock: Armorers don't just work up pieces of armor to order. The armorer
fabricates numerous examples of the most common sorts of armor (leather and padded
armor, shields) for the casua customer and as practice for the gpprentices. Not al of
this gets sold, and a piece that is never sold is afew gold pieces out of the shop's
coffers.

All indl, it may be sdfer, financdly, for aplayer-character to be afull-time
adventurer and only a part-time armorer.

Player-Character Workshops

Often, a PC Armorer who is aso an adventurer will set up an armorer’s shop and
crew it with asingle overseer and two apprentices. This shop's duty will be to keep
the PC supplied in armor; aso, whenever the PC returns home, he can, if he wishes,
operate the shop, especidly in the "off-shift" (whichever shift the regular crew is not
operding it).

If he does hire an overseer, hélll have to pay the rates according to the overseer's
ability, as described above.



Note that a PC Armorer can make armor for his friends. He can't avoid paying the
minimum cost for the materids, of course. The character can carry atent and
leatherworker's shop on the back of a horse, so he can work on any sort of all-leather
or padding armor while on the road. But on the road, he can only get in a couple of
hours work per day, so multiply al armor-making times by four to determine how
long they take.

The character who does dl this extrawork will be alittle more tired than his
fdlows, reduce his Intelligence ability check to spot upcoming dangers.

Repairing Armor

If you use the optiond rules for damaging armor found in this rule book's Combat
chapter, you can dso use the Armorer proficiency to repair damaged armor.

It costs the armorer 1/100th the armor's retail value for each Damage Point that he
repairs. Again, that's the cost to the armorer, which assumes that gpprentices are
doing the work, and unsupervised; apprentices can perform al armor-repair functions.
The cost to the armorer, compared to the gpprentice's wage, shows you how long it
takesto repair (2 gp/week for one apprentice, remember).

Example: A set of chain mail has taken 10 points of damage in combat. The owner
bringsit in to be repaired. Retail value of chain mail is 75 gp, so the cost to repair
each point of damage will be .75 gp, or 75 cp. The armorer repairs the 10 points of
damage, which costs him 750 cp (75 sp). Thisislessthan 1 gp, so the apprentice
doing the repairs takes about two days to fix the chain maul hauberk.

Armorerstypicaly charge a50% profit on repair jobs. In the example above, the
armorer's cost was 75 sp; therefore, he'd charge the customer about 115 sp for the

repair job.
Repairing Magical Armor

Magica armor is repaired in exactly the same way. Base the cost for repairs on the
normd retall vaue of thearmor asif it were not magical.

When magicad armor is damaged, holes may be driven into it, but the basic
enchantment is unchanged. Therefore, the armorer doesn't have to have repair
materids enchanted to "match”" the origina armor; al he hasto do is patch up the
holes and the armor will be fixed. Typicaly, the armorer will not even know that he's
working on magica armor.

Of course, aswe discussin the Combat chapter, if aset of magicd armor is
damaged s0 severdy that the enchantment is ruined, nothing a normal armorer can do
will repair it. Armor that serioudy damaged is ruined even as norma armor; an
armorer won't be able to fix it.

Bowyer/Fletcher

The materid on the Bowyer/Hetcher proficiency from the Player's Handbook,
page 58, isdl correct for use with this supplement.

A st of bowyer/fletcher's tools, which can be used at maximum efficiency by one
character, costs 10 gp. (It's 15 gp for a set which can be used smultaneously by three
workers, and +7.5 gp per +3 workers which can work smultaneoudy.) The
bowyer/fletcher is not required to set up aworkshop; he can work by himself in the



fidd, if he chooses. If he choosesto set up a permanent shop, tents and huts cost the
same as what's ligted for the leatherworker's shop (above, under "Armorer™).

Note that the congtruction times listed in the Player's Handbook presume that he's
working afull week. If he'straveling or adventuring and working on bows and arrows
in hisspare time, multiply al crafting times by four. Thus, along or short bow takes
four weeks.

Cost of materias for arrows and norma bows is negligible. If the character is
trying to make awegpon of truly fine qudity, he must either pay 50% of the wegpon's
normd retail value for exceptionaly fine woods, or add an extra 100% to the time it
takes to craft the weapon; the extra time congtitutes him having to look for the perfect
wood and materidsin the wild.

Weaponsmithing

The text on Wegponsmithing proficiency from the Player's Handbook isbadcaly
correct, but let's elaborate on it.

As mentioned, a weaponsmith does need to have a smithy. The costs for having a
amithy are given above in this section, under "Armorer.” In fact, the same smithy can
be used for armoring and weaponamithing.

The Weapon Construction numbers on Weapon Construction table on page 65 of
the Player's Handbook are correct. It congtitutes one Overseer-leve wegponamith
working by himsalf and crafting wegpons of average qudity. An Overseer
wegponsmith working with two apprentices cuts the time in half. The time indicated
on the chart should be converted to weeks so that you can compare the wegponsmith's
times with the armorer's; consider 5 days on the chart to congtitute one week.

Weaponsmithing Failure

When constructing aweapon, at the end of the weapon-making process, the
wegponsmith makes his Wegponsmithing proficiency ability check. Hell usethe
Proficiency Modifier based on the weapon and the weapon qudity he's trying to
achieve;, see the chart below, under "Wegpon Quadlity," for that modifier.

If he successfully makes his check, he's created the weagpon he wanted to creste.

If hefalsby 1, 2, 3, or 4, he's created a wegpon that looks like what he intended
to make. . . but he knows it has a serious structura flaw. In area combat, if the
wielder rollsanaturd 5 or less on his attack roll, the weapon breaks and is usaless.
(For some reason, it just won't break in practice combats. . . only inthered thing.) He
can ill sal the wegpon, of course, but eventudly, after he's done this sort of thing a
few times, his reputation as a craftsman will be utterly ruined. It's better just to break
the item, sl it asawadl-hanger, etc.

If he failsby 5 or more, the weapon breaks and is ruined during the last stages of
the creation process (for example, when it's being cooled after heat-tempering).

Weapon Quality

It is possible to construct wegpons of different quaity than just average.

Poor qudity weapons are shabbily made. They look bad, and like the flawed
wegpons described above, they break on anatura attack roll of 1 to 5. They don't hit
aswdl (thisis a pendty to the attack roll) or do as much damage (pendty to the
damage) as their average-qudity equivaents.



Average qudity weagpons are not especialy notable; they get the job done, they're
reliable, and they're inexpensve. Unless otherwise noted, al (non-magica) wegpons
listed on chartsin the AD& D® game are of average qudlity.

Fine quaity wegpons are very well-made. Each will have one specific bonus:
Either a+1 to attack rollsor a+1 to damage. This bonusis not magicd; it comes from
improved balance, sharpness, etc. (The wegponsmith determines, when hel's making
the weapon, whether hel's trying to make it more accurate or make it hit harder.) They
a0 cost alot more than average weapons. Enchantments are typicaly made on
wegpons of at least Fine qudlity.

Exceptional quality wegpons are like fine wegpons, but have both bonuses:
They're +1 to atack rolls and +1 to damage. They're S0 very expensive.

The following ligt, adapted from the list on page 65 of the Player's Handbook,
shows the differencesin cost and time to create wegpons of these different levels of

qudity.

Timeto Construct

Weapon Type Poor Average Fine Exceptional
Arrowhead 20/day 10/day  5/day 1/day
Batle Axe 5 days 10days 20days 45 days
Hand Axe 2 days 5 days 10days 20 days
Dagger 3 days 5 days 10days 20 days
H. Crossbow 10 days 20days 45 days 90 days
L. Crossbow  8days 15days 30days 60 days
Fork, Trident 10 days 20days 45 days 90 days
Spear, Lance  2days 4 days 10days 20 days
Short Sword 10 days 20days 45 days 90 days
Long Sword  15days 30days 60days 120 days
Sword 20 days 45days 90 days 180 days

EffectsOn Mod. to
Prof

Performance Check to
Weapon Quality Attack Damage Breaks Craft
Poor -1 -1 1-50nd20 +2
Average 0 0 1 on d20* 0
Fne +1 +1 * -2
Exceptiona +1 +1 *x —4

* Thisisn't an automatic breek; it bresks only if the DM fedslikeit.

** Fine weapons get either a +1 to attack rolls or +1 to damage, not both. Fine and
Exceptional wegpons break only in remarkable circumstances, as dictated by the DM
(for example, a powerful enemy rolling anatura 20 when hitting the wegpon, or the
character ralling anaturd 1 when gtriking a an artifact).

Weapons Not Shown

If you're trying to construct a wegpon not shown on this chart, compare it to the
most Smilar wegpon thet is on the chart and use those vaues. (The DM hasthe find
say on what is mogt smilar.) For instance, if you're trying to create a haberd, that's
closest to afork or trident. If you're trying to create a bastard sword, that's closest to a



long sword.
Money and Equipment

The Complete Fighter's Handbook follows dl the normd Player's Handbook
guiddinesfor the character'sinitid money and equipment . . . usualy. Use of some of
the Warrior Kitswill dictate differencesin the way some characters spend their

beginning money.
Magic

Some warrior characters (Paadins, Rangers, and multi-class Fighter/Mages and
Fighter/Priests) do have spells. At this point in the character creation process, for the
muilti-class characters, you and the DM will have to determine the character's pdlls.
(Pdladins and Rangers wait until 9th and 8th levels, respectively, to get their pdlls, so
you don't have to worry about them for awhile.)

Experience

Here's an option you ought to think about if you're planning to run especidly
heroic, combat- heavy adventures or campaigns.

Y ou might wish to start dl beginning player-characters out at 3rd experience level
ingead of 14t. This makes them abit tougher, a bit more heroic, and alot less fearful
about dying with the first blow of their firg fight.

However, if you prefer to have your beginning characters a bit more nervous and
defensive, then it's certainly more gppropriate for you to start beginning characters at
14 levd.

Character Sheet

At the back of the book is a character sheet especidly suited for use with The
Complete Fighter's Handbook. Take alook at it, and then wéelll discussit in greater
detail.

Front of the Sheet

In the top box of the character sheet's front, you put dl the vitd statistics of the
character: His name, physicd and racid characteridtics, his character class, his
Warrior Kit (if he uses one—see the Warrior Kits chapter), dignment, current
experience leve, his current experience earned, and the amount of experienceitll take
him to reach the next level.

In the second box, you put dl the information relating to the character's Six ability
scores (Strength, Dexterity, Congtitution, Intelligence, Wisdom, and Charisma). All
this information comes from the charts in the Player's Handbook, pages 14-18.

In the third, narrow, box, you write down any bonuses and abilities the character
receives based on his race; for instance, if hel's an dlf, you'd put something like "90%
resstant to deep and charm; +1 to attack rolls with bow, short sword, long sword; can
surprise opponents,; infravison; 1 on d6 to detect secret doors (1-2 on d6 when
looking, 1-3 for portals).”

In the fourth box, you write down many of the character's game- mechanic notes:



How many hit points he has, how his hit dice are caculated (with Fighters, you'd
write"d10"), what hisAC is, what his THACO is, what his saving throws are, notes
on hisfollowers and any specid abilities or redtrictions from his character class
choice (especidly appropriate with paladins and rangers), and his Spell Progresson
(if any; this, too, is especidly appropriate for paadins and rangers).

In the fifth box, you note down any modifications made to the character by the
Warrior Kit he chooses (again, see the Warrior Kits chapter for details).

In the sixth (bottom) box, you record any of the character's skill-type abilities His
languages, his weapon proficiencies (and pecidizationd!), and his nonweapon
proficiencies.

Back of the Sheet

The back of the sheet is used mostly for equipment ligts.

The top box is used to record his wegpons, here, you can put dl the information
found on the Weapons Table (Player's Handbook, page 68).

The second box is used for short descriptions of important equipment, especidly
magicd items.

Thethird box alows the player to indicate where al his character's important
possessions are normally kept. The DM should insst that the players use these blanks;
it helps prevents mistakes from being made in an adventure. ("Of course | have my
Saff of the Magi dong! | dways have it taped to my Saff of Power! No, redly!™)

And in the bottom box you can make any other notes pertinent to the character.

The Next Step In Character Creation

For the next step in our warrior-oriented character creation process, turn to the
Warrior Kits chapter, which followsimmediately.

Warrior Kits

Sometimes it's just not enough to be a Fighter, Paladin or Ranger. Each of those
classesisalot of fun, but theré's nothing which says you want to be restricted only to
three types of fun.

S0, here, were going to show you how to create and play other sorts of warrior
characters.

Kitsand Warriors

Each specid warrior described in this chapter is defined as aKit of different
characterigtics. The Kit conggts of the following dements:

Description: This paragraph talks about what the warrior is. It's agenera
description of the appearance, manner, cultural background and use of the character in
acampagn. It dso liss any requirements necessary for the character to take the Kit;
for instance, to be an Amazon, a character must be femde. (Surprise!)

Role: This paragraph describes the role of thiswarrior in the society that spawned
him and in an ongoing campaign. A Samural has adifferent culturd rolefrom a
Wilderness Warrior, even if both, say, are Paladins.



Secondary Skills: If you're using the Secondary Skillsrulesfrom AD&D® 2nd
Edition, then your Kit may require your warrior to take a specific kill; the character
may not be able to choose or random-rall his Secondary Skill.

Weapon Proficiencies. You must usethe AD& D® 2nd Edition game rulesfor
Wesgpon Proficiencies in order to use these Warrior Kits. Mogt of these Kits will
require your warrior to take specific wegpon proficiencies. A Samurai wouldn't be the
same without his katana, or a Noble Warrior without his lance, for example.

When required to take a specific Weapon Proficiency, the warrior must take that
from the number of dots he has available to "spend.”

Nonweapon Proficiencies: You aso must use the Nonweapon Proficiencies rules
from AD&D® 2nd Edition, as many Warrior Kits require your character to take
gpecific nonweapon proficiencies. (For ingtance, it's foolish to be a Pirate without
Seamanship, or aWadieland Rider without Riding.)

But these required Nonweapon Proficiencies are bonuses—given in addition to the
nonwegpon proficiency choices you normaly choose. Sometimes a bonus proficiency
will come from a group other than the General or Warrior groups, but, Snceit'sa
bonus, it doesn't matter how many extra dotsit would otherwise be required to
occupy.

Some proficiencies will merely be recommended, not required. When achoiceis
recommended, it is not given to the character; if the character decides to take this
nonwegpon proficiency, he takes it from the number of choices he has.

If you wish, you can use both Secondary Skills and Nonwespon Proficienciesin
your campaign, but you'll find that character creetion is Smpler and more consstent if
you use only the Proficiencies rules.

Equipment: Some Warrior Kits gravitate toward certain types of equipment.
Noble Warriors tend toward heavy armor and wesgpons such as swords and lances,
Pirates lean toward cutlasses, throwing knives, light or no armor, and the like.

These equipment listings aren't redly restrictions or hard-and-fast rules. A Pirate
on shore may wish to deck himsdlf out in full plate, for instance. But in normal
circumstances, a character should gravitate toward the types of equipment appropriate
for him, and the DM mugt steer him toward such equipment types.

For example, the pirate who kegps his full plate on while aboard ship will be
knocked overboard time and time again as areminder of why pirates don't usually
wear such cumbersome stuff. As he's being dragged to the ocean bottom, he can
reflect on his mistake. A noble warrior who wears legthers when joudting will dmost
certainly get what he deservesfor hisfolly.

Special Benefits: Most Warrior Kits have some specia benefits that others don't.
Often, they're defined as specid reaction bonuses among certain classes of society,
specid rightsin certain cultures, and so forth. Other benefits are more unusud or
dramatic: The Berserker can cal on hidden resources of strength and vitality whenin
combat, for instances.

Special Hindrances: Likewise, each Warrior Kit has certain disadvantageswhich
hinder him. Rirates are sought by the authorities; Amazons face discrimination in
mae-dominated societies.

Wealth Options: Some Warrior Kits have specid rules regarding their wedth.
The Noble Warrior, for instance, will begin play with more starting gold than some
other Warrior Kits. However, he's also required to maintain a higher standard of living
than the others. If he failsto do so, he temporarily loses some of his Specid Benefits.

Races: Each of these Kitsis written with the human character in mind, and this
paragraph describes what happens when you have a demihuman character instead.



The DM will have to ask himsdf if he wants certain race’Warrior Kit combinations
(Savage Elves? Dwarf Amazons? Noble Halfling-Warriors?). If he does dlow them,
this paragraph will make notes on recommended racia modifications. For instance,
the Noble Dwarf-Warrior will be required to be proficient with axe and hammer
rather than sword and lance, and won't be required to be arider.

An Important Note

In the following sections, severd Warrior Kits get reaction bonuses and pendties
as part of their Specid Benefits and Specid Hindrances. A word of caution needs to
accompany them.

Inthe AD& D® game, when acharacter is very charismatic, he getswhet is called
a"reaction adjustment.” (See the Player's Handbook, page 18.) When the character
has a high Charisma and receives a bonus, it's expressed as aplus. +2, for instance.
When he has alow Charisma and receives a pendlty, it's expressed asaminus. -3, for
example.

However, when you roll the 2d10 for encounter reactions (see the Encounter
Reactions Table, Dungeon Master's Guide) p. 103, don't add the bonus (+) or
subtract the penalty (-) fromthe dieroll. Do it the other way around. If the character
has a Charisma of 16, and thus gets a +5 reaction adjustment, you subtract that
number from the 2d10 die rall. (Otherwise the NPCs would be reacting even more
badly because the character was charismatic!)

Kitsand the Warrior Classes

In generd, each Kit can be used with each of the three warrior classes. Y our
character can, for instance, be a Barbarian Fighter, an Amazon Pdadin, or a Samural
Ranger.

Some choices may be alittle questionable. For example, it's not likely that you'l
be playing a Firate Pdadin. However, it is possible. If your band of pirates, in happy-
go-lucky movie tradition, attacks only the wicked, frees al innocents, and performs in
an otherwise mostly- honorable fashion, they're obvioudy not an evil group and a
paladin could adventure among them. If that's the sort of pirate campaign you and
your DM agreeto play, then that'sfine.

When one warrior class cannot choose a specific Warrior Kit, the exceptions will
be noted.

Kitsand Character Creation

Y ou can only take one Warrior Kit for your character.

Y ou can only take a Warrior Kit for your character when that character isfirst
created.

There's an exception to that second rule: If you and your DM both want to
integrate these rules into an existing campaign, and both DM and players can agree
upon what Warrior Kit each existing player-character most closely resembles, then
you can use these rules for exigting characters, adding a Warrior Kit to each existing
character.

Once you've taken a Warrior Kit, you cannot change it. Later in the character's
life, he can possbly abandon his Kit; see"Abandoning A Kit," later in this chapter.



TheWarrior Kits

Following are several sorts of warriors represented by Warrior Kits. Before
alowing his players to choose Kits for their characters, the DM should review these
and make notes for himsdlf about them.

For each Warrior Kit, the DM has to choose:

(D) If hewill evendlow thisKit in his campagn.

(2) What additiona information he needs to give the players about each Kit.

(3) What changes he might wish to make to each Kit.

Let'stake the Amazon Kit as an example. ThisKit wasloosdy derived from the
Amazons of Greek myth. But this DM's Amazons may be subgtantidly different from
those.

So, fird, he hasto decide if hewill dlow this Kit in his campaign. If he has any
sort of Amazons on hisworld, he probably will dlow this. If he has no Amazons, then
he won't. Let's presume that he does.

Second, he hasto decide what additional information he needsto give the players
about the Amazons. In hisworld, let's say, the Amazons live on Lunyrra, a heavily
forested idand surrounded by dmost unscaleable cliffs, and make war on the
surrounding idands, when players are interested in playing Amazons, he gives them
that information in addition to the Kit.

Third, he has to decide what changes he wishes to make to the Kit. Since his
Amazons are salorsingtead of famous equestrians, he changes the required/bonus
Nonwegpon Praficiencies from Riding and Anima Training to Seamanship and
Navigation.

By these means, he has adapted the generic Warrior Kit below to his own
campaign world and made it fit in just as he likes.

Amazon

Description: Amazons are women warriorsin amae-dominated world. Ther
civilization might have been created by a deity who likes women warriors; or they
might have been women who rebelled from male dominations and decided to rule
themsdlves; or they might Smply have been matriarcha societies from long before
recorded history.

Whatever their origin, they now live in civilizations or communities where women
occupy the positions and roles traditiondly held by men—and, in the campaign, that
means especially the role of warriors and adventurers,

An Amazon culture may be smal (asingle town or idand) or large (an entire
country or continent), very advanced or very primitive. Some Amazon cultures keep
men as servants and daves, astern reversa of the former status; others have no men
in their communities, and take long holidays in order to vist friendly neighboring
tribes of men; others perpetuate their kind by being very hospitable to adventurers
passing through tharr territory. (In this last instance, some Amazon cultures,
afterwards, may decide to kill the adventurers; others don't.) For details of exactly
how the Amazon communities work in your campaign world, consult your DM. (And
give him plenty of time to come up with the answersif it's not something he's thought
about before.)

Traditionaly, Amazons are famous riders and breeders of horses. In their own
countries, they wear light armor and carry shidds, spears, swords and bows. In other
countries, if they are disadvantaged by their cultura weapons and armor, they quickly



adapt to loca weagpons and armor.

Herée's an important point to remember: In most campaigns, you don't haveto be
an Amazon to be afemale warrior; check with your DM for other waysto play a
femae warrior. The Amazons are merdly avery colorful and digtinctive type of
femdewarior. If aplayer wants to have afemae warrior character, the DM should
try to accommodate the player whenever possible, and shouldn't have to resort to
making the character an Amazon in order to dlow her to be awarrior. In just about
every red-world history and mythology, youll find femade warriorsin mae-
dominated societies; otherwise there would be no Joan of Arc or Atdanta of Cdydon.

There are no specid ability-score requirements to be an Amazon.

Role: In her own society, regardiess of the levd of civilization, the Amazon
warrior isvery highly regarded. She isthe defender of the whole civilization's way of
life, and every Amazon girl aspiresto grow up to be awarrior. But in the outer world,
and in the campaign in generd, the Amazon is a curiosity, often regarded asa
barbarian (no matter how cultured her civilization might be), stared at, whispered
about. The people of other cultureswill be suspicious of her, and she will probably
gtart out being uncomfortable around men who appear to be her socia equal—in her
eyes, they are the ones who are unnatural.

The DM will have to guide this Stuation carefully. Once the Amazon character
has proven hersdlf in combat to her outer-world alies, and once they have proven
themsalves in combat to her, there's no reason why they cannot be staunch alies.
NPCs may continue to trouble her, but player-characters should not; and the other
PCs should rise to her defense when NPCs make trouble for her; only the most
obnoxious of PCswould continue to give her trouble, and the other PCs certainly
shouldn't support his attitude.

Secondary Skills: Required: Groom.

Weapon Proficiencies: Required: Spear, Long Bow. (Amazon fighters can
Specidize only in Spear or Long Bow.) Recommended: Various axes, swords.

Nonweapon Proficiencies: Bonus Proficiencies Riding (Land-Based), Anima
Training. Recommended: Genera—Anima Handling, (Warrior) Animd Lore,
Armorer, Bowyer/Hetcher, Hunting, Running, Survivd, Tracking.

Equipment: When an Amazon character isfirst created, she must buy her
wegpons and armor from among the following choices only: Wegpons—Béttle Axe,
Bow (Any), Club, Dagger/Dirk, Hand or Throwing Axe, Javdin, Knife, Lance, Spear,
Sword (any); Armor—Shield, Leather, Padded, Studded L eather, Brigandine, Scale
Mail, Hide, Banded Mail, Bronze Plate Mail. Once she has adventured elsawherein
the world, she may purchase wegpons and armor from those regions.

Special Benefits: Mdewariorsin acivilization where femade warriors are rare
tend to underestimate the Amazon. Therefore, in any fight where the Amazon
confronts amae who is not familiar with her persondly or femae warriorsin generd,
she gets a +3 to attack rolls and +3 damage on her first blow only. Thisis because her
opponent's guard is down.

This doesn't work on player-characters unless the player is role-playing honestly
enough to declare that he, too, would underestimate her.

This ability doesn't work on some other types of characters.

An NPC who is wary enough not to underestimate the Amazon might, with a
successtul Intelligence check, see the attack coming and deny her the bonus;

A seasoned veteran (any Warrior of 5th leve or higher, or any other character of
8th leve or higher), in spite of his prgudice, will redize that sheismoving likea
trained warrior and keep his guard up, denying her the bonus.



If the Amazon hits an NPC with this attack, helll never again be prey to it; if an
NPC even sees an Amazon hit someone with it, helll never fdl for it himsdlf. But if
she missesthat firgt dtrike, then the target will continue to underestimate her and she
can use those bonuses again on her next gtrike.

Special Hindrances: The Amazon suffers a—3 reaction roll adjustment from
NPCswho are from male-dominated societies. This reaction adjustment goes avay
for characters who come to respect her, such as (presumably) her PC dlies.

Wealth Options: The Amazon gets the ordinary 50d4x10 gp as starting money.

Races: The Amazons from folklore and myth were humans. It's not difficult to
envison dvish or hadf-evish dlans of Amazons, ether; they'd follow the rules above
for human Amazons.

Itsalittle harder to envison dwarvish, gnomish, or hafling Amazons. But if you
do use such cvilizations

Dwarf Amazonswill have Axe and Hammer as their required wegpon
proficiencies, they are ftill Riders, but subgtitute swine for their mount of choice
(swine are very dangerous, and the prospect of aferocious she-dwarf on the back of a
biting boar is a daunting one).

Gnome Amazons will have Throwing Axe and Short Sword as their required
wespon proficiencies; their Bonus Nonwesgpon Proficiencies are Tracking and
Survivd.

Hafling Amazons will have Javein and Sing as their required weapon
proficiencies; their Bonus Nonwegpon Proficiencies are Endurance and Set Snares,
and you will have to presume that these halflings aren't as fond of ease and leisure as
the more common sorts of haflings.

Barbarian

Description: Thisisnot the barbarian of history, but the barbarian of fantasy
fiction. He's a powerful warrior from a culture on the fringes of civilization. Hes left
his hometo sl his skills and adventure in the civilized world—perhaps to amass a
fortune with which to return home, perhaps to become an important figure in this so-
cdled civilization. He's known for strength, cunning, contempt for the outer world's
decadence, and for adhering to his own code of honor.

The barbarian isusualy very strong; therefore, the barbarian must have a Strength
ability score of 15 or more. A character can come from a barbarian tribe and have a
lower Strength than that—but he cannot have the Barbarian Kit.

Role: The typicd RPG barbarian is a powerful, dangerous figure, as though he
were an anima totem in human skin. In a campaign, he's a front-line fighter with
some specid skills and a very different outlook than the rest of the characters; his
player should dways play him as someone from a different land, someone whose
likes and didikes and perceptions are based on a different culture. (If you play him as
just another warrior from down the street, you lose alot of the mystique the character
has.)

If the PC party has no red leader, he may gravitate to that role; if it has a good
enough leader, hell probably stick to being a specidist in the things he does well.

Secondary Skills: The DM will decide, based on the character's background,
what sort of secondary skill would be required. Most barbarian tribes have a required
skill; atribe that mekesits living by fishing would have Fisher asits required
secondary skill.

Weapon Proficiencies. Required: Béttle Axe, Bastard Sword. (These are the



classicd fiction-barbarian wegpons, the DM may decide to subgtitute others more
gopropriate to his own world.) Barbarian fighters may specidize in any wegpon, but
are not likely to encounter unusua wegpons (like lances, quarterstaves, flails, peculiar
polearms) until they reach the outer world. Recommended: Bow (any), Sling, Sword
(any), War Hammer.

Nonweapon Pr oficiencies; Bonus Praficiency: Endurance. Recommended:
General—Anima Handling, Anima Training, Direction Sense, Fire-Building, Riding
(Land-Based), Weether Sense, (Warrior) Blind-Fghting, Hunting, Mountaineering,
Running, Set Snares, Surviva, Tracking, (Priest—cogts twice the listed number of
dotsif Fighter or Ranger, or just the listed number if Paadin) Herbadism, (Rogue—
costs double dots) Jumping. The DM iswithin hisrightsto insst thet the Barbarian
character take aproficiency in the triba specidty (Fishing, Agriculture, whatever) if
the DM so wishes.

Equipment: The character, when he spends his starting gold, may not buy armor
heavier than splint mail, banded mall, or bronze plate mail. Outsde histribe, once he
has adventured in the outer world, he can use any type of armor without pendty.

When he spends his starting gold, he must limit himsdlf to wegpons the DM says are
appropriae for histribe—the usuad group of weaponsincludes battle axe, bows (any),
club, dagger or dirk, footman'sflail, mace, or pick, hand or throwing axe, ding, spesr,
or sword (any).

Special Benefits. Barbarians are impressive because of sheer strength, intengty,
and anima magnetism; this gives them a +3 reaction adjustment bonusin certain
gtuations.

Whenever the barbarian character achieves areaction roll of 8 or less (including
Charisma and racid bonuses), you subtract the modifier. That is, if the reaction is
postive a dl, it will be even more posgitive than it otherwise would have been.

Example: Torath the Toranaran is a Barbarian with a Charisma of 15.
Encountering a knight who could be friend or foe to him, he speaks with the knight in
a friendly fashion. The DM rolls his Encounter Reaction and achieves an 11 on 2d10.
On the "Friendly" column of the Encounter Reactions chart from the Dungeon Master
Guide, thisisa "Cautious" reaction.

But wait—his charisma gives hima + 3 bonus. The 11 becomes an 8, till an
indifferent reaction. But because he's reached an 8, his Barbarian bonus comes into
play, making the final reaction roll a 5: A friendly reaction.

Special Hindrances: All that impressiveness can work againgt the Barbarian, too.
Whenever the barbarian character achieves areaction roll of 14 or more, he takes an
additiond —3 modifier. That is, if the reaction is negetive at dl, it will be even more
negative than it otherwise would have been—the barbarian is scary, and the other
person overrescts.

Example: Torath next meets a suspicious witch, and is indifferent toward her. On
the "Indifferent” column of the Encounter Reactions chart, the DM rollsa 17.
Torath's Charisma bonus of 3 reducestheroll to a 14, but it's still enough that his
Barbarian penalty just shoots it right back up to a 17 again. The witch becomes
Threatening.

Wealth Options: The Barbarian gets the sarting gold for a Warrior (5d4x10 gp),
but he must spend it al (before starting play) except three gp or less; he can have
some pocket change when he reaches civilization, but must be close to penniless.

Races. Demihuman Barbarians follow the same rules. Dwarves are perhaps the
most admirably suited to being Barbarians. The DM will have to decide whether his
elves, haf-eves and gnomes are brooding and menacing enough to be Barbarians, the



guestion is even harder with the leisure-loving hdflings. But if the DM wishesto

dlow any or dl of these demihuman races to have Barbarians among them, he may.
Final Note: Most classic fantasy-fiction barbarians are male, but this Warrior Kit

can certainly be taken by femae characters, with dl the Kit's requirements, benefits,

and hindrancesin effect.

Beast-Rider

Description: The Beast-Rider isawarrior in atribe or clan (usudly a barbarian
tribe) which has a drong &ffinity for one type of animd. The animd is the totem of
the tribe, and the Beast- Rider makes friends very easlly with that type of animd and
cantranitinto ariding-beast. . . evenif it'satype of anima not normaly considered
ariding-beast.

In acampaign, the Beast-Rider is an exotic warrior who is notable for hiskinship
with his animd; like the Barbarian, he brings awild, outsder's atitude into the
adventuring party. His anima aso has ahilities which can benefit the adventuring
party. However, the more unusua the animd is, the harder it isto accommodate in dl
gtuations: It's no problem to stable ahorse at the inn, but just try stabling agrest
white wolf, awild boar, or adolphin!

To be a Beast-Rider, the character must have a Charisma of at least 13. (Naturdly,
there are members of the Beast- Rider's tribe who are not themselves Beast-Riders; the
Beast-Riders are the tribe's dite warriors.)

Role: Asmentioned, in his own society, the Beast- Rider is the eite warrior, and
he commands alot of regpect among his own kind. Outside histriba grounds,
however, he's very definitely an outsder. His barbarian mannerisms and his obvious
and very unusud friendship with his anima set him apart from most societies.
Because of this, the Beast- Rider may become especidly attached to the other player-
characters (if they trest him as an equal and not afresk), even if hed never admit it to
them.

The DM needs to reinforce this socid role by having NPCs react to the Beast-
Rider's strangeness. For instance, NPCswill be leery of spesking to or negotiating
with the Beast- Rider if therés amore "civilized" character on hand to perform those
functions. The DM needs congtantly to use the Beast- Rider's reaction modifiers, listed
below under "hindrances."

Secondary Skills: If you're using the Secondary Skills rules, the character must
take the Groom (Anima Handling) secondary skill.

Weapon Proficiencies. Required: None. Recommended: All the wegpons
commonly associated with mounted warriors—Bow (composite short, and short),
Horseman's flail, Horseman's mace, Horseman's pick, Lance (any, according to the
sze of the animadl), Spear, Bastard Sword, Long Sword.

Nonweapon Proficiencies: Bonus Proficiencies. Animd Training, Riding (Land-
based). The character must declare which one sort of anima both these proficiencies
pertain to. Recommended: Genera—Anima Handling, Direction Sense, Fire-
building, (Priest) Hedling (specificdly veterinary), (Warrior) Animd Lore, Hunting,
Mountaineering, Set Snares, Surviva, Tracking.

Equipment: When heisfirgt created, the Beast- Rider may only have Hide,
Leather, or Padded armor (plus shidd and helm). Later in the campaign, he may
switch to more advanced forms of armor. . . aslong as his mount can carry him and
the armor both, of course. When firgt created, he may have only wegpons from the list
above under "Wegpon Proficiencies” (The DM may change or add to thislist to



reflect specific culturd details of the Beast-Rider's tribe.)

Special Benefits: The Beast-Rider has an amazing rgpport with one type of
anima. The animal must be of a species normaly strong enough to carry the Beas-
Rider and act as a mount. With the DM's permission, the Beast-Rider character getsto
decide what sort of animd thisis, the DM is encouraged to disalow any sort of
animd that will give the Beast-Rider agresat advantage in the campaign (for example,
apegasus or griffon).

The Beast-Rider gets a+5 positive reaction adjustment whenever deding with
these animas. Hefindsit easy to make friends with them; on adie-roll result of 9 or
less (on the "Hostile" column of the Encounter Reactions Table, Dungeon Master's
Guide page 103), he can even persuade atacking animds of this sort to leave him and
hisdliesaone.

Additionally, the Beast- Rider begins play in the campaign with one of these
animas as his persond friend and mount. This animd is devoted to him and will risk
(or even sacrifice) its own life to save the character; and the character is expected to
behave the same way toward his mount. (If he doesn't role-play this attachment to his
animal, the DM should decide that the character has abandoned this Warrior Kit, as
per the guiddines given later in this chapter.)

The Beast-Rider has atelepathic rapport with his animal. When in contact or
visud line of sght with hisanimd, he can tel whét the beedt is feding, even thinking
if it has someintdligence; he and the anima can communicate with one another
without gppearing to. When the two are not within line of sght with one ancther, each
will know the other's emotiond state and whether or not the other is hurt; each will
know the direction to trave to find his friend, and the gpproximate distance (a
hundred yards, an hour'stravel, severd days travd, for instance).

If the animal ever dies, the Beast-Rider can choose another animal of the same
type as his companion. However, the DM must include this Situation as part of the
campaign story: The character must seek out another such animad, and may only be
satisfied with the hedlthiest, Strongest, grestest examples of this animd (in other
words, if the character appears to be content to settle with less, the DM tellshim,

"Y ou sense you won't be able to bond with thisanimd . . . "); then there must be some
sort of bonding ritud between beast and man (for example, a physical combat where
the human must be able to saddle and ride the animd in pite of its spirited attempts

to throw him). Only then can the character have his new animal.

Following isalig of many animas which are gppropriate mounts for the Beest-
Rider. Note that not dl of them are included in the Monstrous Compendium® series,
if a player chooses one not included there, and the DM approves the choice, the DM
will have to work up the animd's abilities.

Bat, Huge *+ (mobat) (gnomes and haflings only may ride)
Bear

Boar

Buffdo

Came

Dolphin &

Dragon *+ (only adlowable in very high-powered heroic campaigns) Elephant
Griffon *

Hippogriff *

Horse

Hyaenodon



Lizard (Fire, Giant, or Minotaur)

Lobgter, Giant &

Pegasus *

Ray, Manta &

Sea-Horse, Giant&

Smilodon

Tiger, Wild

Unicorn (traditiondly, only virgin lavful-good femaes may ride)
Walf, Dire (evil characters could bond with a Winter Wolf)

* Hying animals do tend to change the nature of a campaign, especidly alow-leve
campaign, by making it easy for characters to go long distances quickly, to avoid
difficult terrain, eic. The DM should disallow any such choiceif it will cause
problemsin his campaign.

+ Since many of these cregtures are evil, the DM may have to introduce into his
campaign a nearly-identical race with neutral or good tendencies.

& Thisspecies only works if most of the campaign takes place in watery domains.

To cdculate the weight-bearing abilities of these animas, compare them to the ligt
on page 78 of the Player's Handbook. Choose the animd from thet list most
resembling your anima in Sze and mass, and then use the vaues for that animal.

Special Hindrances: As mentioned earlier, the Beast-Rider is out of place in most
societies. He takes a—3 negative reaction adjustment when meeting NPCs from any
culture but his own. (The player-characters do not have to be hostile to the Beast-
Rider if they do not wish, however.)

Also, should the Beast-Rider's animd ever die, whether it'sin the Beast-Rider's
presence or far away, the Beast-Rider immediately takes 2d6 points of damage and
must make a saving throw vs. spells. If he fails the saving throw, he behaves asif he
were amagic-user hit with feeblemind for the next 2d6 hours. Even if he makesthe
saving throw, the player should role-play the character's reactions—he's just felt,
through their telepathic link, the death of his beloved friend, after dl.

Wealth Options. The Beast-Rider gets the ordinary 5d4x10 gp for Sarting gold.
Like the Barbarian, however, he must spend it dl (before sarting play) except 3 gp or
less.

Races: Thisisakit that is especialy appropriate for demihuman characters. It's
easy to envision dwarves on boars, elves on dire wolves, sea-eves on giant sea
horses, and so on.

Notes: It addsalot of detail and color to acampaign if the DM does a certain
amount of work creating the society of each Beast-Rider tribe. The tribe's behavior
and activities would be dictated by the type of animd it wastied to: Horse-Riders
would live on the plains, riding far and wide, while Boar-Riders would live in forests
and moist bottom+land, few ever travelling more than five miles from their home

village
Berserker

Description: The Berserker isawarrior who has specia attributes and abilities
when he'sin combat. In combat, he can achieve an ecdatic Sate of mind that will



enable him to fight longer, harder, and more savagely than any human being has a
right to. This makes him adeadly warrior . . . who can be as much amenace to
himsdf asto his enemies. In acampaign, he's nearly identica to the Barbarian—
except it's obvious from the outset that he has atruly savage and inhuman dement in
his persondity, and he tends to disturb and unsettle other people.
Like the Barbarian, the Berserker must have a Strength ability score of 15 or more.

Role: In histribe, the Berserker has a specid role. He's been touched by
supernatural forces, and accepted that touch so that he might better defend his people.

Theidea of aBerserker Paadin is alittle strange, and some Dmswill prefer not to
dlow it. That'sfine. It's not dways ingppropriate, though. If the character'stribeis
deeply involved with an appropriate animal totem, such as abear or wolvering, a
paadin might even be required to be a Berserker, since the DM may reason that it's
only the supernatura touch of the totem anima spirit that gives the pdadin his other
powers. But, again, that's up to the individua DM.

Secondary Skills: Aswith the Barbarian, the DM will decide what sort of
secondary skill is most appropriate for that specific barbarian/berserker tribe.

Weapon Proficiencies: No specific wegpon proficiencies are required of the
Berserker—but he may not start out play having a proficiency in aranged wegpon (no
thrown axes or knives, no bows or crossbows, etc.). The Berserker lives to destroy
things in hand-to-hand combat, so he cannot start play with any sort of ranged wegpon
proficiency. He can learn others during the course of the campaign, if he and his DM
wish to dlow it—but it's alittle out of character for the Berserker.

Nonweapon Pr oficiencies. Bonus Praficiency: Endurance. Recommended:
Generd—Animd Handling, Anima Training, Direction Sense, Fire-Building, Riding
(Land-Based), Weather Sense, (Warrior) Blind-Fighting, Hunting, Mountaineering,
Running, Set Snares, Surviva, Tracking, (Priest—cogts twice the listed number of
dotsif Fighter or Ranger) Herbalism, (Rogue—costs double dots) Jumping. Aswith
the Barbarian, the DM may choose to ingst that the Berserker character take a
proficiency in the tribal speciaty (Trapping, Agriculture, eic.).

Equipment: Aswith the Barbarian, the Berserker may not use his sarting gold to
buy armor heavier than splint mail, banded mail, or bronze plate mail. Once he has
adventured in the outer world, he can use any type of armor without pendty. When he
gpends his starting gold, he must limit himsdlf to wegpons known to histribe, and
may not choose missile wegpons. Good choices include battle axe, club, dagger or
dirk, footman'sflail, mace, or pick, hand axe, spear, or sword (any).

Special Benefits: Berserkers receive a +3 reaction adjustment bonus from NPCs
belonging to any tribe that also has Berserkers—they recognize the Berserker
inginctively and repect him, even if heisan enemy.

The other benefit the Berserker receivesis his Berserk.

At any time, the Berserker may choose to Go Berserk. Thisisn't an instantaneous
process—he mugt spend alittle timeto "psych himsef up.” It takesafull turn (ten
combat rounds) to Go Berserk. In that time, the character is growling, moaning,
uttering imprecations . . . it'simpossible to be quiet when trying to Go Berserk. He
may a0 be fighting during that time, meaning that he can sart to Go Berserk on the
round the fight begins, fight for ten full rounds, and then be Berserk on the deventh
round.

Of course, when the Berserker knows afight is coming, he can begin to Go
Bersark, even if thereis no fight currently going on. At the end of afull turn of
preparation, he can become Berserk ingtantaneoudy. If thereé's no enemy in sight yet,
he can hold the Berserk until combat is engaged. But if no combet takes place within



five more full turns, he automaticaly revertsto "norma" and suffers the ordinary
conseguences for coming out of a Berserk (described below). The character can come
out of his Berserk once the last enemy is down (he must literally be down on the
ground, even if dill dive and surrendering; the Berserker will stay berserk and

continue fighting so long as there are enemies dill on thar feet). Once the fight ends,
the Berserker must come out of his Berserk state.

For these reasons, Berserking is amore gppropriate reaction when the characters
are about to attack or be attacked by afoe they know about. If the characters are,
instead, jumped by asmall party of orcs, it's usualy not worth the effort to Go
Berserk; the consequences and effort outweigh the benefits.

When Berserk, the character has phenomend endurance and resistance to pain and
some forms of magic. Only while Berserk, he gains the following benefits

(1) Heisimmune (no Saving Throw is necessary) to the wizard spells charm
person, friends, hypnotism, sleep, irritation, ray of enfeeblement, scare, geas, and the
clericd spdls command, charm person or mammal, enthrall, cloak of bravery, and
symbol.

(2) He gets a +4 to save againgt the wizard spells blindness, Tasha's
uncontrollable hideous laughter, hold person, charm monster, and confusion, and the
clericd spdlshold person and hold animal.

(3) The emotion sl has no effect on the Berserker, unless the caster chose the
fear reault. If fear was chosen, the Berserker gets anorma Saving Throw; if he makes
it, he continues on as before, but if hefalsit, heis prematurely sngpped out of his
Bersark, with al the norma effects of coming out of the Berserk (but he doesn't suffer
other fear effect). The fear spell has exactly the same effect: If he saves, thereisno
effect, and if he doesn't save, he's snapped out of the Berserk. If hefallsasaving
throw againg charm monster, he smply counts the caster as one of hisdlies, he
doesn't come out of the Berserk or obey the caster's commands.

(4) Being Berserk offers no red protection fromfinger of death, except that the
gpel| effects do not take place until the character has come out of his Berserk. If the
Berserker saves, he doesn't suffer the 2d8+1 damage until immediately after he snaps
out of the Berserk. If hefalsto save, he doesn't die until he snaps out of the Berserk.

(5) The Berserker, while Berserk, isimmune to KO results from the Punching and
Wrestling rules, and takes only haf damage from bare-handed attacks from these
rules.

(6) While Berserk, the character gets +1 to attack, +3 to damage, and +5 hp.

Special Hindrances: The Berserker has hindrances as severe as dl those benefits

he receives.

(1) The Berserker character receives a—3 reaction from al NPCs (except, thet is,
characters from tribes which have berserkers in them, as described above).

(2) When the Berserker goes Berserk, the DM should immediately say to him,
"Tdl me how many hit points you currently have." From thet point until the fight is
done and the Berserker has returned to norma, the DM keeps track of his hit points.
The player is not told how many hp he has Ieft, nor how many points of damage heis
taking with each attack. (After dl, the character can fed no pain . . . so he cannot keep
track of how close heisto death.) The DM smply tdls him something like: "The
orc-captain hits you with his axe, a mighty blow which you bardy fed .. " Itis
therefore very possible for a Berserker to be nickled and dimed to death and not know
it until he drops dead. The DM can ds0, if he so chooses, rall dl Saving Throws for
the Berserker, not telling the player whether they were failures or successes.

(3) While Berserk, the character can use no ranged weapons. Hekillsonly in



hand-to-hand or melee-weapon combat.

(4) While Berserk, he must fight each opponent until that opponent is down. Once
an opponent isfelled, the Berserker must move to the nearest enemy and attack him.
He cant, for instance, choose to attack the enemy leader if that leader is behind seven
ranks of spearmen. The Berserker must keep fighting until dl enemies are down, as
described earlier.

(5) While Berserk, the character cannot take cover againgt missilefire.

(6) If, while the character is Berserk, another character tries something he can
interpret as attack (for instance, hits him to move him out of the way of an incoming
attack,) the Berserker must roll 1d20 vs. his Intelligence. If he succeeds (that is, rolls
his Intdligence score or less), he's dimly aware that hisfriend is not atacking him. If
hefalls (rolls higher than his Inteligence), he now thinks hisfriend is an enemy, and
continues to think so until the fight is done and heis no longer Berserk.

(7) While Berserk, the character is temporarily unaffected by the clerica spdls
bless, cure light wounds, aid, cure serious wounds, cure critical wounds, heal,
regener ate (and wither). He will gain the benefits of those spdisonly after he has
come out of his Berserk and suffered any and al damages which occurred then.

(8) Thetaunt spdl isautomaticaly successful, and will cause the Berserker to
abandon his current enemy and rush to attack the taunter.

(9) Findly, when the character comes out of his Berserk, bad things happen to
him. He loses the 5 hp he gained when he became Berserk. (This could drop him to or
below O hp and kill him, of course.) He collgpsesin exhaudtion (exactly asif hit by a
ray of enfeeblement, no saving throw possble, for one round for every round he was
Berserk. He suffers the effects of any spdls which wait until he's returned to normal
before affecting him (finger of death, for ingance). And only then can hedling spdls
affect him.

Wealth Options: The Berserker gets the ordinary 5d4x10 gp for Sarting gold.
Like the Barbarian, however, he must spend it dl (before starting play) except three
gpor less.

Races: It'sthe DM's choice as to whether his demihuman characters can have
Berserkers among them. It's entirely appropriate for dwarves, and not inappropriate
for dves, gnomes and haf-eves. Hafling Berserkers are not very likdy. Inany
case, demihuman Berserkers would not advertise the fact that they were such; until
the firgt time they Berserked in combat, their companions would probably be unaware
that they were Berserkers. (The DM can help preserve the secret by not publicizing
the fact that all NPCs are taking a—3 to reaction rolls concerning the Berserker
characters.)

Cavalier

Description: The Cavalier is the ultimate mounted warrior of civilized cultures,
especidly those of Middle Ages technology and outlook. In acampaign, he'sthe
shining knight who leads his fellows on an eternd quest for truth, justice, and the
eimination of evil. To theworld at large, hes amighty hero. To hisfriends and dlies,
he's a staunch friend, a tireless cheerleader, and often an overenthusiagtic pain in the
neck.

Thisisagood Warrior Kit for paadinsto take. It can be argued that paadins |ook
something like this dready, but that isn't necessarily so: Only paladins of cultures
resembling medieval Europe would look like this (a paadin of a Japanese-type
culture, apaadin of a Polynesian-like culture, and a pdadin of a culture resembling



later Renai ssance Europe would dl be very different from the Cavalier). Therefore, a
pa adin who wants to look every inch the shining knight should take the Cavdier
Warrior Kit.

The Cavdier kit resembles the Noble Warrior kit (g.v.) in that both are noblemen
warriors, but the Noble Warrior is primarily interested in defending the rights and
maintaining the status quo of his socid class, while the Cavdier pursues loftier goas.

To be acavdier, the character must be of any good aignment (chaotic good,
neutral good, lawful good) and have a least the following minimum ability scores:
Strength 15, Dexterity 15, Condtitution 15, Intelligence 10, Wisdom 10.

Also, the character must belong to the noble socid classin the campaign. It'sup to
the DM to determine whether thisis possible. If his campaign uses arandom die-roll
to determine who's nobility and who isnt, then the character must first successfully
roll to be noble in order to be a Cavdier. If it's more of arole-playing exercisein the
campaign, then any character who takes the Cavalier Warrior Kit will be presumed to
be of the nobility. (This doesn't mean tha he has alot of money; it's quite likely that
he belongs to an impoverished noble family, one with alot of honorable tradition but
no money to speak of.)

Fighters and Pdadins may be Cavdiers, Rangers may not. Only humans, eves,
and haf-eves may be Cavdiers.

Role: Inhisown and smilar cultures, the Cavaier isamighty hero who hasthe
respect of the mgjority of the population (the crimina classes and evil characters
excepted). He has the good-will of the people (reflected as bonuses to his reaction
rolls), but the people aso make many demands of him: When there's danger, when
someone isin trouble, the people turn to the Cavalier for help. This character does not
get much time for rest and relaxation.

Secondary Skills: If you're using the Secondary Skillsrules, the Cavalier must
take Groom.

Weapon Proficiencies. Required: Lance (any; player choice) and Sword (any;
player choice). Recommended: All other Lances, dl other Swords, dl Horsemen's
weapons, Dagger, Spear, Javelin.

Nonweapon Proficiencies: Bonus Proficiencies: Riding, (Land-based, horse),
Etiquette. Recommended: Anima Handling, Animd Training, Dancing, Herddry,
(Priest, double dots unless Pdadin) Musicd Instrument, Reading/Writing, (Warrior)
Blind-Fighting, Endurance.

Equipment: The Cavdier mugt gart play with (i.e,, oend hisinitid gold on) at
least two weapons, including one lance and one sword, and must then buy the most
expendve set of armor he can Hill afford. After those expenditures, whatever remains
of hisgold can be spent on items of his choice.

Special Benefits: The Cavdier enjoys many specid benefits, including:

At 1« level, he gets a +1 to attack rolls with any lance for which he has
proficiency, when using the lance from horseback. This goes up +1 every Six
experience levels (so he'll be +2 at 7th leve, +3 at 13th, etc.).

At 3rd leve, he gets a +1 to attack rolls with any one type of sword (his choice
from among those he has proficiency with; most common are broad sword, long
sword, bastard sword, and scimitar). This goes up +1 every sSx experience levels (0
hell be +2 at Sth level, +3 at 15th, etc.).

At 5th leved, he gets a +1 to attack rolls with either horseman's mace, horseman's
flail, or horseman's pick (his choice from among those he has proficiency with). This
goes up +1 every six experience levels (0 hell be +2 at 11th level, +3 at 17th levd,
etc.).



These pluses to attack rolls do not add to damage, and don't alow the Cavalier to
hit amongter that can only be hit by magica wegpons.

The Cavdier is completdy immune to the fear spell. Because heis so brave, he
ingoires others to courage, and so, while he isfighting, he actudly radiates an emotion
el ina 10 radius. This emotion spell radiates courage (see the writeup for the 4th
level wizard spell emation), but only to the extent that it negates fear; it does not
bestow the berserk fury that the actua wizard spell provides.

The Cavdier is+4 to save vs. dl magic which would affect his mind, such asthe
wizard spdlls charm person, friends, hypnotism, sleep, irritation, ray of enfeeblement,
scare, and geas, and the dericad pdls command, charm person or mammal, enthrall,
cloak of bravery, and symbol.

The Cavdier starts play with a horse which he does not have to pay for. Thiswill
be either a heavy war horse, medium war horse, or light war horse (see the Monstrous
Manual Volume One entry on Horses). The player may choose what sort of horseit is,
subject to the DM's gpprovd. It will automaticaly be a Charger (see the section on
Horse Qudity in the Dungeon Master Guide, page 36); the DM may roll for its
persondlity traits according to those rules. If this horse dies, the Cavdier hasto
acquire himsdlf another one through the usua campaign means (buy one, be given
one for noble deeds, etc.), but will not be content with any horse which is not awar
horse of Charger qudlity.

The Cavdier receives a+3 reaction from anyone of his own culture (except
criminds and characters of evil dignment, from whom he recelves a—3).

And findly, the Cavdier has the right to demand shelter. When he travels, he can
demand shdlter from anyonein his own nation who is of status lower than nohility.
And most people of his own status or higher will be happy to offer him shelter when
heistravdling.

Special Hindrances:. For al these benefits, the Cavdier has some pretty hefty
hindrances aswell.

The Cavdier cannot attack an opponent at range if he can instead charge ahead
and atack himin melee or jousting combat. Therefore, he cannot snipe on enemies
with abow or crossbow; he cannot use a polearm from behind a shiddd wall. He has
to be on the front line, meeting his foes face-to-face. (A Cavalier could concelvably
shoot an opponent with an arrow to stop that opponent from killing an innocent
person; that doesn't condtitute a violation of his code. But he couldn't shoot the
enemy to protect afriend if hisfriend isfighting that enemy honorably . . . evenif his
friend islosing.)

In any combat, the Cavadier mugt attack the enemy who isthe biggest and most
powerful-looking. If he's held up by lesser troops, he must dispatch them as quickly as
possible and then get to his "red" opponent.

He must dways have the highest-quality armor he can afford. As he goes through
his early experience levels, if he hasthe money, hell congantly be selling hisold
armor and buying the next most protective set of armor. His god isto have a set of
full plate armor; the next slep down from that isfield plate, then plate mail, then
bronze plate mail, then banded or splint, then chain, then scale or brigandine, then
ring or studded. And to him, magic bonuses don't mean as much as the type of armor:
He prefersa suit of ordinary fidd plate to aset of banded mail +5. The DM must
rigoroudy enforce this limitation on the character if the player isinclined to ignoreit.

The Cavdier mugt dso follow the very drict Code of Chivary. In most AD& D®
game campaigns, his code includes these rules. He must cheerfully perform any noble
service or quest asked of him; he must defend, to the deeth, any person or item placed



in his charge; he must show courage and enterprise when obeying his rulers; he must
show respect for al peers and equals, he must honor dl those above his gation (his
socid class); he must demand respect and obedience from those below his station; he
must scorn those who are lowly and ignoble (he will not help the ill-mannered, the
coarse, the crude; he will not use equipment which is badly-mede or inferior; he will
fight on foot before riding a nag; etc.); he must perform military serviceto hislord
whenever asked; he must show courtesy to dl ladies (if the Cavdier ismae); he must
regard war as the flowering of chivary, and a noble enterprise; he must regard battle
as the test of manhood, and combat as glory; he must achieve persond glory in battle;
he must day al those who oppose his cause; and he must choose death before
dishonor.

If a Cavdier chooses not to follow this code, bad things happen. The firg time he
breaks his vows, the DM will warn the player that the Cavalier fedls bad about
violating his code. The second time he bresks his vows, the Cavaier loses all his
gpecid benefits until such time as he repents and undertakes a dangerous task to
redeem himsalf. When performing this task, he must behave according to his code and
his hindrances. Only when the task is successfully accomplished does he regain his
benfits.

If the Cavdier breaks his vow athird time without repenting and undertaking that
task, he has abandoned his Cavdier Warrior Kit. He permanently loses al the specid
benefits of the Kit. He no longer has to obey his knightly code. He receives a
permanent —3 reaction adjustment from al members of his own culture (even those
who do not know of his past will be put off by the air of treachery and faithlessness
that now haunts the man). His horse, even if it is not the one he began play with,
leaves him—aeither rides off into the sunset without him, or atacks him. He may never
rideit again, even if hekillsit trying to do s0. See "Abandoning aKit" later in this
chapter.

Wealth Options: The Cavdier gets the sandard 5d4x10 gp in starting gold.

Races:. Of the demihuman races, only dves and hdf-eves may be Cavdiers.

Gladiator

Description: The gladiator is a showman-warrior from a society where public
combat competitions are a popular sport. The gladiator is a professond warrior in
this high-profile arena; for the delight (and bloodlust) of the crowds, for his own
persond wedlth and aggrandizement (or, if heisadave, for the profits of his owner),
he fights organized matches againgt human, demihuman, and even mongrous
opponents.

There are no specid ability-score requirements to be a Gladiator.

Role: For the Gladiator to gppear in acampaign, the DM must establish that at
least one culture has gladiatorial combats, and the Gladiator character must come
from such a culture. (He need not have been born there . . . but he will either have
been adavethere or, if he was afreeman, will fed like anaturdized citizen there) A
Gladiator player-character can be an active gladiator in the arena, one who adventures
in hisfree time (or within some other context of the current adventure), or can have
formerly been a gladiator now living the life of the adventurer.

In the campaign, the Gladiator is going to be a showy, high-profile warrior. He
performs dangerous stunts in combat. He attracts the attention of crowds of admirers.
Hereceivesalot of credit for brave deeds whether he deservesthe credit or not. A
Gladiator can be a callous brute, a dirty arenafighter with no interests other than



killing his enemy as quickly as possble and making off with hisprize; or he can bea
cleanlimbed, heroic figure, ahero who dways fights honorably in the arena and
never kills when he does not have to.

DMstake note: a Gladiator character is not likely to be a Ranger. Y ou can permit
it if you wish, but Rangers are very wilderness-oriented characters, and Gladiators are
very urban. A Ranger could have been captured, endaved, trained as a Gladiator, and
then escaped—nhuit Hill, the Ranger and Gladiator persondities don't seem to work
together very wdl. Allow thisonly if you redly wish to.

It's up to the DM to decide whether there are female gladiators on hisworld.
Unless his campaign is dready rigidly set up to prevent it, he might aswdl dlow it; a
she-gladiator character could be a very interesting one.

Secondary Skills: The Gladiator character receives his secondary skill through
whatever meansis usud for the campaign—oby choice or random die-roll. Thiskill
probably represents the trade he learned before becoming a Gladiator.

Weapon Proficiencies: Required: short sword (gladius), trident, net. Gladiators
should learn an even mix of norma and unusud wegpons, the DM iswithin his rights
to ingst that the Gladiator learn one strange weapon proficiency (such as whip) for
every "norma"” proficiency (like sword, spear, etc.). (Also, see the Equipment chapter,
under "New Arms' and "New Armor," for wegpons and armor especially appropriate
to Gladiator characters.)

Nonweapon Proficiencies. Bonus Proficiencies. (Warrior) Charioteering,
(Rogue) Tumbling (for the combat showmanship that characterizes arenafighting).
Recommended: (Generd) Anima Handling, Anima Training, Etiquette, Riding
(Land-Based), (Warrior) Armorer, Blind-Fighting, Endurance, Gaming, Weapon-
amithing, (Priest) Hedling (double dots unless Pdadin).

Equipment: The Gladiator may buy any sort of nor-magical wespon or
combination of wegpons before beginning play. However, he must choose his armor
from the ligting of Gladiator Armor in the Equipment chapter, under "New Armors.”

Special Benefits: Gladiators, because of thelr intengve training, get afree
Wegpon Specidization (see under "Wegpon Specidization” in the 2nd Edition
Player's Handbook). This doesn't cost any of their beginning wegpon proficiencies:
They il get Al four of those, and get this Specidization free. It must be chosen from
one of the following weapons. bow (choice), cestus®, dagger, drusus®, lasso*, net*,
scimitar, short sword, spear, trident, and whip. (The "*" indicates a new wegpon
found in the Equipment chapter.)

Special Hindrances. Gladiators tend to be recognized—as Gladiators, &t leadt, if
not by their own names—wherever they go. This makes it more difficult for them to
do things in secret; some troublesome NPC is dways remembering "the tdll, fair-
haired gladiator” who was &t the scene of the action, which makesit very easy for the
authorities to follow the heroes trail. (This is something the DM will have to enforce
scrupuloudy if the Gladiator isto have hindrances offsetting his benefits)

Also, and thisis grictly arole-playing consderation, promoters and managers are
adways interfering in the Gladiator's life: Trying to hire him to participate in certain-
death events, to fight people the Gladiator doesn't want to fight, to force him to
participate in events taking place at the exact time the Gladiator needs to be
somewhere dse, etc. These promoters will go to any length to get their way; they may
blackmail the character, kidnap his followers, use the time-honored bait of a gorgeous
romantic interest (whom the Gladiator doesn't immediately redize is an employee of
the promoter), and so forth.

To make sure thisis regarded as a hindrance, the DM should make it clear that



these promoters are mostly of the deazy variety who will cheet, rob and betray him a
the drop of ahat.

Wealth Options: The Gladiator gets the standard 5d4x10 gp to spend, and may
gpend it any way he chooses (subject to the restrictions listed in " Equipment,”
immediatdy above) or haveit dl unspent a the beginning of play.

Races. Any demihuman warrior can be a Gladiator. Operators of the arenastry to
acquire as many different, unusud fighters asthey can, by hiring or endaving them,
and demihumans (when they can be acquired) are mgjor attractions.

Myrmidon

Description: The Myrmidon isthe ultimate soldier. Soldiering ishislife. He may
be a high-ranking officer or a career sergeant; he may belong to one nation's armed
forces or may be a mercenary. To the campaign and the adventuring party, he brings
discipline and a useful understanding of military tactics, he's often rigid and
contemptuous of rugged individuaigts or characters who dont like to take orders, so
he can cause alot of friction in an adventuring party, too.

When firgt cregted, the Myrmidon's player must decide whether his character is
part of astanding army or amercenary unit. If he's part of a standing army, he's
employed as a soldier or officer in the army of a nation, large region, city guard, or
even palace/castle guard. If he's part of amercenary unit, he belongs to a group of
fredlance soldiers who hire themsalves to just about anyone who can pay; or may bea
persona bodyguard. The DM will have the deciding vote in what sort of force the
Myrmidon belongs to; if, for ingtance, the DM doesn't want to have an dl-military
campaign, hell probably insst that the Myrmidon be a mercenary, currently
employed by a player-character or NPC important to the current story.

However, in the course of the campaign, the Myrmidon's employment can change,
once or saverd times. He may start out as amercenary bodyguard; later in the
campaign, he may find himsaf commanding asmal mercenary force in a border war;
later till, he may accept acommisson in the king's army and find himself aregular
officer.

The choice of whether the character is of a non-commissioned rank (such as
recruit, private, or sergeant) or an officer's rank (such as captain) is entirely up to the
DM, who'll make his choice based on what works best in his campaign's current
goryline,

To be aMyrmidon, the character must have scores of at least 12 in Strength and
Condtitution.

Role: In the campaign's culture, the Myrmidon is a career soldier. In times of war,
they're heroes to the nation. In times of peace, the common folk often look on them as
paragtes, living off taxes but providing no useful service. Mercenaries are often
looked on as bandits and predators. Regardless of the public's opinion, though, the
Myrmidon and the standing army are necessary to the defense of the nation, and so
there are dways Myrmidons to be found.

Secondary Skills: If you're usng the Secondary Skillsrules, the Myrmidon may
choose his Secondary Skill, but must choose it from the following list: Armorer,
Bowyer/Fletcher, Forester, Groom, Hunter, Leather worker, Navigator, Sailor, Scribe,
Teamgter/Freighter, Weaponamith.

Weapon Proficiencies: The Myrmidon may spend his Wegpon Proficiency dots
any way he chooses.

Nonweapon Proficiencies: Bonus Proficiencies: Ancient Hitory (specificdly



Military Higtory), Fire-Building. Recommended: (Generd) Anima Handling,
Cooking, Herddry, Riding (Land-based), Seamanship, Svimming, Westher Sense,
(Priest, double dots unless Pdadin) Reading/Writing, (Rogue, double dots) Disguise,
(Warrior) Armorer, Blind-Fighting, Bowyer/Fletcher, Charioteering, Endurance,
Navigation, Set Snares, Survivd, Tracking, Wegponsmithing, (Wizard, double dots
unless Ranger) Reading/Writing.

Equipment: The Myrmidon may spend his Sarting gold on whatever sort of
arms, armor, and equipment he chooses. If, when he'sfirst created, it is agreed that
hell be part of a gpecific military force with specific equipment requirements, he's
required to buy that equipment, but the DM must give him extra gold in the amount of
half that cost.

Special Benefits: The Myrmidon has two advantages of note:

Fire, he gets a free Wegpon Specidization. He must choose it from the following
group: Battle axe, Bow (composite long bow, composite short bow, or long bow),
Crossbow (heavy crossbow or light crossbow), Lance (choice), Polearm (choice),
Spear, Sword (choice).

Second, the Myrmidon is usudly in the employ of some powerful patron. The DM
will have to decide what immediate benefits this grants him; they vary with the type
of employer he isworking for.

For ingtance, if he's working for awedthy nobleman, he won't have to spend any
money for room and board and will enjoy an upper-class existence.

Or, if he's part of a sanding army, he may be immune to prosecution by the
civilian authorities (though he can certainly face court martid for misdeeds).

Special Hindrances. The Myrmidon isingtantly recognizable by his military
demeanor, erect posture, disciplined mannerisms, etc. (There are plenty of soldiers
and mercenaries who aren't Myrmidons who aren't so ditinctive.) Because heis
digtinctive, the Myrmidon is easily remembered and described by witnessesto his
adventures, thismakesiit easer for the enemy to identify him and follow histral if
he's trying to escape or travel through dangerous territory.

A second hindrance is his employer. Naturdly, his employer makes many
demands on the Myrmidon. If the Myrmidon is a bodyguard, he must accompany his
employer just about everywhere, regardless of any personal gods or interests the
Myrmidon has. If the Myrmidon is a common soldier, he's subject to the orders of his
officers. If the Myrmidon is a military officer, he's subject to the orders of his
superiors or the locdl ruler, and bears the added stress of having to look out for his
men whenever they're engaged in military action.

Wealth Options: The Myrmidon receives the standard 5d4x10 gp starting gold.

Races: Depending on the way the DM has set the campaign up, any demihuman
race can have Myrmidons. Mercenary Myrmidon demihumans will be travelling
masily in humanoccupied lands, while Myrmidon demihumans in sanding armies
will usualy gtick to their own racesterritories.. . . dthough some specid ones (i.e,
the player-characters) will often find themsalves sent out on specia quests and
adventures al over the campaign world.

NobleWarrior

Description: This character is of the nobility, and theoretically represents
everything the ruling class gands for. In classic medievd fantasy, this means chivdry,
the protection of women (those who want to be protected, that is—it'sabad ideato try
to protect awoman warrior anxious to prove hersdf in combat), and (especidly)



upholding the rights of the ruling dass to rule (and upholding the rights of the other
classesto serve. . . ). Noble Warriorsin most campaigns are cdled Knights or
Squires, though specific campaigns may have different designations and be based on
different sources than medieva European history.

To be aNoble Warrior, acharacter must have Strength and Congtitution scores of
13 or better—it's what comes of being forced to train in heavy plate armor for so
many years.

Role: In acampaign, the Noble Warrior isaromantic ideal which most of society
looks up to. The Noble Warrior is supposed to be courageous, gallant, protective of
the defensaless, dedicated to honorable idedls.

But that's just what society expects of the Noble Warrior. Some theoreticaly
Noble Warriors are mere brutes in shiny armor, warriors who take what they warnt,
murder the innocent, and continually betray the oaths they took when they first won
their spurs. So it's up to an individua player to decide what dignment his Noble
Warrior takes and how well he lives up to the pertinent ideds.

Whether the Noble Warrior character isaKnight or a Squire (or some other
designation) depends on the campaign and its DM. From the viewpoint of
convenience, it's best for Noble Warrior charactersto begin play as young knights
who have just won their spurs; this will account for the fact that they have little
money (they're just starting out as free-lancers) or followers, and for the fact that
they're wandering around adventuring; they're anxious to prove their mettle. If the
DM prefers, the starting Noble Warrior could be the squire for an NPC knight, one
who is aging and needs the stout sword-arm of ayoung squire; but here, the DM has
to run the NPC knight until it's time for the squire character to leave hisknight.

Secondary Skills: All Noble Warrior characters must take the Groom sKill.
Squires are expected to care for their knights horses, and don't forget this skill when
they themsdlves become knights.

Weapon Proficiencies. Unless the campaign deds with a culture unlike medieva
Europe, dl Noble Warriors must take the following proficiencies: long sword or
bastard sword (player choice), lance (player choice of type, usudly jousting lance),
and horseman'sflail or horseman's mace (player choice). The last proficiency may be
used for awegpon of the warrior's choice or to specidize in one of the required
choices.

Nonweapon Proficiencies: Bonus Proficiencies. (Generd) Etiquette, Heradry,
Riding (Land-Based). Recommended: (Genera) Anima Training, Dancing, (Warrior)
Blind-Fighting, Gaming, Hunting, Tracking, (Priest, cost double dots unless Paladin)
Locd Higtory, Musica Instrument, Reading/Writing.

Equipment: The Noble Warrior may spend his gold pretty much as he chooses—
but there are certain minimum standards he cannot violate. He cannot buy armor less
protective than brigandine or scale mail. Before starting play, he must buy asuit of
armor, ashield, at least one wegpon larger than a dagger, ahorse (at least ariding
horse), riding saddle, bit & bridle, horseshoes and shoeing, hater and saddle blanket.

Special Benefits: The Noble Warrior starts with more gold than other Warrior
Kits, see below under Wealth Options. The Noble Warrior receives a +3 reaction from
anyone of his own culture. When traveling, he can demand shelter from anyone in his
own nation who is of lower socid gatus than he. Most people of his own status or
higher will offer him shdlter when he is travelling—up to two persons times the Noble
Warrior's experience levd. (That is, if the Noble Warrior isfifth leve, the patron will
offer shelter for the Noble Warrior and up to nine of his companions). In hisown
land, the Noble Warrior can administer low justice upon commoners—act as judge,



jury and executioner for minor crimes he comes across (the definition of ""minor
crimes' is necessaxily up to the DM of the campaign, but in generd should include
things like assaullt, petty theft, etc.).

Special Hindrances:. In order to become a Noble Warrior, the character has
sworn an oath of loyaty to some greater noble. If he's squire to aknight, he has an
oath to hisknight. If he'saknight himself, he's sworn an oath to his king or some
other noble—or perhaps to both. Hell be expected to live up to that oath from time to
time: Accompany hislord into combat, provide troops to his lord, even beggar his
own household in order to support his lord's needs.

Additiondly, the Noble Warrior is expected to live well. After heis creeted, he
must add +10% to the base cost of goods, equipment, and services heis buying—for
each experience level he has—to reflect his noble tastes and requirements.

Thisextracog isnot just atip. The character is buying higher-quality goods.

Here's how it works.

Example: Sr Amstard rides into town. He'sin need of a new sword, a night's
lodging at the inn for himself and his squire, and meals and baths for both. He'sa
5th-level Noble Warrior.

He stops by a weaponmaker. The basic cost for a long sword is 15 gp. Amstard
must choose a better weapon than the "basic long sword," and so chooses a more
decorative one having the exact same combat characteristics, but costing 22 gp and 5
p.

He goes to the inn. The basic rate at that specificinnis 2 gp per night per person.
Amstard won't settle for the basic room, though, and so pays 3 gp per night per
person, all for better quality rooms. He pays 6 gp, one night's stay for himself and his
squire.

The two baths would be 3 cp each, or 6 total. Amstard, though, must have soap
and a brush and the water heated especially for him (and for his squire, too); total
cost is 9 cp.

Andsoon...

If the Noble Warrior is unable to spend this extramoney because of lack of funds,
he can settle for lesser goods . . . but his bonusto Reaction rolls will be reduced, at —1
per such incident, until it reaches +0, to reflect the fact that people are seeing that he
is settling for shabbier goods and otherwise not living up to their expectations of how
anoble warrior should live. At the DM's discretion, other problems may follow this:
Noblesfail to offer him shelter or help because he's such a shabby specimen, he getsa
reputation as a penny-pincher, etc.

To retain his bonus, when the Noble Warrior is once again in the money he must
do whatever it takes to upgrade his Stuation (buy new clothes, go on a buying spree,
etc., a the DM's discretion) and his +3 reaction will return.

If aNoble Warrior gets a bad reputation, deservedly or undeservedly, his +3
reaction becomes a—6 reaction from everybody who knows of the reputation.

And just as other nobles are expected to extend shelter to the Noble Warrior, heis
expected to offer other nobles shelter when they are travelling through his territory—
or when they meet on the road while he is encamped and they are nat, etc. Whenever
aNoble Warrior character is getting too cocky, the DM can have him vidited by a
nice, large crowd of nobles to whom he is expected to offer shelter and food . . . and
who proceed to eat him out of house and home.

Wealth Options: The Noble Warrior begins play with more gold than other
Warrior Kits, he recaives 225 gp plus the standard 5d4x10 gp. But do not forget that
he isrequired to spend alarge portion of that on specific items described above. . .



Races: It's appropriate for any sort of demihuman race to have a class of Noble
Warriors.

Peasant Hero

Description: The Peasant Hero is the "loca boy done good,” the home-town
warrior who fights and adventures to the ddight of the peoplein hishome area. The
Peasant Hero is the most common sort of fighter found wandering the land and
adventuring; every village has one or has had one within living memory.

There are no ability-score requirements to be a Peasant Hero.

Role: In the campaign, the Peasant Hero is the fellow who won't forget that his
roots are in the country and in the soil. He can be arebel againgt the crown in lands
where the peasants are especialy oppressed; he can be the farmboy who becomes a
mighty generd; he can be the noblée's child (secretly raised by peasants) who grows up
to fulfill an ancient prophecy; but in every case, he remembers his origins and strives
to make things better for his family and home community.

Secondary Skills: The player may choose his character's secondary skill.

Weapon Proficiencies: The player may choose his character's weapon
proficiencies, but may not choose any that the DM fedls would be unusud for his
campaign-world's peasants. Short sword, spear, bow, footman's weapons and the like
are dl very appropriate; horseman's weapons, exotic polearms, lances, long swords,
tridents and the like are not. Thisis only aredriction when the character isfirst
created; afterwards, of course, he can learn any weapon he receives training with.

Nonweapon Proficiencies: Bonus Proficiencies: Agriculture or Fishing (player
choice), Westher Sense or Animad Lore (player choice). Recommended: Any of the
Generd proficiencies.

Equipment: The Peasant Hero may spend his starting gold any way he seesfit,
but may have no more than 3 gp left when he begins play.

Special Benefits: No matter what he's done or what anyone thinks of him, the
Peasant Hero dways has shdlter and often has other help when he'sin hisown
community. Unlessit is known that the Peasant Hero has hurt people from hisown
community, hell dways find people to put him up, hide him and companions from the
law, supply them with food and drink and whet little wegponry can be scraped
together (usudly daggers), and even provide them with helpers—earnest 0-leve
youths who want to grow up to be like their hero.

Special Hindrances. Since the Peasant Hero islooked upon as a patron and hero
by the people from his home, they will frequently cometo him for help. Whenever the
village islosing people to nocturna predators, whenever avillage overlord turns out
to be a dangerous tyrant, whenever alocd citizenisjailed and tried for something he
didn't do, the citizens turn to the Peasant Hero for help. And if he turns them away, he
loses their respect and earns a—2 reaction from al of the peasantsin the land until he
isonce again in his home community's good graces.

Wealth Options: The Peasant Hero gets the standard 5d4x10 gp starting money.

Races. The Peasant Hero isadigtinctly human sort of character; it'saso
appropriate to haflings, and to haf-eves living among humans. But no other
demihumans should have Peasant Hero characters unless the DM decides that their
cultures are very much like rural human society.

Pirate/Outlaw



Description: This character is the heroic scofflaw, the warrior who defies the
laws and rulers of the land and steers his own course. Usudly in the company of other
pirates or outlaws, he fights the minions of the rulers he defies, and comes to be
regarded as a hero by others who suffer a those rulers hands. The Pirate, of course, is
the adventurer of the high seas, who makes hisliving raiding other ships and seacoast
communities, the Outlaw makes his home in the wilderness (often deep forest) and
preys on the traffic moving through thet wilderness.

There are no specid ability-score requirements to be a Pirate or Outlaw.

Role: In acampaign, the pirate or outlaw can belong to one of two orientations.
Either hesa"good guy,” and it isthe law and the rulerswho are evil, or heisa'bad
guy" and smply takes what he wants from those who have it. The player, therefore,
getsto decide on his character's dignment and (mis)deeds.

Note, though, that good guy pirates and outlaws tend to live by avery gtrict code
of conduct—for example, the classic cinema code of Robin Hood and his Merry Men,
where the outlaws robbed from the rich and gave to the poor, and protected the
defensd ess with more honor and zeal than England's supposedly Noble Warriors did.

Naturdly, if aplayer choosesto be agood guy in acompany of bad guys, or vice-
versa, when his companions find out his true colors, they'll probably try to kill him or
to turn him in to the law for the reward on his head.

Secondary Skills: If the character isaPirate, roll d100 for his Secondary Skill.
On a 01-70, his Secondary Skill is Sailor; on a 71-80, it's Shipwright; on 81-00, it's
Navigator. If the character is an Outlaw, the character may choose between
Bowyer/Fetcher, Forester, Hunter, and Trapper/Furrier.

Weapon Proficiencies: If the character is a Pirate, he must take the following
proficiencies: Cutlass*, and Belaying Pin* or Gaff/Hook* (player choice). If the
character is an Outlaw, he can take any weapon proficiencies he chooses.. . . but the
DM, if he's created this campaign so that the outlaws have a specid motif wegpon
(such as Robin Hood's Merry Men and their longbows) may indst that dl Outlaw
characters take a specific weapon proficiency. Recommended to classc Merry Man
type outlaws are longbow, long sword and quarterstaff. (The ~*" symbol indicates a
new wegpon found in the Equipment chapter.)

Nonweapon Proficiencies. Pirate's Bonus Proficiencies. (General) Rope Usg,
Seamanship. Pirate's Recommended Proficiencies: (Generd) Swvimming, Weather
Sense, (Warrior) Navigation, (Priest, double dots unless Pdadin) Engineering (for
shipbuilding), Reading/Writing (for mgpmaking), (Rogue, double dots) Appraising,
Sat Snares (in association with Rope Use skill), Tightrope Walking, Tumbling,
(Wizard, double dots unless Ranger) Engineering (for shipbuilding), Reading/Writing
(for magpmaking). Outlaw's Bonus Praficiencies: Direction Sense, Fire-Building.
Outlaw's Recommended Proficiencies. (Generd) Riding (Land-Based), (Warrior)
Animd Lore, Bowyer/Hetcher, Endurance, Hunting, Running, Set Snares, Survivd,
Tracking, (Priest, double dots unless Pdadin) Hedling, Herbalism, Loca Higtory,
(Rogue, double dots) Disguise. Special Note Y our DM may be afan of the very
acrobatic pirate or outlaw movies of the past, and prefer that Tumbling be one of your
Bonus Proficiencies instead of one of the oneslisted; check with him to seeiif thisis
0.

Equipment: Pirates and Outlaws come from widedly diverse backgrounds, so
there's no redl redtriction on what they can buy with their sarting money. However, it
would be foolish for ether type of character to buy metal armor of any kind (banded,
brigandine, bronze plate, chain, field plate, full plate, plate mail, and ring mail).

Pirates wearing such armor in nava combet will inevitably fal overboard and snk



(they can't swim with such stuff on); if they're lucky enough to get it off so they can
swim, they've logt the armor. Outlaws living out in the wild have thelr belongings
exposed to the dements, and metal armor quickly corrodes. Therefore, it's up to the
DM to keep things in balance. If aPirate or Outlaw buys meta armor and keepsiit
stowed away for specid occasions (mgor land engagements, climactic battles, etc.),
thet'sfine. But if they wear such suff al the time, the DM should continudly take it
away from them through accidents, rust and corrosion, €tc.

Special Benefits: Pirates and Outlaws do not have any intrinsac specid benefits,
athough the DM can bestow some campaign-based benefits on them if he chooses.
For ingtance, in many Pirate settings, there is a powerful pirate city where the PCs can
go to trade their ill-gotten gains, a place where the law dares not enter; this makes it
eader for them to digpose of their goods and enjoy the benefits of a home city when
otherwise they wouldn't have one. As ancther example, in a"Merry Men" type outlaw
campaign, the heroes have the dubious benefit of knowing that they're on the right
sde and if they can just oust the current rulers (probably restoring the proper rulersin
the process), they'll have their fortunes restored or enhanced, the land will once again
be bright and shiny, and everyone will live happily ever &fter.

Special Hindrances: The mgor problem with being an outlaw or pirateisthat the
law is aways after the characters. Though the authorities do not have to put in an
gppearance in every single play-session, they're dways out there, plotting againgt the
heroes. Many of them are quite clever, they probably have more money, ships and
men then the heroes, and they'll continue to plague the heroes until the campaign is
done.

Wealth Options. Pirate and Outlaw characters get the standard 5d4x10 gp for
darting gold.

Races: Outlaws and Pirates, unless your campaign is very human-oriented, will
take just about anyone they can get, so it's perfectly appropriate for there to be
Outlaws and Pirates of the demihuman races.

Note: In aPirate campaign, it could be that the player-characterswill eventualy
come to terms with the authorities and "go straight.” This doesn't mean they have to
abandon the Pirate Warrior Kit, however. They could instead become Privateers—
who are basicdly pirates sailing under the papers of (permission of) ther ruler, and
preying on the nation's enemies. At that point, they can dill behave just asthey did
previoudy, and the other nation's authorities become their specific enemy.

Samur ai

Description: The samurai isawarrior from cultures based on the medieva
Japanexe civilization. He lives by avery drict code of honor and behavior, acode
demanding: absolute obedience to his lord; readiness to die for honor or for hislord at
any time; eagerness to avenge any dishonor to hislord, hisfamily, or himsdf;
willingness to repay dl debts honorably; and unwillingness to demonstrate the most
dishonorable trait of cowardice.

Samural must have minimum scores of 13 in Strength, Wisdom, and Congtitution,
and of 14 in Intdligence. They may be of lawful dignment only (but still may be
good, evil, or neutra).

Role: Inacampagn, unlessthe campaign itsdf is set in an eastern culture, the
Samural is present to provide atouch of the exatic (culture clashes are dways very
interesting in acampaign); it dso dlowsfor avariety of warrior who can be
tremendoudy deedly.



A samurai can fal from his noble position within a greater lord's household. It
may be that the house has perished in awar or other cdamity, or that the samurai's
lord has rgjected him, or ordered him to commit suicide and the samurai has refused,
or that the samurai has I eft his lord for some other point of honor. Regardless, the
samura is now masterless, heis caled ronin. Theronin hasdl of the abilities of the
samural, but operates under dightly different rules, as you will see below. With your
DM's permission, you can create your character as aronin insteed of asamurai. A
samural can become aronin a any timein acampaign; likewise, by swearing
adlegiance to alord who will have him, aronin can become asamura again.

Before you creste asamural or ronin character, ask your DM if such things exist
on hisworld and if you may play one. It could be that the DM does not wish to alow
samura and ronin in his campaign (because the campaign world has no orientd
seiting to act asther origin, for instance).

Secondary Skills: A samura or ronin must have the Scribe secondary kill.
Weapon Proficiencies: The samura and ronin start play with two free extra
wespon proficiency dots—that's the good news. The bad newsis thet, of his six initid
weapon proficiencies, five are chasen for him. The samural and ronin must specidize

in katana* (samural sword, two proficiency dots) and daikyu* (samurai great bow,
three proficiency dots). The samura or ronin may spend hislast proficiency dot ashe
chooses—but only from among the samura wegpons listed in the Equipment chapter
of thisbook. (The"*" symbol indicates a new weapon to be found in the Equipment
chapter.) After the character isin play in another culture, he may become proficient in
wesgpons of that other culture.

Nonweapon Proficiencies. Bonus Proficiencies: Etiquette, Riding (Land- Based).
Required (samurai/ronin must purchase these, but gets no extra dotsto pay for them):
(Priest and Wizard, costs double dots unless Paadin or Ranger) Reading/Writing.
Recommended: Generd—Artigic Ability/Caligraphy, Artigic Ability/Painting,
(Warrior) Blind-FHghting, Running.

Equipment: The samura and ronin must buy al their sarting equipment from the
samural weapons, armor and equipment listed in the Equipment chapter. They may
have no more than 10 gp left when they have purchased their equipment. Samurai and
ronin do not have to buy ther katana; thet is free to the character.

Special Benefits: The samural and ronin are able to focus their vitdl energiesto
increase their Strength score—temporarily. Once per day per experience levd, the
samura or ronin can increase his Strength to 18/00. Thislasts for one full round, and
must be preceded by aloud kiai shout (making it impossible for him to summon this
grength slently or stedthily). For that one round, dl his hit probability, damage
adjustment, weight alowance, maximum press, open doors, and bend barg/lift gates
rolls and functions are cdculated asif his Strength were 18/00.

Special Hindrances: The samurai and ronin have different specid hindrances.
The samurai is (supposed to be) absolutely devoted to hislord. He is expected
ingantly to obey every one of hislord's orders, up to and including killing himself or
those he loves. If he refuses to obey an order, heis dishonored and is expected to kil
himsdf. (If he does not, he becomes ronin.) The DM should make sure that the
samural is acutdy aware of this by having hislord occasionaly issue orders which are
difficult for him to keep. This doesn't dways have to be "Kill dl of your dlies," but
the lord can issue orders which interfere with the samurai's personal goals and remind
him that heis subsarvient to hislord. Theronin has his own great difficulty: He earns
experience points a hdf the normd rate. When the DM awards the characters their
experience, the ronin receives only haf what he would if he were sill asamura. This



particular hindrance goes away when the character once again swears dlegianceto a
lord and becomes a samural. (Of course, once he'sasamura again, he is subject to the
hindrances of the samurai.)

Wealth Options. The samurai and ronin start with the norma 5d4x10 gp
beginning money.

Races: The higtorica precedent for the samural is rictly human, so it'sup to the
individual DM if he wants to have an oriental- based demihuman culture with a
samural warrior class. Such athing is perhaps most visudly appropriate to eves and
haf-eves, but aDM could dlow it to any demihumean race in his campaign.

Note: Players and Dms wishing to have more game-oriented information on the
samural should read Oriental Adventures, an AD& D® game supplement dedling
exclugvely with the topic of eastern campaigns. Y our DM may adapt anything he
chooses to use from that supplement to AD& D® 2nd Edition game rules and
datistics. The samura presented here isasmplified verson of the OA samural.

Savage

Description: The Savageisatribesman, technologicaly and culturdly far more
primitive than even the Barbarian and Berserker, who is very much in tune with the
natural world.

A Savage can be an honorable jungle vine-swinger raised by animals, avery dirty
and primitive warrior who lives in mud-wattle huts and fights with bone wegpons, a
breathtakingly beautiful native princess from a culture which the characters consider
impossibly primitive and yet uncorrupted and very noble. . . and so on. In short, the
tribal culture from which the Savage character comes can be as crude or civil, coarse
or noble, nasty or admirable asthe players and DM want it to be.

To be a Savage, a character must have aminimum Strength score of 11 and a
minimum Congtitution score of 15.

Role: In acampaign, the savage character has a couple of roles. His particular
skills and benefits are of use to the average adventuring party. If he comes from a
particularly noble tribe, he may choose to act as the "voice of conscience” for the
adventuring party, asking why, if the other characters are supposed to be so much
more civilized than his own people, their honor and ethics seem to drag so far behind?
But for the most part, he's arole-playing chalenge, and should be chosen only by
players willing to devote the extra effort to portraying someone from such a different
culture. . . and how that character reacts with the other PCs culture. Thisisan
opportunity for alot of humor and not alittle tragedy in acampaign . . . but only if the
player iswilling to go to that effort.

Secondary Skills: The Savage character should have Fisher, Forester, Hunter, or
Trapper/Furrier as his Secondary Skill (player choice).

Weapon Proficiencies: The DM should define a set of wegpons which the PC can
choose his beginning weapon proficiencies from. A typicd s, for classic "noble
savages': blowgun, long bow, short bow, club, dagger, javelin, knife, ding, spear. The
character must make his first-level weapon proficiencies sdections from these
choices. Once he begins play and begins adventuring in the outer world, he may learn
any other weapon, of course. . . but it's better role-playing if he prefersto stick to the
wegpons of histribe.

Nonweapon Proficiencies: Bonus Proficiencies. (Generd) Direction Sense,
Westher Sense, (Warrior) Endurance, Surviva. Recommended: (Generd) Animal
Handling, Animd Training, Fre-Building, Fshing, Riding (Land-based), Rope Use,



Swimming, (Warrior) Anima Lore, Bowyer/F etcher, Hunting, Mountaineering,
Running, Set Snares, Tracking, (Priest, double dots unless Paadin) Hedling,
Herbaism, Locd Higory, Religion, (Rogue, double dots) Jumping, Tightrope
Waking, Tumbling, (Wizard, double dots unless Ranger) Herbaism, Religion.

Equipment: The Savage gets no gold (0 gp) with which to purchase his wegpons
and equipment. Instead, he may take up to four of the wegpons listed under "New
Savage Weapons' in the Equipment chapter. He may assemble an equipment list of up
to ten additiond items, subject to the DM's gpprova, which he will have accumulated
during his years with the tribe; they must be items which members of a savage tribe
could have made (things such as pouches, clothing, food, rope, fishing gear, sheathes
for weapons, and so forth—no mirrors, lanterns, iron cooking pots, and the like)) With
the DM's permission, if the tribe is ariver-tribe or ariding tribe, he may have either a
riding horse (with saddle- blanket, hater, bit and bridle) or asmal canoe.

Special Benefits: One of the Savage's specid benefitsisthat he receives more
bonus nonwegpon proficiencies than any other type of warrior—testimony to the fact
that the Savage must know more skills just to stay dive than other characters.
Another, substantial, benefit the Savage recelvesisthis. He has a specid ability,
resembling a spell, which he may use once per day per experience levd hehas(i.e, a
5th-level savage could use his ahility five times per day).

The specid ability must be chosen from the list below, must be chosen when the
character isfirgt created, and may never be changed. The specid ability isnot truly
magic, and Detect magic will not detect it; it isan ability naturd to the Savage. It does
not require verba, somatic, or material components, even if such are required from
the norma spdl.

Theligt:

(1) Alarm (Wizard 1st Level). Specid effects: Thisis only ussble by the Savage
when heisresting or deegping in aquiet place. The ability does not sound an darm
like the spell; it merdly derts the Savage to intrusion (if he is dready awake) or
awakens him (if heisadegp). It isnot cast upon aparticular place; it dertshim to
activity within 10 feet of the place where he lies (as if he were at the center of the 20-
foot cube of effect of the actua spdl).

(2) Detect Magic (Wizard 1st Level). Specid effects: Thisreflects the fact that the
Savage isin tune with nature and can fed when there is something unnaturd (i.e,
magica) in the ar. Unless the Savage is dso a Ranger, he cannot determine the type
of magic present (i.e., dteration, conjuration, tc.).

(3) Animal Friendship (Priest 1st Level). Spedid effects This ability can only
meake friends of an anima which is not angry or threatened. It can be used to make an
angry or threatened anima cdm. To make friends with an angry or threstened animd,
therefore, the Savage must be able to use the ability twice that day (i.e., he must be of
2nd leve or higher) and must have two uses left. To use the ability, the Savage must
confront the animd, face to face, a no further away than the limits of the anima's
attack range. As with the spell, the Savage must actudly have no ulterior motives, for
such will be detected by the anima, and the &bility will fall.

(4) Detect Evil (Priest 1st Level). Specid effects thisislike the Detect Magic
ability, above. Like the Priest spell, this Detect Evil cannot detect evil in a PC—only
in amonger, place, or magicd item.

The DM can disdlow any of the four abilities given above, or introduce new
ones—though he can't add anything that resembles amagica spell above 14 leve.

Special Hindrances: The Savage has some drawbacks, too. He is uncomfortable
in cvilized clothes and armor—\When wearing any sort of clothing more cumbersome



and conceding than his norma triba dress, he suffersa—1 to al attack, damage and
nonweapon proficiency rolls, he's uncomfortable, and it's affecting his actions and
reactions.

Likewise, he can wear any type of armor, but is S0 uncomfortable in it that he will
auffer a—3 to dl attack, damage, and nonwegpon proficiency rolls while wearing any
sort of armor at al. If aplayer blatantly decides not to role-play his character's didike
of armor and Smply wears armor continualy, accepting that negative modifier, the
DM should gradualy increase the modifier: —3 in one play—session, —4 in the next, -5
inthe next, and so on . . . with no limit. If the player askswhy thisis happening, the
DM need merdly reply that the character is growing more and more uncomfortable in
his unnatural trappings and finding it harder and harder to concentrate on the job a
hand.

Wealth Options: The Savage arts out with no gold. He gets his starting
weapons as described above, under Equipment. After the campaign arts, the
character will inevitably come across the concepts of money; it's up to the player how
he reacts to them (he could either like the ideaand try to accumulate the stuff as his
dliesdo, or put it down to civilized corruption and stay away from it).

Races. Mogt role-playing campaigns tend to think of the demihumans as being
more civilized and cultured than humans, but it's perfectly al right to have Savage
dwarves, elves, gnomes, haf-eves, and even hdflingsin your campaign if the DM
wishes them to be there.

Note: "But," you say, "what if my character grew up in a Savage tribe and was
later endaved and trained as a Gladiator and then escaped? What ishe, a Savage or a
Gladiator?'

That's up to you to answer. If he still consders himself amember of histribe and
has not been distanced from it by his capture and training, take the Savage Warrior
Kit; perhaps your DM will dlow you to use some of your proficienciesto learn
weapons and skills gppropriate to Gladiators. Likewise, if the character is now more
urban than savage, build him with the Gladiator Warrior Kit . . . but have him use
some of his proficiencies on Savage skills and wegpons.

The same sort of theory gppliesif you're creating any character with a complicated
background: A Barbarian youth brought up in the traditions of a Samurai, an Amazon
lass who has grown up to be a Knight (Noble Warrior), a Pirate boy who gave up the
seas and took to being a big-city Swashbuckler. Decide which Warrior Kit the
character condgders himsdlf to belong to, create him with that Kit, and use some of
your proficiencies to buy weapons-knowledge and skills pertaining to the other Kit.

Swashbuckler

Description: The Swashbuckler is the sophidticated, witty, lightly armed and
armored hero in a sophisticated city-based campaign—ala The Three Musketeers.
He's fully capable of putting on heavy armor, picking up a bastard sword, and
soldiering dongside other tank warriors—but he shines in comparison when the
heroes are adventuring in the city, in light armor and with light wegpons.

To be a Swashbuckler, acharacter must have an Intelligence and Dexterity of 13
or better.

Role: In acampaign, the Swashbuckler is the happy-go-lucky hero with the ready
wit and the flashing rapier. He's happiest when he'sin the big city, but can be an
imposing warrior anywhere—enemies often underestimate him because of his
charming manners and don't redize that he can plate on armor and widld heavy



weapons as well as anyone else. The Swashbuckler, because he's bright and well-
spoken, often becomes party leader . . . or at |east the leader's spokesman.

Secondary Skills: The Swashbuckler can choose his own Secondary Skill. Good
choicesinclude: Navigetor (if he'sin with aband of pirates, especidly), Gambler,
Jaweler, Scribe, and Wegponamith.

Weapon Proficiencies: The Swashbuckler recelves two extra weapon proficiency
dotswhich must be devoted to wegpon proficiency with one of the following
weapons. diletto*, main-gauche*, rapier*, and sabre*. (The "*" symbol denotes new
wegpons to be found in the Equipment chapter.) Throughout his career, he must
devote half of hiswegpon proficiency dotsto those four wegpons. Once he has
achieved proficiency in al four of those wegpons, he may fredy choose where the
rest of hisweapon proficiency dots go.

Nonweapon Proficiencies. Bonus Proficiencies. (Generd) Etiquette, (Rogue)
Tumbling. Recommended: (Generd) Artistic Ability, Dancing, Herddry, Languages
(Modern), Riding (Land-Based), Seamanship, (Warrior) Blind-Fghting, Gaming,
(Priest, double dots unless Paladin) Musica Instrument, Reading/Writing, (Rogue)
Appraisng, Disguise, Forgery, Juggling, Musica Instrument, Tightrope Walking,
(Wizard, double dots unless Ranger) Reading/\Writing.

Equipment: The Swashbuckler must buy the weapon in which he has specidized,
but except for that limitation may spend his gold precisdly as he pleases.

Special Benefits. The Swashbuckler has three specid benefits. Firgt, when using
up his Nonwespon Proficiency dots, he doesn't have to devote double the normal
number of dots when choosing Rogue proficiencies. Second, when he's wearing light
or no armor (i.e., no armor, leather armor, or padded armor), he receives a—2 bonusto
hisAC (that is, an AC of 7 would become a 5); he's so nimble that hel's very hard to
hit. Third, the Swashbuckler is such aromantic figure that he ways receivesa+2
adjustment on hisreaction roll from NPC members of the opposite sex.

Special Hindrances: Trouble seeks out the Swashbuckler. Thisis something that
the DM will haveto play very carefully if the Swashbuckler isto be as hindered as dll
the other Warrior Kits. When there's another Swashbuckler around, intent on proving
that he's the best swordsman in the world, it's the PC Swashbuckler he settles upon
and chdlenges. When a certain young lady is being pursued by the king's guards, who
are intent on stopping her from reveding secretsin her possession, itisthe
Swashbuckler she ssumbles across when fleeing. When a prince is too drunk to attend
his own coronation, miraculoudy he looks just like the Swashbuckler. Life conspires
to make things difficult for the Swashbuckler, and the DM should dways throw just a
little more good-natured bad luck at that Warrior Kit than at any other.

Wealth Options: The Swashbuckler receives the standard 5d4x10 gp starting
money alotment.

Races: Any demihuman who'd look degant in foppish dress, widding a narrow
blade, will work fine as a Swashbuckler, especidly dves, hdf-dves and hdflings.
Dwarves and gnomes are not entirely ingppropriate, but are likely to have to defend
themselves from plenty of jokes at the expense of their curious looks.

Wilderness Warrior

Description: This hero represents some tribe (either civilized or barbarian) living
in adangerous, threstening, or unusua wilderness environment—such as the desert,
deep in swamp territory, in the frozen North, tucked away in the jungle or tropical
rain forest, or in distant mountains.



The Wilderness Warrior is different from the Barbarian. He's not automaticaly a
menacing figure when travdling around in the campaign's norma society; he'sjust
exotic and unusud. He can be very cultured and civilized, but, coming as he does
from a different culture, will have different attitudes from the other player-characters
on many subjects.

For example, a desart nomad character may be merely offended at the theft of his
property but be outraged by (and demand the death pendty for) theft of his water; he
may beieve that women should stay in camp and leave fighting to the men (an
opinion he will find himsalf quickly disabused from when in the outer world); he may
fed the need to prostrate himsalf whenever he passes the church or temple of the deity
he worships; and so on.

The player decides (with DM's permission) what sort of tribe and environment the
Wilderness Warrior comes from. Then, working with the DM, he must determine
what sort of unusua beliefs and customs the character and his tribe possess. He may
later abandon afew of these beliefs in the outer world, but should not abandon most
of them; they are part of what makes him unique in the campaign.

To be aWilderness Warrior, the character must have a Congtitution score of at
least 13.

Role: Inacampaign, like the Barbarian and Savage, the Wilderness Warrior isthe
"outsder's voice' who questions dl the strange quirks and discrepancies in the player-
characters culture. He's dso an opportunity for some comic-relief adventures, when
he misnterprets some aspect of the society and it leads him into confuson and
trouble. More importantly, the DM should arrange for the occasiond adventure to
take place in lands like those of his birth, so that he can demondtrate his skillsin that
environmen.

Secondary Skills: If youre usng the Secondary Skills rules, the Wilderness
Warrior may choose his skill from the following list: Fisher, Forester, Hunter, Sailor,
Trapper/Furrier.

Weapon Proficiencies: The Wilderness Warrior may spend his Weapon
Proficiencies any way he pleases. The DM may insst that he spend one or two on
weapons gppropriate to his culture: A desert nomad should have Scimitar and Short
Composite Bow, while an arctic warrior should have Harpoon and Spear, for instance.

Nonweapon Proficiencies. Bonus Proficiencies: Survivad (in his native
environment), Endurance. Recommended: Any relating to the land of his birth, such
as Animd Handling, Animd Training, Dancing (his culturd dances), Fire-building,
Fishing, Riding (Land-based), Swimming, (Warrior) Mountaineering, Tracking.

Equipment: The Wilderness Warrior may only spend his starting gold on items
gppropriate to his culture. For example, the desert nomad couldn't buy any armor &t al
with his sarting gold, while the arctic warrior could only have leather or hide armor.
(Of course, if the DM determinesthat hisis atrading culture, he could have accessto
goods from al over the world.) The Wilderness Warrior doesn't have to spend dl his
garting gold before entering play. Once he begins play, there are no restrictions on
what sorts of equipment he may buy.

Special Benefits: The Wilderness Warrior gets a specia bonus of +5 to his
Survivd proficiency roll. Thisonly gppliesto the Surviva proficiency pertaining to
environments like that of hisorigin; if he later takes a second Surviva proficiency for
another type of territory, the bonus doesn't count toward it.

Special Hindrances: The Wilderness Warrior, in his early years, is occasiondly
hindered by his unfamiliarity with the player-characters society, but thisisarole-
playing consderation; the DM must occasiondly enforce it until he believes the



character is sufficiently familiar with the usud culture.

Wealth Options: The Wilderness Warrior getsthe usua 5d4 x 10 gp in garting
gold.

Races: Thisisavery appropriate Warrior Kit for demihuman warriors, and the
DM may wish to create some unusua demihuman tribes to showcase it. For example,
everyone would expect Dwarven Wilderness Warriors from the mountains, EIf and
Gnome Wilderness Warriors from the tropicd rain forest, etc. But what about Desert
Dwarves? Arctic Elves? Svamp Gnomes? Mountain Halflings? Such unusud choices
can add some color to acampaign.

Recording Kits on the Character Sheet

The character record sheet presented in the Character Creation chapter has blanks
for al of the benefits, hindrances, and other notes generated when a character takesa
Warrior kit.

Warrior Kits and Multi-Class Char acters

These Warrior Kits are designed to add depth to awarrior-class character. But if
the character is dready multi-class (for example, an df fighter-mage), he doesn't need
any more depth. Therefore, only single-class warriors can take one of the Warrior Kits
described above.

However, with your DM's permission, there's no reason why a multi-dass warrior
can't use his wegpon and nonweapon proficiency choices to smulate one of the Kits.
.. and, again with DM permission, the characters possessing that Warrior Kit can
congder him "one of their own'" within the context of the campaign.

For example, let us say that your campaign features an evish Amazon tribe and
you want to play an df fighter/thief who belongs to that Amazon tribe.

Build her thisway: Have her take Spear and Long Bow Wegpon Proficiencies. For
her Nonweapon Proficiencies, have her take Riding (Land-Based) and Animal
Training (she doesn't get ether of thesefor free, like the "red™ Amazon, but she can
gl choose them). For her Equipment, limit her to the equipment choices of the
Amazon.

If you do dl this, and have your DM's permission, within the context of the
campaign, your character will be consdered an Amazon. That is, she comes from the
Amazon tribe and the other Amazons consider her to be a shield-sister and one of
their own. You know, and the DM knows, that she doesn't have dl the specia benefits
of the Amazon Warior Kit. And the DM iswithin hisrights to assgn the character
the specia hindrances of the Amazon—after dl, you've chosen for her to be identified
with arace of people with those hindrances. But to dl outward eyes, sheis
indiginguishable from any other dvish Amazon.

Warrior Kits and Dual-Class Char acters

The sameis not true of dud-class characters.

If acharacter starts off asawarrior, he may take any of the Warrior Kits above. If,
later, he decides to change classes according to the norma Dual-Class Benefits and
Redtrictions rules, he doesn't lose any of the benefits or hindrances of the Kit he
chose; heis dtill that sort of fighter. If that second character class dso has arange of



Kitsavailable to it, he may not choose a new, additional Kit.

If acharacter starts off as some other character class, does not take on aKit
appropriate to that class, and then later switches to one of the warrior classes, he can
choose a Warrior Kit at that time . . . though the DM may insst that certain campaign
events be accomplished in order to dlow him to do this.

For instance, let's say that a human mage decides, later in life, to become a
Fighter, and he wants to be a Gladiator. Well, theré's nothing wrong with that. But the
DM should indgt that the next severd adventures ded with that transformation. The
character must be hired by (or, aternatively, captured and endaved by) an arena or
fighting-stable owner, trained, and pitted againgt other Gladiators. The other
charactersin the campaign could dso be entering the gladiatoria arena, or the DM
could contrive things so that the current adventure involves gladiatoria eements and
dill get dl the PCsinvolved.

To better smulate the wait involved for the character to learn his new trade, the
DM iswithin hisrightsto ingst thet the character not recaive his Warrior Kit until
he's reached second experience leve in hisnew class.

Abandoning A Kit

Sometimesiit happens that a character is created with aWarrior Kit and
circumstances later force him to reconsider his character's role. For example, a Noble
Warrior could become disgusted with the corruption and excesses of his classand
decide to renounce histies to the nobility. Or, a Savage could become increasingly
comfortable with the civilized world and increasingly uncomfortable with his savage
kin. In such a case, the player should think about abandoning the Warrior Kit.

To abandon the kit, the player should privaidy tell the DM hisintentions. If the
DM has no objections to the abandonment, then it will take place. Unless the choice
for abandonment were brought on by a sudden, traumatic event, the DM may have to
have some time to work the abandonment into the storyline. Often, in the Sory, the
character doing the abandoning will have to role-play out the Stuation: Publicly
renounce his ties with the others of his Warrior Kit, and then suffer any consequences
that might arise. (In Greek mythology, for instance, the Amazon queen Antiope
abandoned her former life to stay with King Theseus of Athens. . . and she later died
fighting her former countrywomen when they came after her.)

Once the character abandons his kit, he aso abandons al the specia benefits and
hindrances it provides. Often, those benefitsincluded free Nonwegpon Proficiencies
or Weapon Proficiencies. The character doesn't lose those, but he must pay for them
from the next free dots he has available to him.

The character may not take another Warrior Kit to replace the one he's abandoned.
Once he gives up his Warrior Kit, he's an ordinary Fighter, Paladin, or Ranger for the
res of hisplaying life

Modifying The Kits

The DM can, and should, modify the Kits presented above to represent hisown
campaign setting more accuraely.

For example, if there are no Amazonsin hisworld, he should disdlow the
Amazon Kit. If Gladiators are al chosen from the ranks of savages despised in the
civilized land, he should modify the Gladiator hindrancesto reflect the fact that they
have no respect in the campaign setting.



Creating New Kits

Similarly, if theré's a gpecid sort of warrior that the DM would like to have in his
world, he can desgn anew Warrior Kit for that warrior.

To design aWarrior Kit, you must answer the following questions about the
warrior and hisrole in your campaign.

Description: What isthiswarrior? Whet literary, mythologica, or historica
source is he drawn from? What specid requirements are there if a character wishesto
be one?

Role: What isthiswarrior to be in the campaign? How does his culture look at
him? How do other cultureslook at him? Is there a specia sort of outlook he needsto
have to belong to this Warrior Kit? And what does thiswarrior tendtodoina
campaign—Iead mighty nations? brutalize and betray his alies? upset the delicate
baance of paliticd drategies? have agood time without making waves?

Secondary Skills: If you're using the Secondary Skills rules, you need to
determine if this Warrior Kit requires such a skill. If no one secondary skill should be
common to al warriors of thistype, then don't require a secondary sill. But, if all
members of aWarrior Kit seem to have this kill, then you should requireit of dl who
take this Kit.

Weapon Proficiencies: Many Warrior Kits seem to gravitate toward specific
wespon types. Knights lean to swords and lances, Merry Men of the forest prefer the
longbow. If the warrior you're Smulating seemsto prefer one or two wegpons above
al others, then, in thisKit, you require them to take the proficiencies for those
weapons.

Nonweapon Proficiencies: Most Warrior Kits, again, seem to have certain skills
in common. It would be slly to have a Noble Warrior without Etiquette, for instance.
S0 you may assign up to two proficiency dotsto be given free to the character. If it's
appropriate, the proficiencies may come from listings not gppropriate to warriors—the
Priegt, Rogue, and Wizard ligtings. (Though normdly the cogt in dots for such
proficiencies doubles, since they are here being given free to the character, that
doesn't matter.)

Equipment: If aWarrior Kit is best-known for having specific types of
equipment, require that the warrior have such equipment when the campaign begins.

If many examples, but not an overwheming mgority, of this sort of Warrior seem to
prefer a specific type of equipment, smply list it among the types of equipment the
Warrior Kit recommends.

Special Benefits: Every Warrior Kit should have some specia benefit. Itsup to
you to choose what that benefit is, but it should fit in with the way this warrior
gppears to function in fiction, mythlore or wherever he comes from. Types of benefits
indude:

Bonuses to reaction rolls, especidly from certain categories of people;

Bonuses to attack rolls and/or damage, especiadly againgt certain categories of
enemies, or in gpecia circumstances,

A free wegpon specidization;

Resistance (immunity or a bonus to saving throws) againgt pecific types of
megic,

Specid rights in the culture in which the characters normaly travel (for example,
immunity from prosecution for certain aleged crimes, or the right to demand shelter);
and so on.



Special Hindrances. Y ou should dso provide a special hindrance (or hindrances)
which limit the character as much as his benefits help him.

Such hindrances can include:

Minuses to reaction rolls, especidly from certain types of people;

Minuses to attack rolls and/or damage, especidly against certain categories of
enemies,

Inability to learn specific weapon or nonwegpon proficiencies;

Vulnerability to specific sorts of magic (either aminus to saving throws, or the
magic is autormeticaly successful); and

Specid redrictions in the culture in which the characterstrave (for example, not
being able to own property or get married, or excessve punishments for specific
crimes).

Wealth Options: If the Warrior Kit has any redtrictions or benefitsin the
awarding of his garting gold, or in the ways he can spend it, note them here,

Races: If there are variations to the Kit based on the character's race, note them
here. Some races can't take a specific Kit; some will have different proficiencies,
benefits and hindrances attached to them.

Notes: If you have any additiond notes about the Warrior Kit pertinent to your
campaign (such as which players you'd prefer for specific Kits, for example), put
them here.

Additiondly, you could create Kits for other classes than Warrior, or adapt the
exiging Kitsto the other through tinkering with the skills, proficiencies, benefits, and
hindrances. There could easily be Rouge Swashbucklers or Barbarian Priests, for
example.

TheWarrior Kit Creation Sheet

On page 124 is the Warrior Kit Desgn Sheet. If you wish to design anew Warrior
Kit, just photocopy the sheet and design your new Kit upon it. When you're showing
the Warrior Kits above to your players, also include the new Warrior Kitsyou've
designed.

Role-Playing

The AD&D® gameian't dl combat and magic, and so awarrior doesn't have to be
just acollection of numbers which responds to Stuations by killing everything in sight
and collecting coins. No, there's much more to role-playing than that, and this chapter
is devoted to role-playing the warrior character.

Warrior Personalities

There's a misconception that warriors are just square, solid guys who do the
physical work in afight; that rogues are the clever ones who do dl the conniving and
tricking; that wizards are awesome, impersond intelligence dedicated soldly to ther
magical sudies, that priests are only interested in the advancement of one's spiritua
learning.

While that's a smplification convenient for firg-time players of the game, more
experienced players may desire to add depth to their characters by providing more



detal to their characters persondities. Deciding how they react in certain Situations,
how they relate to other characters, and so forth.

Experienced role-players, those who adready do this, should skip down to the
headline reading "The Warrior Campaign.” Beginning role- players should continue
from here.

In the first part of this chapter, well be talking about Warrior Persondities,
describing afew types of heroes common to fiction and mythology. Read each
description, think about whether the description comes close to matching your
conception about your character's persondity, and if it does, try to utilize that
description's advice when role- playing and making decisons for your character.

Each persondlity in this chapter will be described in the following way:

Character Description: These paragraphstalk about the character's attitudes and
motivations, and how the character tends to act and interact in anormal campaign.

Best Suited For: These paragraphs talk about the dignments for which this
persondity typeis best suited, and about the Warrior Kits (from the last chapter) for
which the persondity is best suited. It's possible to come up with a good rationde for
why a character of a specific persondity type should have an dignment that doesn't
(at first glance) seem gppropriate for that persondity type, so thereis absolutely no
firm alignment restriction when you're choosing personalities. However, the
recommendations made for appropriate choices are good enough for most characters,
30 keep them in mind.

In Combat Situations: These paragraphs talk about how the character reactsin
combat Stuations. Not al warriors ungirgp their swords and wade in swinging; some
gpproach battle stuations more dowly, more cleverly, or more aggressively.

In Role-Playing Situations. These paragraphs talk about the character's general
reactions to NPCs in role-playing Stuations; you can use them as generd guiddines
for your character's role-playing conversations and other such encounters.

TheBrash Youth

Character Description: This character has just recently become an adventurer,
and he doesn't have much experience or common sense.. . . meaning that he getsin
trouble, and leads his companions into trouble, quite often. Therefore, you should only
choose a Brash Youth personality when you're willing to role-play this attitude. The
Brash Youth is easy prey for fast-takers and con men, suggests straightforward and
foolish plans sure to get the party captured or killed, admires more experienced
warriors without questioning their motives, and can be quite a menace to himsdlf
unless taken in hand by amore experienced adventure.

Inevitably, a Brash Y outh character hasto "wise up™—to lose some of his
preconceptions and naivete. If this doesn't happen naturaly in the course of a
campaign, the DM should design an adventure around the Brash Y outh, an adventure
where he's confronted with the consequences of his brashness. For instance, a
confidence man could trick the Y outh into accidentaly betraying hisdlies; or, a
Y outh's plan could go horribly awry and serioudy or criticaly endanger his friends;
or, ahero particularly admired by the Y outh could turn out to be far less admirable
than the Y outh has dways thought.

When this happens, the character must stop being a Brash Y outh and choose some
other persondity type. By now, he should have been playing long enough that the
player will know what sort of persondity thet is; aternatively, the events that shock
him out of being a Brash Y outh could affect him serioudy enough thet this event



chooses his new persondity for him (this results in such personditiesas a
disllusoned Crude Crusher or ahogtile Dangerous Antagonist).

Best Suited For: Intermsof dignment, the Brash Y outh is best suited to the full
range of Good and Neutra aignments (L/G, L/N, N/G, N, C/G C/N). Evil characters
arent suited to being naive and trugting. In terms of Warrior Kits, the Brash Youth is
admirably suited to dl of them! The only kit that might give you a problem is that of
the Samural, but it's possible to play an inexperienced and eager Samural struggling to
keep his enthusasm from showing benegth the veneer of eastern detachment; thisis
an expeciadly good choice in an dl-samurai campaign, where one character isthe
brash young warrior interacting with more experienced and settled samurai.

In Combat Situations: The Brash Youth islikely just to charge up to afoe and
begin pounding away, unless that foeis so big and scary that even the most foolish
youth will be afraid of it. HE's very likdly to take combat orders from hisfriends,
however, S0 it's easy for one wiser warrior to kegp him from killing himsdlf through
bad tactics. It's often agood idea for the party to make the Brash Y outh one of their
designated archers, because it usudly keeps him out of direct hand-to-hand combat
until he haswised up.

The Brash Y outh can learn from his experiences, on a case-by-case basis. After
he's been hammered by atroll, he can be more cautious with the next trall or troll-like
monster he encounters. But helll be just as brash with amongter unlike the others he's
encountered . . .

In Role-Playing Situations. The Brash Y outh gets dong with everybody until
such time as the other person insults one of hisfriends, chalenges one of his
preconceptions, or betrays him. Even then, helll smply be furious and willing to fight
or oppose the other felow; to be truly vengeful requiresthat the Y outh go through his
persondity change and take on anew persondlity.

The Brash Y outh should be played as either hesitant and nervousin new
gtuaions, or eager to throw himsdf into such Stuations—he's never bored or
indifferent. Other charactersfind his youthfulness charming, but may aso find him
exasperating because he's dway's getting into trouble.

The Crude Crusher

Character Description: The Crude Crusher isarude, boisterous, belching,
physical sort of character. He may be very clever, but he prefersforce to trickery or
persuasion—it feels good to pound people. He doesn't like proper manners, court
eliquette, literature and poetry, or haughtiness. He has very coarse and common
customs. . . dthough he could be of high birth (hothing says a high-born warrior must
be clean, virtuous, and polite, after al). Put him in atavern with a crowd of noisy
table-banging drinkers, where the drinks pour fredly and the occasiona brawl grinds
furniture into sawdust, and he's happy.

Best Suited For: Intermsof dignment, the Crude Crusher can belong to any of
them. If he's Lawful, he's il operates by a code of behavior that others can observe
and count upon (even if heisasocia midfit); and if he's Good, he's not going to take
the things he wants (by force) from those who own them. For these reasons, a
Lawful/Good Crude Crusher isn't likely to have alot of fun. In terms of Warrior Kits,
the Crude Crusher iswell-suited to the Barbarian, Beast-Rider, Berserker, Gladiator,
Peasant Hero, Pirate/Outlaw, Savage, and Wilderness Warrior. A Crude Crusher
Noble Warrior will aways suffer the reaction penaties given to Noble Warriors who
don't live according to their socid stations (see the description of the Noble Warrior



from the last chapter for more on this). Amazons are usudly too uptight in mae
societies to be as comfortably coarse as the Crude Crusher is. The Samural and
Swashbuckler tend to be too cultured for this persondity type. The Cavdier can't take
the Crude Crusher persondity.

In Combat Situations: The Crude Crusher isabrawler. He prefers one-on-one
combets and fights dirty, doing whatever it takes to win afight. He fights exactly as
he chooses, and may or may not follow the team plan. In combat, he's single-minded
and effective.

In Role-Playing Situations. The Crude Crusher can be alot of fun to play,
because he says whatever he wants whenever he wants. His crude remarks scandaize
more refined characters. He's likely to antagonize his " betters' in conversation, either
accidentdly or (more probably) ddiberately, and this can spoil party negotiations and
muck up the party's plans. However, none of this means that the Crude Crusher can't
be loya, courageous, competent and powerful, so adventuring parties aren't likely to
kick him out because of his mouth; but they're usudly exasperated by his attitudes.

The Danger ous Antagonist

Character Description: This character is a hero with an attitude problem. He's
grim and humorless, and never fightsjust to give someone a drubbing—he fightsto
kill. He's driven by some powerful, unsympathetic motivation: A desire for revenge,
overwheming desire for a possesson, or even a near-psychotic desire just to be left
aone. He must be carefully played so that there actually is areason for him to
accompany the other player-characters, and the DM may need to remind his player
occasondly that he can have friends and loyalties, even if he prefers to conced that
fact behind hard- bitten mannerisms and an evil temper. Naturdly, this persondity
type has few or no romantic inclinations or relationships.

Best Suited For: Intermsof dignment, the Dangerous Antagonist is gppropriate
for dl of them. Different dignments result in different motivations: A Lawful/Good
Dangerous Antagonist has been embittered by eventsin hislife, while a Cheotic/Evil
character is a sociopath. In terms of Warrior Kits, most are appropriate; the usua
exceptions are the Cavalier and Swashbuckler, who tend to be better-tempered
characters.

In Combat Situations. The Dangerous Antagonit fightsin asmart and deadly
fashion (unless hel's a Berserker). He prefersa ™ Take no prisonerd™ attitude, but can
alow himsdf to be overruled by hisfriends, especidly if they can persuade him that
therés apractica reason for it (just being merciful and humane isn't good enough). He
can be agood combat tactician for the team, directing his dliesto fight in the most
deadly and efficient manner possible; or, he could be awade-right-in fighter who
vents his hatred on his enemies.

In Role-Playing Situations. This character generaly doesn't do role-playing
negotiations with NPCs, unless the PCs are attempting to intimidate or frighten the
NPCs. The Dangerous Antagonist must be played carefully; many Dangerous
Antagonig characters are merdly kill-crazy fighters with overinflated opinions of
themsalves, and S0 it's very easy when playing such a character to aggravate the other
players with his pretentiousness. In other words: Be menacing, but concentrate thet
menace more on NPCs than your PC dlies.

The Doomed Champion



Character Description: This hero has been afflicted with a curse or a prophecy
that haunts him throughout hislife. He may have logt his One True Love and been
fated never to find her. He may be doomed to bring misfortune on anyone he cares
about. He might be prophesied to die whenever certain campaign-related goas are
achieved. He might be the last survivor of hisrace, doomed to die without issue, so
thet the race dies with him. When he's not fighting for his godls, this character is
suffering. For this reason, you shouldn't play such a character unlessyou enjoy
portraying that suffering. If you choose such a character type, you must consult with
your DM to determine just what sort of curse afflicts the character—it's bsolutely
pointless to play a Doomed Champion unless there actually is adoom or curse at
work.

Best Suited For: Any dignment is gppropriate for the Doomed Champion. In
terms of Warrior Kits, most are gppropriate, except for the essentially cheery
Swashbuckler.

In Combat Situations: The Doomed Champion tendsto fight in an al-out,
desperate- srength manner. He throws himsdlf fully into a fight and seeks out the most
dangerous opponents. Either he's Smply desperate to achieve his ends and elude his
curse, or he's unconscioudy seeking his own death. He's therefore not good as ateam
tactician. On the other hand, his bravery isinspirationd to other heroes and followers,
50 he's often made the leader of war parties. He can be merciful in combat, or kill al
who face him (dl the while regretting the grim necessity of it).

In Role-Playing Situations. The Doomed Champion tends to be sympathetic to
others needs and pains.. . . but is himself very depressive, because he knows thet
some grim fate awaits him. This means he's often easy to persuade to aid in others
quests (not quests for money: quests for more persond gods).

The Fated Philosopher

Character Description: This character is both smilar to and very different from
the Doomed Champion. Like the Champion, he knows that a particular grim fate
awaits him: Deeth. But he's very philosophica about it and does not torture himself
about it. He's likely to be an old campaigner with very few illusons left, but with a
keen gppreciation of dl life hasto offer.

Best Suited For: Intermsof dignment, Lawful and Neutral characters are most
suited to be Fated Philosophers, Chaotic characters are seldom that introspective. The
Philosopher is equdly suited to Good, Neutrdl, and Evil characters. In terms of
Warrior Kits, the Philosopher is most admirably suited to the Samurai. He's
gppropriate to mogt of the other kits as well, except the Berserker, which isn't avery
introgpective sort of hero.

In Combat Situations: Different Fated Philosophers face combet in different
fashions. Some are as thoughtful in combet as € sewhere, and teke a very andytica
approach to combat: Striking where the need is grestest, evauating the enemy's
drategy, and so forth. Others, knowing that they cannot forestdl| their fate, jump into
the thick of things and fight with unrestrained bettle-fury (and, perhaps, joy). The
player isleft to decide how his Fated Philosopher character fights. Basicdlly, he
should smply choose the method of combet he prefersfor this character, and then
rationalize it according to the character's philosophy of life.

In Role-Playing Situations. The Fated Philosopher is often a sort of fatherly-
advisor character. He thinks about everything, he's full of sage advice. Though he may
be driven by goas as strong as any other character's, in person heis seldom very



intense.
The Merry Showoff

Character Description: Thischaracter livesfor style or entertainment. He may
be a clown who ddightsin entertaining people and shooting barbs into the egos of the
sf-important. He may be an eegant fighter who loves to show the world what
fighting is like in the hands of a magter. He may smply love attracting the eyes of
ladies. Whichever, he's dways in motion; he never merely gestures when he can
instead make a flourish, never walks when he can stride, never talks when he can
orate.

Best Suited For: Chaotic characters are alittle better suited to be Merry
Showoffs, as they're more spontaneous than the reasoned Lawful or cautious Neutral
characters. However, there's no redtriction on this. Good, Neutrd, and Evil characters
can al be Merry Showoffs The eegant, dramatic, salf-centered, villainous lieutenant
isaclassc example of an Evil Merry Showoff. In terms of Warrior Kits, the
Swashbuckler, Gladiator, and Pirate/Outlaw are best suited to this persondity; the
Amazon, Barbarian, Berserker, and Samura are least suited; the other kits are
appropriate.

In Combat Situations. The Merry Showoff must fight in the most dramatic
fashion possble, even when it isn't as efficient or safe as another tactic. He leaps, he
bounds, he shouts, he gestures, he taunts the enemies, he makes challenges for sngle
combat . . . he can be aright nuisance, for alies aswell as enemies, and so the player
should be careful not to aggravate his friends too much with his antics.

In Role-Playing Situations: Likewise, this character should be as charming and
theatrical as possiblein role-playing Stuations. He doesn't necessarily have to be
witty; that might put too much of a strain on a player who isn't able to wisecrack with
ease. But he should be debonair and gracious at dl times, even when talking to the
leader of hisenemies or the rudest and coarsest boor.

The Natural Leader

Character Description: This character isthe dl-around man in charge. He's the
responsible hero who, even if he isn't party leader, thinks like one: He's dways
thinking about the team's god's and how to implement them, the safety of hisfriends,
the strategy of the bad guys, and so forth. He may be happy to be the leader-type, or
may be areuctant leader; either way, his friends look to him for direction. Naturaly,
you should only choose this persondity type for your character if you're to make the
effort to do dl that thinking and planning, and are willing for your character to be
responsible for others.

Best Suited For: Intermsof dignment, Lawful and Neutra characters are most
appropriate; Chaotic characters tend to be more spontaneous than the Natural Leader.
However, if you have a good rationale for a Chaotic Natural Leader, your DM may
choose to alow you to play it that way. Most Warrior Kits are appropriate to this
persondity type, especidly the Cavdier and Noble Warrior. In a party representing
severd different Warrior Kits, though, the Berserker and Savage shouldn't be Natural
Leaders. Other character types don't tend to trust them as leaders.

In Combat Situations: The Naturd Leader, whether he wants to or not, is dways
thinking in combat and trying to direct hisdlies activities. He makes sure thet there's
agood mix of ranged to melee combat, that shield wals don't have big holesin them,



that when afriend fdls there's someone to drag him behind the lines and another to
take his place. If aplayer with aNatura Leader character doesn't do this, and smply
jumps right into combat without any intent to think about or direct things, the DM
should assign him temporary minuses to attack rolls and damage: This reflects the fact
that the character istroubled by hisfalureto leed, even if the player isn't.

In Role-Playing Situations: The Naturd Leader is avery responsible character,
but beyond that, there is no limitation on the way he should be played in role-playing
gtuations. He may be grim or humorous, traightforward or decetful, arrogant or
modest, as the player decides. He will often be the negotiator for the party, but this
isn't required of him.

The Sneaky Thinker

Character Description: This character lives and loves to outwit other characters.
He lovestricking money out of people, outwitting opponentsin combet, persuading
people to help him againgt their better sengibilities, and so forth. It's best for a
campaign when the Sneaky Thinker isagood friend of the rest of the PCsand so
mostly turns his talents on NPCs; the DM needs to make sure that the campaign
doesn't turn into an endless succession of incidents of the Sneaky Thinker tricking
members of his own party.

Best Suited For: Intermsof dignment, Neutral and Chaotic characters are best
suited to be Sneaky Thinkers, as Lawful characters often have more respect for the
rights of others; but, again, with a good enough rationae provided, the DM may alow
himsdf to be convinced that a Lawful character should be a Sneaky Thinker. Most
Warrior Kits are equaly suited to the Sneaky Thinker character; the Berserker,
however, is an inappropriate choice and should not be taken.

In Combat Situations. The Sneaky Thinker hates to engage enemiesin melee.
He doesn't mind being aranged fighter, but held redlly prefer to be doing something
clever or spectacular: Sneaking around the fight to come up on the enemy's unguarded
rear, loosening rocks on the hillside above to drop down on the enemy, persuading
one of the enemy's dliesto turn on the enemy, anything that will demondrate his
menta superiority over the enemy (and maybe over hisdliesaswel). It'sup to the
player whether the character is actudly cowardly or not: Sneaky Thinkers can be as
brave asthe bravest warrior in apinch, if that's the player's conception of the
character.

In Role-Playing Situations. The Sneaky Thinker is often the party's negotiator,
as he loves taking with other characters and getting the best possible ded for himself
and hisfriends. In most role-playing Stuations, the Sneeky Thinker will, chame eon
like, adapt himself to the persondity of the person he's talking to, conceding histrue
thoughts and emotions behind the mask he thinksis most gppedling to the other
character. It's very hard to find out what the Sneaky Thinker is actudly thinking or
feding. Note that it's a dangerous temptation to trick your friends and dlies; ina
campaign where the PCs party is founded on trust and allegiance, such a Sneaky
Thinker will probably find himself cast out or killed for betraying his erswhile
friends.

Changing Per sonality Types

The above adviceisfor players who don't yet have afirm handle on role-playing
different persondities from their own. And the persondities presented here aren't



firm, forma rules which any character has to follow; they're guiddines with no redl
restrictions placed upon them.

Naturaly, then, it's very appropriate for you to write up more Personality Types
appropriate to your campaign . . . if, indeed, you need to formaize them to that extent.
It's as0 very appropriate for a character to change his Persondity Typein the

course of acampaign. Here are some ways it can happen:

The Brash Y outh wises up and loses his naivete and inexperience. Thishasto
happen eventudly (unless he gets killed before he ever getswise). His experiencesin
the campaign so far will probably have a strong influence on the next type of
personality he chooses. Here's a note for the other persondlities: Nothing short of
amnesia ever changes a character to the Brash Y outh persondity.

The Crude Crusher isnt likely to change, but a couple of things could bring
about such a change. He could fdl in love with amore refined partner, and, feding
gross and coarse in comparison, train himself to become more sophigticated. (The
Merry Showoff and Fated Philosopher become good options at this point.) He could
have heavy responghility laid upon him (such as amilitary officer's commisson) and
be changed by it (at which point the Natural Leader isagood choice).

The Danger ous Antagonist isonly likely to change when whatever made him a
Dangerous Antagonigt origindly is resolved. For ingtance, if he ever avenges himsdlf
on whomever hurt him in the firgt place, he could change to a Fated Philosopher or
Natural Leader.

The Doomed Champion isnt likely ever to change. He's doomed, after dl. But if,
in the course of the campaign, the DM alows him to un-doom or un-curse himsdif, he
could suffer a change of personality. He could become a Fated Philosopher or Natural
Leader. He might enjoy life so much that he becomes aMerry Showoff or Sneaky
Thinker. He's not likely to become a Dangerous Antagonist unless the events which
freed him from his curse were so nesty that they gtill scarred his personality forever.

The Fated Philosopher isn't likely to change. This persondity type comes a the
end of aprocess of persondity development, not in the middle.

The Merry Showoff could sober up under the weight of responghility, like the
Crude Crusher, and become aNatura Leader. Or he could naturaly evolve into a
Sneeky Thinker when it became less and less fulfilling merdly to entertain people and
more fun to manipulate them.

The Natural L eader could easily change if dramatic events made him sick and
disgusted with aways being so responsible and dependable. At that point, any
personality except Doomed Champion is appropriate. However, unless he's become
totaly amord, even in his new persondity hell probably sill have leadership
impulses and do alot of tacticd thinking.

The Sneaky Thinker isn't ever likely to change: Hisway of life istoo much fun
to him. If he were to change, to become allittle less secretive, held probably become a
Merry Showoff.

For any character, some horrible event (such as the brutal murder of aloved one)
could change the character, at least temporarily, to a Dangerous Antagonist or Crude
Crusher.

The Warrior Campaign
So far, we've mostly talked about the warrior character and hisrole in norma

AD&D® game campaigns.
However, it's possible to run a good campaign whose characters are mostly



warriors. . . or al warriors.

There are a couple of reasons to think about having an dl-warrior campaign. Firs,
in meny campaigns, after the first few experience levels, the fightersincreasingly teke
aback seat to the magic-using classes, whose power increases fagter than the fighters.
Second, many movies, novels, myths and legends just feature fighter characters, and if
one of those settings particularly appedsto you, and you want to smulate it in your
campaign, you'l want to limit your campaign to fighters.

There are savera ways to run such a campaign. Some sample arrangements include:

Mixed Warrior-Typesin aMagicd World

Mixed Warrior-Typesin aMostly Non+Magicd World
Mixed Warrior-Typesin a Strictly Non-Magicd World
One Warrior-Typein aMagicd World

One Warrior-Type in aMosly Non-Magicd World
One Warrior-Type in a Strictly Non-Magicd World

In the second part of this chapter, well be talking about dl those arrangements,
how they can be set up and what they mean to acampaign.

Magical World vs. Non-Magical World

The DM, when setting up his campaign, must decide how much magic thereisin
the world—not just magica items, but magica mongers, Sodls, and effects of any
sort.

Magical World

In awarrior-oriented campaign where magic exists at the norma AD& D® game
limits, magic is consdered a scary thing which norma people don't gppreciate a all.
Most wizards encountered in the campaign will be villains. The ones who are friends
of the PCs are mostly low-powered (low-levd).

Thisfollows the pattern of many sword-and-sorcery fiction series, where each
story's resol ution comes down to a contest between the hero and his fighting prowess
vs. adastardly wizard or magica creature and his spdlls.

In such acampaign, the DM will have to decide whether any player-character can
be a multi-class or dual-class hero with Wizard or Priest spdlls. It'sdl right to have
Ranger and Paladin characters, asthey only acquire their spells dowly, and after
many experience levels. . . but the more magicaly potent wizards and priests pose a
bigger problem. Their magic is too handy and too dependable; the DM has to make
his magicd villains even more powerful in order to cope. In acampaign where PCs
can't be priests or wizards, a much lower-leve magicd villain will be much more
effective againg them.

For these reasons, if you're going to try running awarrior-oriented campaign for
the first time, we recommend that you not alow PCsto be priests or wizards. Y ou can
aways choose to add the option later on . . . but if you find that you like the non-
magica warrior arrangement, it's not o easy to remove the PCs magica abilities
from a campaign where you've dready dlowed them.

M ostly Non-Magical World



In aworld where thereés very little magic, no PC can learn spells. This means that
no player-character can take a Priest or Wizard class as his character profession, or
even as one of a dual-class or multi-class character's professions.

In such a campaign, characters can sill be Rangers and Pdladins. Even they can't
learn spdlls. . . but they ill get their other specid abilities.

Pdadins fill have the abilities of detecting evil, +2 to saving throws, immunity to
disease, hedling by laying on hands, aura of protection, turn undead, devils, and
demons, and cdling of war horse; he can use the specid abilities of aholy sword in
the unlikely event he can find one. All the Pdadin limitations till apply.

Rangers ill have their abilities of bonuses vs. a chasen enemy, dedling with
creetures, building castles, forts, and strongholds, and attracting followers. All the
Ranger limitations ill apply.

In this type of campaign, magical items and treasure of any sort are very, very
rare. They may even be nonexistent, as the DM decides.

Magicd mongers, equadly rare, are especialy nasty and fearsome. For example, a
dragon encountered in awarriors-only campaign is more like the ferocious,
unstoppable engine of death it gppearsin the myths, and it takes an especidly brave
St. George to confront one.

And wizards—if wizards are found, they are evil beings who have made pacts and
dlegiances with nether powers and received their spells from those powers. They're
particularly nasty, powerful, and frightening because they have access to powers
which the heroes can't even gpproximate. The heroes must use dl their brains and
brawn to confront such powerful beings, and will often have to prepare for such a
confrontation by finding artifacts, researching the history of the wizard to discover his
motives and weaknesses, and o forth.

Strictly Non-Magical World

In worlds where there is no magic at al, there can be no genuine Mage characters.
(Of course, there can be characters pretending to have magica powers, but they're
probably Rogues running some sort of scam operation.) Priests, Rangers, Pdadins and
Bards exist but have no spells or magicd abilities whatsoever; they have only
whatever specid status their society places on their professions.

Warrior-oriented campaigns set on strictly non-magica worlds are good for alot
of things. By taking the emphads off magic, you put it on such things as combat,
battling the elements, and pure adventure. In such a campaign, only one's wits,
physica abilities and skills make the difference between success and failure, life and
death. Magic, with dl its mystery and dl its complications, doesn't ever enter the
picture.

Thisdso means that things which would be unimpressive in amagica world can
be awesome and mysterious in a nortmagica one. A "dragon” may just be agiant
dinosaurian beast with no intelligence, no magic spells, and no breath weapon, but it
will be terrifying anyway, as the characters have no magic with which to help destroy
or defeet it.

Without magic present, characters are never raised from the dead. They must be
played more carefully than in games where resurrection is a commonplace event. It
might be advisable to Sart characters out at 3rd level, as described in the Character
Creation chapter, so that they'll be alittle tougher to compensate for this Stuation.

Such acampaign isideal for settings based on historical periods. Y ou could base
your AD& D® game campaign on the Crusades, on the era of piracy, on the wars of



imperia Rome or ancient Greece, on the conquest of the New World. These are all
settingsrich in action and mystery, but for which therés little evidence of monsters or
meagic.

The Mixed-Warrior-Type Campaign

In this type of campaign, the characters are mostly sngle-class warriors, and each
may have adifferent Warrior Kit. With the DM's permission, multi-class and dua-
class characters (so long as one of the class choicesis Fighter), priests and rogues may
aso be played, but the mgority of player-characters (over half) must be sngle-dass
warriors. And the DM, if he wants a fighters-only campaign, never hasto give
permission for those other character classes to be played.

In a campaign devoted to Warriors, the DM should foster an attitude that it's more
desirable to be afighter than another class of character. Other classes may be alowed,
but are usudly represented by only one character each.

Oneway to fodter this ttitude is for the warrior-characters to get the lion's share
of admiration from the people. Characters belonging to other classes will get from the
public the minimum amount of admiration they deserve for their deeds, but such
acclam shouldn't be their main mativation; these characters must have other godsiif
they're to be satisfied in such a campaign.

The One-Warrior-Type Campaign

In this type of campaign, most or al of the player-characters have the same
Warrior Kit. They don't dl haveto be of anidenticd class. In a Swashbucklers
campaign, one character could be a Fighter/Swashbuckler, another a
Ranger/Swashbuckler, and another a Paladin/Swashbuckler.

The DM may require that dl charactersin such acampaign be Warriors, or may
alow amix of character classes gppropriate to the campaign's subject . . . but the
magority of characters must gill be Warriors, and other classes can be represented
only by one player-character. For example, in acampaign based on the legends of
Robin Hood, most of the characters will be Warriors with the Pirate/Outlaw kit; the
DM could permit just one or afew to be Thieves, there's only one Priest (Friar Tuck)
and only one Bard (Allen aDdle).

The purpaoses of this campaign (other than the norma Having Fun and Going on
Adventures, of course) are to showcase the lives of characters with this Warrior Kit,
and to pursue the goals common to characters who share this Warrior Kit. So, below,
you'l find descriptions of campaigns centered around dl the specific Warrior Kitsand
their specific gods.

Amazons

In an Amazons campaign, obvioudy, most or dl the characters are Amazons—
reclusve women warriors.

The most interesting purpose for such a campaign would be to showcase a clash of
cultures. Have a party of Amazon player-characters go adventuring in the outsde
world (the mysterious, dangerous, treacherous, woefully mele-dominated outside
world). A lot of the role-playing opportunity provided by such a campaign would
involve the characters doing the following: Running up againgt, and battering down,
prejudices againg women warriors, and fighting their own pregjudices, which dictate



ether that men areinferior and must be downtrodden, or are al treacherous and must
aways be viewed with distrust and suspicion. They can dso have encouraging,
amusing or even tragic encounters with the women of the outside world, whom they
try to convince that the Amazon way of life is the One True Way.

Here's a sample adventure idea, drawn from mythlore about the Amazons:

Before the adventure begins, a ship from the world of men (or agroup of
horsemen, if your Amazons are landbound) arrives in the Amazon community,
claming to wish to conduct peaceful trade or negotiations with the Amazon peoples.
They are gracioudy received by the Amazon court and negotiations are held.

But something goes wrong. The next morning the negatiators are gone, dl fled—
and the Queen is missing, too, obvioudy kidnapped by the men. The queen's Sster
assembles and sends forth ateam of crack warriors, the player-characters, to retrieve
the kidnapped queen or die trying.

The PCs must equip themsdlves, then head into the outer world. In the course of
their pursuit of the kidnappers, they'll meet alot of NPCs. Some will be callous and
supid, intending only to oppress or endave the PCs, and must be dedlt with by
cunning or violence. Others will be admiring of the characters independence and
ability, and will chdlenge the Amazon notion thet al men in the outer world are their
enemies.

Finaly, when the PCs reach the city where their queen isbeing held, the DM has
to decide what her true statusis. She might have indeed been kidnapped by the
negotiators and needs to be rescued; the Amazon PCs may need to break into her
prison and snesk her out, or may need to aly themsalves with an outer-world army
and sack the city. Or, she might not have been kidnapped at dl, but might instead
have been struck by a sudden love for one of the negotiators, and fled with him—
especidly fleeing her respongihilities as queen. If that's the case, the PCs might
choose to turn around and go home, or might have to sack the city anyway, to avenge
the affront done them by their thoughtless ex-queen.

Since not many playing groups will want to switch over to the eccentric dl-
Amazon format, you ought to read the text below on "Campaign vs. Mini-Series' for
away to play such athing without disrupting your usud campaign.

Barbariansand Berserkers

In the Barbarians and Berserkers campaign, most or al charactersbelong to a
sngle barbarian tribe.

The Barbarians and Berserkers campaign has a couple of purposes. Firg, it'san
opportunity for acampaign with alot of combat, especidly if the campaign revolves
around clashes between two or more competing tribes. Second, it's an opportunity to
showcase how decadent and corrupt the "civilized" world is, contrasted with the
smple strength and rude honor of the barbarian tribes.

There are severa common types of Barbarians and Berserkers campaigns.

Onetypeisthe Tribal Campaign: The PCs live with their tribe and act asits
defenders and heroes. They repd invasons, hunt mighty and monstrous animals for
their meet, attack riva tribes, and do whatever they can to ensure their own tribe's
surviva. Here's one sample adventure idea: In wastdlands distant from civilization,
two tribes do battle. One is an NPC tribe, and the other is represented by the player-
characters and some NPCs. The two tribes can be enemies because they compete for
hunting lands, because of some old grudge, for any reason or none.

Adventures involving battles between them might be smple fights to the deeth



between smd| squads (made particularly interesting by rough terrain and wesether),

but you can complicate things, too. What if the two tribes, in the course of ther
mobile combat, sumble across some slent, time-lost city populated by monsters? The
tribes may continue their running battle through the city, avakening the ancient,
degping mongters, who will eventualy come after the barbarians, forcing them to
combinether effortsor die. . .

Another typeisthe Barbariansin a Civilized World Campaign: The player-
character barbarians and berserkers travel through the so-cdled civilized world. They
may be seeking a new place to sttle their tribe, the old Ste being untenable for one
reason or another; they may be mercenaries who hire themsalves out to anyone with
enough gold; they may be pursuing some villain who insulted them, or who sacked
ther village while the warriors were away adventuring.

The player-characters travel through aworld where civilization equals decadence,
where al men are wesker than our barbarian heroes. They encounter terrifying black
magic in jungle ruins, battle enemy armies which stand in thelr way, sumble across
hidden evil wizards and the bizarre mongters they creste, and so forth.

Y et another type isthe Barbarians for the Crown Campaign: Thisis much likethe
Barbariansin a Civilized World campaign, but here the barbarian heroes have a
purpose. One or more of them intends to rule acivilized netion. He and his friends
must gather enough power to be able to accomplish this, usudly by joining the army
of some greet nation, rising quickly through its ranks (dl the while going on many
dangerous army-oriented adventures), and winning enough popular support in the
army and elsewhere that they can overthrow the current despotic royd family.

A last choice for a campaign combines al three of the campaign styles above. In
the early stages of the campaign, dl the characters are grest triba defenders; many
adventures can be run with this theme. Later, some great caamity forces the heroes to
leave their native tribe. As described earlier, this could be amisson of vengeance
which forces them to |leave for the outer world; it could be the destruction of their
entire tribe by powerful, evil forces; it could be a prophecy which says that one of the
PCswill bring doom on the tribe if he stays, but glory to himself and his companions
if heleaves. So for many game-years the heroes will adventure in the outer world,
until something (another prophecy, their own desires, the desires or manipulations of
an NPC involved with the group) point them &t the crumbling throne of a great nation.

In the Barbarians and Berserkers campaign, by the way, magic useisadmost
aways scorned. Magic is consdered unclean and dmogt al wizards are evil enemies
of the heroes. Though it would not be ingppropriate for one character to be some sort
of shamanigtic hero (for example, a dud-class Fighter/Mage), this sort of campaign is
best suited to worlds with little or no magic.

Beast-Riders

The Beast-Riders campaign is very smilar to the Barbarians and Berserkers
campaign. But there are Sgnificant differences in the player-characters goals and
motivations.

In the Beast- Riders campaign, it's the tribe's association with its totem anima that
provides much of the flavor of the campaign. The villains and thregts of the campaign
don' just menace the humans, they dso endanger the animas on whom the tribeis so
dependent.

For example, in such acampaign, an evil wizard degper in the wilderness has
dlied himsdf with an animd thet isanaturd (or unnatural) enemy of the tribe's



totem. Now, he's sending his own warriors after the tribe's animals, trying to destroy
them and conquer the tribe. If the player-character tribesmen ride dire wolves, the
sorcerer's minions, fewer in number than the tribesmen, will be ogresriding
smilodons (sabre-tooth tigers). If the PCs ride pegas, the more-numerous enemies
might be goblinsriding giant bats.

Perhapsthis evil sorcerer wants the tribe's land; perhaps he wants the tribe's
princess, perhaps his god is an enemy of the god representing the tribe's animal totem.
Whatever the cause, he's evil and must be dedlt with.

In the early stages of the campaign, the ordinarily- happy tribesmen suddenly
begin suffering attacks a the hands of these enemies. They must defend their village
from the first, murderous assault, then set up patrols and reconnaissance missons to
probe into enemy territory and find out what's going on. Ultimatdly, they will haveto
assemble a crack team of tribesmen (the player-characters and their immediate
friends) to penetrate enemy territory, snesk into the citadd of the enemy, and destroy
him.

Additiondly, al the campaign types appropriate for the Barbarians and Berserkers
campaign work just as well with the Beast- Riders campaign.

In this sort of campaign, Snce everyone has the same Warrior Kit and might seem
very smilar, each warrior should choose a very different Persondity in order to
diginguish himsdf from hisfdlows.

This campaign may have no interaction a al with the world's civilized nations, or,
the tribe's enemy might be a powerful lord from the civilized lands, and the heroes
mission to destroy him will be doubly perilous because they don't know what they'll
be facing in those strange lands.

Cavaliers

In the Cavdiers campaign, the player-characters are dl noble knights questing for
goodness and glory.

This can be one of the great weaknesses of such a campaign. Who wants to be
clean-scrubbed, dedicated to goodness, and halier than thou al the time?

So when running such a campaign, the DM and players must be careful to
distinguish the Cavdiers from one another in persondity, motivations, dress and style.
Yes, they'll al be devoted to good; but they can have different dignments, outlooks,
and persondities. One Cavdier can be a heavy-hearted Fated Philosopher; another,
though till devoted to doing good, may have been sufficiently embittered by his pre-
campaign experiences to be a Dangerous Antagons; dill another may have been
cursed and is now a Doomed Champion.

Cavdier Campaigns are usualy run to showcase epic struggles between pure good
(the player-characters) and pure evil. The fate of the nation or the entire world may be
at stake. For example, at some time in the past, the world's greatest king has
discovered that a great menace threatens to overwhelm dl the world, so he has
assembled his bravest new knightsto find out whet it isand ded with it. In their early
adventures, these Cavdiers are gaining experience, risng up from the lowest levels,
and assembling clues as to what sort of menace the world faces. Asthey learn more,
and begin to have more and more direct confrontations with the minions of the
menace, they redize that the threat isindeed red . . . and that they're not yet adequate
to save the day. They must continually quest to become better warriors, to find
specific magicd items which are supposed to be useful againgt the menace, and to
gather dliesand rase armies. . . until the find hour is upon them, and it'stime for



these much more experienced heroes to face the bettle of their lives.

Since dl Cavdiers are good-digned, the campaign attitude is not going to
promote rude PC behavior: Theft, robbery, assauit, insults, and betrayds are al
actions that will get the PCs in trouble with each other (and with the DM).

Gladiators

There are two interesting gpproaches to having a gladiator-based campaign.

Y ou could have a campaign centered around the gladiatorial arena. Each character
isadifferent type of gladiator: One novice, one square-jawed hero adept at
everything, severd gladiators each specidizing in one interesting wegpons
combination. The campaign deds with the hero-gladiatorsin ther effortsto survive
not only the arena but the plotting and trickery of gladiators belonging to ariva
patron.

In one adventure, the enemies might drug our heroes food before the heroes are
due to fight some particularly fierce mongter on the sands; if the heroesfight, they are
in extra danger because of the drug's effects, and if they do not fight, they lose
cong derable audience popularity and politica clout.

In another adventure, a popular dave-gladiator leads arebdlion; do our heroes, if
they're free gladiators, help the rebellion or help repressit?

In another adventure, the enemy patron manages to frame one or more of the
heroes for an insult they did not perform, and they are chadlenged to arena-battle to
the death by a group of noble heroes they do not wish to fight . . . and so on.

However, though many adventures can be generated around the coliseum life,
such acampaign is inherently limited, and will ether end fairly soon or branch out
into other adventures.

If youre familiar with Italian sword-and-sanda movies, you know of one way
such acampaign could branch out. In such films, you often have groups of gladiators
and ex-gladiators going out into the world and righting wrongs. When acity is being
bled dry by atyrannicd ruler, the gladiators show up and cast him down. When the
Emperor's daughter is kidnapped and ransomed, the Emperor doesn't call on his crack
guardsmen; he asks the gladiators to rescue the princess.

Such adventures often have alot of broad comedy in them. Gladiators usudly
have fierce unarmed- combet abilities so that they don't have to kill common-grunt
guardsmen in every tavern brawl.

Myrmidons

In the Myrmidons campaign, the player-characters are dl heroeswith the
Myrmidon Warrior Kit. They're either part of an elite unit in aregular amy or guard,
or they're asmall, efficient mercenary team who've worked together for years (before
the campaign began, that is).

This campaign is best suited to providing the characters with interesting military
and tacticd Stuations.

For example, in one adventure, their superiors'employers instruct them to rescue a
kidnapped ambassador from an old, abandoned fort that is now occupied by
bandit/kidnappers. The heroes are given a map of the place, a certain amount of gold
for equipment, and a deadline (never more than afew days). They have to work out
al the plans of the assault and rescue, then go in, retrieve the kidnapee, and escape
with him unharmed if they're to get their money or the commendation of their



superiors.

In other adventures, the characters unit might be part of amuch larger military
force fighting along-standing war; some adventures will be stand-up combats with
enemy troops, some will be reconnai ssance missons behind enemy lines, somewill
be rest and recreation binges in nearby civilian towns.

In most cases, the players should have the opportunity to plan out their own
military operations. This gives them a greater sense of satisfaction when the plans
succeed . . .and a better undergtanding of how things work in the game-world when
the plansfal.

Obvioudy, thisisavery pro-military campaign setting, and the PCs and thelr
NPC friends wont tolerate differing outlooks. Minor villainsin this campaign include
officers who know less about military operations than the PCs, or officers who
deliberately sacrifice subordinatesin order to gain success and promotions; so are
civilians who rabidly oppose the ongoing conflict, those who are disrespectful of
soldiers, etc.

NobleWarriors

Thisisacampaign of knights and chivaric doings. Some of the characters are
traditional medieva knights, some are their squires; others may be warriors or
mercenaries accompanying their party, or other types of characters being escorted by
them (noblemen and noblewomen, priests, etc.).

Thistype of campaign differs gregtly from the Cavdiers campaign in that the
Noble Warriors don't have to be staunch supporters of goodness and light. Some will
be true heroes, some will be sdlf-centered boors. But they share the common ties of
knighthood and nobility, so they usually get dong with one another.

For an idea of what sorts of adventures are gppropriate to a Noble Warriors
campaign, you need only read the books and see the movies, available in the hundreds
or thousands, appropriate to such characters. In particular, the novels of Sir Walter
Scott and the chronicles of the doings of Camelot are very appropriate source materia
(and, no, not dl the knights of Camelot were Cavdiers, some were brutes).

In Noble Warriors campaigns, the heroes wander the land righting wrongs by
sword or lance; they fight dragons which lair in menacing cavernsin the deepest
woods, they defend the land againgt infiddls and invaders, they compete with one
another in friendly tournaments and unfriendly clashes between rivd kings or barons,
and they raise and lead great armies on overseas crusades.

They aso defend the prerogatives of their class. For ingtance, in a Cavdiers
campaign, the PC heroes might join a peasant's rebellion againg the land's rightful
(but greedy and abusive) rulers, and even completely overthrow that land's system of
rulership. In aNoble Warriors campaign, the PCswill instead help put down the
rebellion . . . and then the good ones among them will investigate the cause of the
rebellion, and perhaps depose the evil lords on their own. At that point, they'd elevate
the next person in line for the throne or lordship—as long as he was a noble enough
character.

In Noble Warrior campaigns, if the PCsdl agreeto it, they can dl be unchivaric
boors. Perhapsthey all prefer to be robber-barons and ill-tempered knights. If that's
the case, and the DM has no problem with it, that's fine.

Peasant Her oes



In acampaign dedicated to Peasant Heroes, you have much the same Situation as
with Barbarians and Berserkers. Three good gpproaches for campaigns are the Town
Defenders, Peasant Heroes Out in the World, and Pessant Heroes Aiming for the
Crown, much as the Barbarian campaigns were structured.

There are differences between the Peasant Heroes and Barbarians campaigns,
though. In the Barbarians campaign, the player-characters are outsdersin this
cvilization, and civilization itsdf is bad—decadent, crumbling, not at al admirable.

In a Peasant Heroes campaign, the player-characters belong to this civilization; they
ae, in fact, smal-town folk who are much admired. Civilization is not bad or ruinous,
though the nation may be ruled by dissipated nobles who have to be overthrown or
diminated (leaving the throne open, of course, for one of the Peasant Heroes to take).

One very gppropriate Peasant Heroes mini-seriesto play would involve aForeign
Invasion. Troops from the neighboring enemy nation pour over the border and svarm
through the PCs country, daughtering or endaving everyone in their path. One large
unit of enemy soldiers gpproaches the PCs village. The PCs and their alies must fight
and keep the enemy at bay to give the villagers time to escape. Afterward, hopefully,
the PCs themselves can escape into the nearby wilderness to figure out what to do
next.

Their nation has been caught by surprise and overwhelmed by this sudden atteck;
the capita is taken, the king imprisoned or executed. The heroes have the option of
fleeing their land for some nation not yet taken by the invaders. . . or aranging a
resi stance and revolt movement to take the nation back from the invaders. From
episode to episode, the heroes can make and then execute their plans. Harrying the
enemy troops, building the resistance army up to greater strength, going on sabotage
missions into dangerous invader-held territory, raiding armories, kidnapping
important invaders, anticipating and thwarting invader repercussons, and eventually
throwing off the yoke of the enemy atogether.

Such acampaign could go on for years, and when it was done, and the enemy was
in retreat, could change into an dtogether different sort of campaign. The surviving
PC heroes could be knighted, and commence a Noble Warriors campaign; or, now
that their work is done, they could find themsdlves unable to return to their normd,
workaday lives and decide to become raiders of the high sees (i.e,, pirates).

Pirates and Outlaws

It's quite enjoyable to have awhole campaign where everyoneis a pirate or
outlaw. In pirate campaigns, dl the characters are raiders of the sess; in outlaw
campaigns, everyoneis alawlesswarrior. In both campaigns, the bands of characters
prey on the weak (but wealthy) and may have important goas to achieve other than
just taking money away from people who have too much of it.

The DM should determine and then make it clear from the outset whether thisisa

"good guy" or "bad guy" campaign.

Good-Guy Outlaws and Pirates

If it'sa"good guy" campaign, the player-characters are heroes. . . but
misunderstood.

They may have been framed for crimes they did not commit, and were forced to
flee the authorities (it's hard to prove your innocence when you're swinging from a



gibbet). They may be enemies of the new ruling power (if awise old ruler diesand is
replaced by an oppressive and unfair new ruler, that's ample judtification to embark on
alifeof outlawry . . . in the game and the movies, anyway).

In such a campaign, the characters are wanted by the law, but it's the law that's
wrong, and the heroes tregt their captives and victims with golden-rule ethics.

In other words, they'll capture innocents and take their money and goods. . . but
they'll offer no insult to victims who deserve none, will tend to release such prisoners
unharmed. Inevitably, some of these former prisoners will be re-introduced in the
gtory in an upper-hand postion, and may be able or willing to help the unlawful
heroes when they're in a bad postion.

On the other hand, victims who are their true enemies (wicked representatives of
the evil rulers, persona enemies, tax collectors, competing pirates and outlavs with
no scruples, and sdlf-centered money-grubbers of any sort) tend to be humiliated and
embarrassed while they are prisoners of the PCs. Unless they behave very stupidly
and attack the PCs, they, too, are likely to be released unharmed; if they do attack,
they tend to be battled in sngle combat, and usudly are killed. Enemy prisoners, if
released, aso tend to regppear in the story down theline. . . usualy at atime when
they can do alot of harm to the player-characters.

Themain god of this sort of campaign is restoring the old status quo. If the
characters used to be law-abiding citizens and are now wanted by the law for the
wrong reasons, their eventual goal is to prove their innocence. If the land used to be
ruled by awise ruler who is now imprisoned or dead, the characters god isto release
him from prison or find and crown hiswise true heir.

Often, the heroes force of men (pirate ship or outlaw band) will prove useful to
someone in a position of power (like the rescued ruler or another powerful noble), and
that personage will issue them pardons and commissonsinto hisarmy or navy just
before the dam-bang dimax of the campaign or mini-series.

Bad-Guy Outlaws and Pirates

If it'sa"bad guy" campaign, the DM and players will have to define the campaign
god. It may be nothing more than the acquisition of treasure over years of outlawry.
It may be consderably more specific, such asthe finding of atreasure buried by a
famous long-dead pirate, or the execution of a brilliant robbery plan.

The bad-guy campaign is mostly suitable to characters of neutrd or evil
orientation, and to players who just want to play in anasty fashion for awhile. Their
characters don't have the dainty ethics of the good-guy pirates and outlaws. No, they
rob everyone, from other villains to virtuous maidens to pious clergymen. Prisonersin
their hands won't know what to expect; they may get not-too-uncomfortable
imprisonment for ransoming purposes, or brutal mistrestment, or death, or worse than
death, however the player-characters fed. Further, the PCs fedings, and their
trestment of prisoners, may change from day to day.

Thisis a dangerous environment and campaign. Since the PCs are as scummy as
their worst enemies, there probably won't be any DM sympathy to help keep them
divein bad stuations. The PCswill be competing on equa terms with the nastiest of
villains, and you can expect a high body count among PCs and NPCs dike.

On the other hand, when you're in a destructive mood, it can be alot of fun.

Samur ai



In the samural campaign, obvioudy enough, the characters are samurai or ronin,
and here you have the same sort of divison as you had in the pirates/outlaws
campagn.

If the characters are samural, their usua adventures are likely to be missions for
ther lord. An ongoing campaign might dedl with the lord's campaign to become ruler
of dl the land (while the PCs maneuver for power benesth him, possibly with the
intention of removing and replacing him later on); the campaign might instead dedl
with expeditions into unknown lands (such asthe usud player-character setting,
which creates, just like in the Amazons description above, the opportunity for a"clash
of cultures’ mini-series).

If the characters are ronin, their usua adventures could be mercenary actions as
they play apart in warfare in ther land; or the campaign could be an exercisein
outlawry, as with the pirates and outlaws description above. These ronin character
could be noble samurai driven into alawless and lordless state, or could be honorless
bad-guy ronin with no interests beyond surviva, wedth, and killing people.

Either way, if you intend to run asamural campaign, you ought to buy the
Oriental Adventures game supplement, an extensve AD& D® game trestment of the
world of orientd role-playing. Y ou won't have to adapt everything in it to your
AD&D 2nd Edition campaign, but you'l find useful materid there anyway.

Savages

There are alot of ways to run a Savages campaign. Here are only afew of them:

Just Like Barbarians and Berserkers. A campaign festuring savages as the player-
characters could be run practicdly identicdly to the campaigns given for the
Barbarians and Berserkers descriptions above. The main differenceisthat Savage
characters are cong derably more distanced from civilization than barbarians are. They
don't undergtand it nearly aswell and are likely to be darmed, scared, offended or put
off by many more fegtures of the civilized world than the barbarian character. They're
not as likely to want to become rulers in the outside world, because they don't like it
asmuch.

Jungle Kings:. Y ou could have the campaign revolve around a Jungle King: A
powerful savage warrior who may have been reared by or spirit-bonded with some
sort of noble animal (gpes, wolves, lions, etc.). The Jungle King character is often the
friend of one savage tribe (including the other player-characters), and can lead them
on al sorts of fantastic adventures. Treasure-hunting tripsinto eerie vdleys
(populated by lost tribes, monsters out of ancient legend, or dangerous and aien
wizards), and elaborate raiding missons againg the encroachments of civilization, are
two good examples. Also, the Jungle King seems dwaysto fdl in love with awoman
from the outer-world civilization, and she, in turn, has atendency to be kidnapped out
of her new jungle haven; other adventures can involve missons to rescue her.
(Naturdly, a Jungle Queen character could find hersdlf a civilized mate with the same
inclinations toward being kidnapped.)

Savages In the Big City: If you're interested in playing a comedy adventure, try
running a scenario where a group of savage player-characters must enter ahuge
civilized city (for any of the noble reasons discussed earlier, such as arescue), but
play the adventure for laughs. The savages will probably be as sneeky and clever as
ever & cregping across rooftops in the moonlight, but try confronting them with
objects and Stuations more likely to get alaugh than a combat response. Savages
from the unspoiled wilderness will not know how to cope with dementa-powered



sdf-driving chariots, bureaucracy, didtilled liquors, wizards, familiars, parades,
meagicdly-animated street- sweeper machinery, dancing brooms cleaning out the
mage's tower, talking swords, dance-hdls for the undead, or any such thing.

Swashbucklers

The Swashbucklers campaign isfor players who want characterswith alot of
syle adventuring in a sophisticated setting. The Musketeers noves of Alexandre
Dumeas are a perfect source for character types, adventure idess, and settings for such
acampagn.

In the Swashbucklers campaign, the player-characters are elegant heroes, experts
with the rgpier, making their way in ahuge city. They tend to live hand-to-mouth,
gaining large treasures one day and spending through them in avery short time, so
they may be rich and generous one day and stedling their food the next. Thisisnot a
campaign devoted to honest and hard-working heroes. The PCs may be as honorable
astheir players want, but they're still charming rakes who like to get by on aslittle
effort as necessary.

However, when danger looms, they'll gladly throw themsalves into an adventure,
one which may lead them on a desperate horseback race across the land or into the
dark catacombs under the city, where monsters dwell. Adventures may lead them
from the court of their king, to the barracks of the nation's army (as they briefly
become soldiers or commissioned officers), to the front lines of the ongoing war with
aneghboring power, to desperate missons behind enemy lines, to secret forays into
the capita city's prison (so that they might rescue the king's secret twin or their friend
who's been imprisoned for knowing too much).

The heroes are in a constant competition to out-style the other. In combat, each
tries to be the flashiest. In romance, eachtries to be the most witty, most courteous,
most gdlant. Also, they'rein smilar competition with riva NPC swashbucklers, who
are often members of a competing military force or fencing academy.

Indl, it'sacampagn of great style and showmanship.

WildernessWarriors

In the Wilderness Warriors campaign, the player-characters are members of tribes
or dansliving in harsh wilderness environments. Such campaigns are, again, very
samilar to the choices for Barbarians and Berserkers campaigns, but one of the
differences and attractions of the Wilderness Warriors campaign is the setting.

In such acampaign, the DM must go out of hisway to spotlight the wonder and
danger of the setting. These are true wilderness adventures, where nature and
mongers are the characters enemies much more frequently than enemy men or
demihumans.

And because wildernesses are so big and unexplored, the characters, in their
wanderings, may encounter many unusud cities and societies, ruins and treasures.

For example, in a Desart Nomads campaign, the characters might be fighting a
rival nomad tribe when avast sandstorm, lasting hours or days, forces them al to seek
shelter. When the storm blows over, it has uncovered along-buried city. The two
forces continue their war through the streets, buildings, and catacombs of the city . . .
while the ancient evil that was buried with the city dowly awvakens. . .

In an Arctic Warriors campaign, the local sedl or whale population might have
disappeared—been hunted to extinction, or just left for mysterious reasons. In the



campaign, the PC heroes have to wander over unexplored regionsto find anew place
capable of sugtaining the tribe; they'll encounter yeti, ice golems controlled by frozen
liches, avalanches, frogt giants, and other arctic perils before they find their promised
land.

The Military Campaign

Fndly, you can run an dl-military campaign without it necessarily being an dl-
Myrmidons campaign.

Possibly the mogt interesting way to do thisisto gradualy move the campaign
setting toward amgjor war. Early in the regular campaign, establish that the player
characters country often has problems and frictions with a neighboring country;
showcase the disputes between the nations by having NPCs from the other nation be
rude or abusive to the PCs (and, to be fair, have NPCs from the player-characters
country be equdly vulgar to foreign NPCswho don't deserve such treatment; the PCs
may find themsdaves in the uncomfortable position of being honor-bound to defend
the "enemy" from their own dishonorable countryment).

As the campaign progresses and the player-characters gain experience levels,
incresse the friction between the nations. Occasiondly, the PCswill run into foreign
Spy-nests and spy-plans.

Ultimately, when the PCs have achieved high experience levels and are important
charactersin the nation, they should be in on the events that spark the eventud war.
For example, their king may ask them to accompany him to the peace conference
where he and his old enemy are supposed to patch up their differences, marry their
children to one another, and Sgn mutua nonaggression pacts. But when they're there,
something goes drastically wrong: Perhaps dopplegangers pretending to be the PCs
nate the foreign king, while dopplegangers pretending to be the greatest heroes
of the other nation nate the PCs king. (The dopplegangers, of course, are under
the control of the evil king of athird nation, who intends to move in, pick up the
pieces, and conquer everyone when these two nations have beaten each other to
pieces.)

At this point, war isinevitable, and the PCs are put in command of an entire army.
For the remainder of this extended storyline, the PCs have to lead their men in combat
againg enemy forces, defending their own nation or penetrating into the enemy
territory; meanwhile, they'll be doing their own adventures and investigations, trying
to come up with proof that the two rulers were nated by athird party, not by the
heroes of the two nations.

Once the two armies are getting serioudy tired and hurt, the PCs should be able to
come up with the proof they need. They convince the new rulers of both nations of the
identity of their true enemy. At this point, it'stime for the two armiesto join forces
(and swdlowing down their many years of mutua distrust, especidly after the last
severd months of fighting, will be particularly hard, leading to even more plot
opportunities). Now, the two battered armies march into the third nation, the PCs il
in charge of their own army (or perhaps each PC is now agenerd in his own right),
and thefind battle with the fresh forces of the evil enemy ruler is ill to come...

In such away, you can sugtain an dl-military campaign for many months of
game-time, and resolve important conflicts and storylines in your campaign world.

Campaign vs. Mini-Series



Though you can take any of the above campaign ideas and make it into aforma
campaign, one which is supposed to continue episode after episode until the DM and
players grow tired of it, you can aso run any of them as amini-series, acampaign
which is ddiberately run only for enough episodes to complete one full-length story.
Inasense, the regular campaignislikea TV series whilethe mini-seriesislikea
nove or movie.

Campaigns

The campaign goes on over along period of time and encompasses many smdler
stories and gods, it sometimes goes through cast changes as the principa heroes die,
leave, or retire.

The bright promise of the campaign isthat, so long asthe DM and players remain
together and interested, it can go on for along, long time; the characters can
participate in adventure after adventure, story after story. The campaign can chronicle
generaions of the adventurers families, asthe origind adventurers sre children who
themsalves grow up to be the player-characters.

In acampaign, PCs are desgned to be played practicaly forever. Y ou figure on
the character growing and developing dowly, over time, and so PCs are dmost
aways created at low level, usudly 1<t leve.

Asthe PCs develop, their players sometimes become very attached to them, so
much so that when a character dies (in such afashion that he cannot beraised, it is

very upsetting to the player.
Mini-Series

The mini-series, on the other hand, typically covers one extended story—the
acquisdition of one treasure, the defeat of one specific magter villain, the exploration of
anewly-discovered idand, the resolution of awar between nations. It may be played
inasingle sesson or go on for adozen, but the DM and players know that it's
supposed to be limited in scope.

Its characters are rolled up and can be played quite differently. Snce they are
"temporary” characters, they can be created at alevel best suited to the plot of the
gory. If the scenario is supposed to involve a crack squad of cavarymen on aspecia
mission, everyone could be created at 5th levd. If it'sto be powerful, experienced
knights on a quest, everyone could be cregted at 9th levd. If it'sto be legendary
heroes trangported from the past at the peak of their powers, they could be created at
20th leve or higher.

In some regular campaigns, PCs die regularly. If the DM of such acampaign runs
amini-series, the players can expect the same, but probably won't mind so much
because the characters were "temporary” anyway.

In some regular campaigns, the DM tends to protect the PCs alittle bit, covering
over for little errors which could be fatd, especidly when they take place in incidents
which are not important to the campaign or current goryline. In amini-series, on the
other hand, the DM islikely to be more deadly (because no oneis quite so involved
with his character), meaning that the setting and Situation are more dangerous, the
playerswill have agreater sense of the danger to their charactersin thistype of
Seting.

One last option with the mini-series Though it isavery limited campaign,
deliberately created so that it will soon end, the DM can dways run mini-series



"seques.” In the sequd, the survivors of the origind mini-series can band together
again to meet anew chdlenge, joined by new heroes (replacements for those who fell
inthe last sory). The DM can fiddle with experience levels as he chooses, running
one mini-series (for example) at fifth level, the sequel at ninth leve, the second sequel
at 13th, and so on.

Switching Between Them

Because campaigns and mini-series are very different but equally compelling,
DMs should think about switching between them from time to time.

For most people, the campaign is the most satisfying format. But, dso for most
people, the campaign gets a bit tiresome after awhile, and the group bresks from it for
atime. In that time, it's very gppropriate to run a short-term mini-series (or severd),
dlowing the DM and players to explore new settings and characters until they're
ready to pick up the regular campaign again.

Thisistheided forum for you to try out some of the more unusud or outrageous
campaign ideas described earlier in this chapter.

Combat Rules

The Warrior is a character whose primary function is combat, and combat is what
this chapter isdl about. Though the AD& D® game combat system is sufficient to
most of your combat needs, this chapter will give you optiond rules and advice which
can add flavor to your game.

It's important to remember that everything in this chepter isan optional rule;
nothing recommended here can be implemented in your campaign without the DM's
permission.

New Combat Rules
Here are some optiond rules you can add to combet in your campaign.
Off-Hand Weapons Use

All characters are presumed to be better with one hand than the other—in red life,
most people are right-handed, quite afew are left-handed, and only avery few are
truly ambidextrous.

When acharacter isfirst created, the player should specify his handedness (right
or left). If he does not specify one, the DM should assume the character isright-
handed.

If acharacter, for whatever reason, fights with his off-hand instead of his good
hand, he suffers a—2 pendty to attack rolls with dl atacks. For example, should a
character find himsdlf with hisright hand chained to awall, and yet he needs to draw
and throw adagger and must use his off-hand, hell then suffer the —2 penalty to attack
rolls

If you wish acharacter to be ambidextrous, consult "Ambidexterity," below, under
"Weagpon Proficiency Sots.”



Kneding and Sitting

A character who isknedling or Stting (for example, because he's been knocked
down or injured) is a a disadvantage in combat. He can't move around as effectively
and so cannot dodge incoming attacks. For that reason, whenever someone attacks a
victim who is knedling, the attacker gets a +1 to attack rolls; when someone attacks a
victim who is gtting, the attacker gets a +2 to attack rolls; and when someone attacks
avictimwho isflat on his back (but aware of the attack and trying to avoid it), the
attacker gets a +4 to attack rolls.

Attacking a character who isheld (by magic) or adeep is automatically successful,
causing norma damage.

When a character is knedling, Stting, or on his back, he can get to hisfeet one of
two ways. If he till has an attack |eft to perform this round, he can give it up, not
make an attack, and stand up ingtead. Or, he can wait until after initiative is rolled for
the next round: When it comestime for him to describe his action, he can sand up
then, without losing any of his attacks for that round.

Range and Initiative

Herés arule to give some advantage to those characters and parties (and
monsters) which adways have ranged attacks ready.

When two groups first come within sight of one another at distances of 20 feet or
less (herea"group” can consist of only one person or cresture, or can have more), and
only one group has missile capability already in hand, that group getsa "free shot"
with its ranged wegpons.

Thisisn't afull combat round, not a bonus round from surprise: It's asplit second
of inginctive reaction on the part of the missile throwers in the group. While they're
finng, mages and priests can't cast spells, other characters can't ready weapons. A
knife expert can't draw aknife and throw it in this split second; he can only throw it if
he dready hasit in hand. In this split-second, characters can take no action other than,
perhaps, to talk or shout something brief to one another.

Once that free shot is taken, on the firgt full combat round of the fight, roll
initiative normally. The party that was fired upon gets a+2 modifier for being dightly
disadvantaged by the enemy’s missle superiority.

Remember that this option can only be taken when one side, and not the other, has
ready missile weapons (i.e., bows or crossbows in hand with arrows and quarrels
aready nocked, or throwing weapons such as spears, javelins, axes and knives dready
in hand). Also, the party which can take this option doesn't have to; the group does
not have to fire upon another person, group or mongter the ingtant it seesitstarget. If
the group chooses not to, the opportunity islost and the characters have the usud
options to talk to the other group; if they choose to fight, initiative is rolled normally.
The sde without the missile wegpons doesn't get the +2 modifier thistime.

If the party is wandering around in conditions of poor vishility (such asa
dungeon), the DM can rule that the target is barely visible and that the party cannot
recognize many details about the target: "Ahead of you in the corridor, about 60 feet
up, you see a group of human size Slhouettes moving your way. As you spot them,
they spot you, too, and dow down. Y ou can't tell what they are. . ." At thispoint, if
the PCs have missile wegpons and the NPCs don't, the PCs can take this free shot, but
are faced with the progpect of attacking an unknown quantity. They could befiring
upon the High King and his adventuring retinue, for al they know.



When two groups both have ready missile weapons, neither getsthis option. Roll
initiative normally. (If two groups both have ready missile wegpons, and one group
spots the other without the other group redlizing it, that group winsinitiative, but
doesn't get the "free shot.” Ficture it thisway: When the first group looses its volley,
the missilers of the second group immediately turn around and loose theirs. So were
put in aposition of norma combat.)

Findly, for this option, remember that Spdll-type missile abilities don't count, but
"naturd" ones do. A dragon's bregth acts as aready missile weapon, asdo a
manticore's tall-spikes. However, a gold dragon's spells don't count, nor does a
vampire's charming, for example.

Weapon Proficiency Slots

Y ou know about Wegpon Proficiencies from pages 51-52 of the Player's
Handbook. Here, well talk about some additional, specia thingsyou candoina
campaign with Wegpon Proficiencies.

Intelligence and Proficiencies

Were going to be showing you alot of interesting things you can do with the
Wegpon Proficiencies rules. Therefore, you need to use the rule for extra Proficiencies
given on page 51 of the Player's Handbook. There, it says tha you may, with the
DM's permission, take extra proficiencies when first created equa to the number of
extralanguages the character gets from high Intelligence (see Table 4, page 19,
Player's Handbook). These extra proficiencies may be divided as the player chooses
between Weapon Proficiencies and Nonwegpon Proficiencies.

Single-Weapon Proficiency, Weapon Specialization

In the Player's Handbook, the only things you can do with Wegpon Proficiencies
are take single-weapon proficiencies and specidize in particular wegpons.

To briefly review the information from that section:

A character must have a Proficiency with awesgpon to use it normally. To become
proficient, the character "spends' one of the Wegpon Proficiency Sots he has on that
weapon. Each dot can buy proficiency with one weapon. If he uses awegpon he's not
proficient in, he suffers an atack pendty: —2 for wegpons which are completely
unfamiliar, or —1 for wegpons similar to those with which he dready has proficiency.
(That penalty isworse for non-Warriors.)

To specidize in a particular weapon, the character must devote an extra wegpon
proficiency dot to it. (In the case of bows or crossbows, it takes two extradots.)
When using his specid wegpon, the character gets a +1 to attack rolls and +2 to
damage. (With bows and crossbows, he instead gets a new range category, point-
blank: 6-30 feet for crosshows, 660 feet for bows. Within that range, he gainsa +2
to attack rolls. Also, if hiswegpon is reedy and therés atarget in Sght, he canfirein
the combat round before initiative is rolled.)

Only Fighters (but not paladins or rangers) can take weapon specidties. Such a
character can only take one when heisfirgt crested, but may specidize in more
weapons as he gains new dots.

With that in mind, let's el @orate on the use of wegpon proficiencies. . .



Weapon-Group Proficiency

Moreover, let'slook redigticaly a wegpon proficiency. Currently, if a character
has Wegpon Proficiency with Dagger/Dirk, he doesnt have it with Knife. He certainly
doesn't have it with Short Sword. Of course, the DM can adways decide that such
weapons are related to one another. If he does, then the warrior would suffer a—1 to
attack rolls with the unknown wegpon instead of the —2. (See page 52 of the Players
Handbook.)

Stll, to be proficient in dl sorts of blades, from the Player's Handbook and
additiona blades from this rulebook, you'd have to spend around 14 weapon
proficiency dots, and that's too many.

So, we're making it possible to take wegpon proficiencies with whole weapon
groups.

For our purposes, there are two types of groups. Tight Groups and Broad Groups.

Tight Groups

A Tight Wesgpons Group condsts of a set of weaponsthat are very smilar inthe
way they are wielded.

It costs two Wegpon Proficiency Sots to become proficient in an entire tight
group. After paying those two dots, the character will know how to use every weapon
in that group without the usud —2 pendty for unfamiliarity (that —2 isfor Warriors,
with other classes, the pendty is more severe, as described on page 52 in the Player's
Handbook).

Following are severd examples of Tight Groups. Any weapon marked with an
asterisk (*) isaweapon described in The Compl ete Fighter's Handbook, in the
Equipment chapter.

AXxes.
Battle axe,
Hand/throwing axe.
Bows:
Composite long bow,
Composite short bow,
Dakyu*,
Long bow,
Short bow.
Clubbing Weapons:
Belaying pin*,
Club,
Footman's mace,
Horseman's mace,
Morning tar,
Warhammer.
Crosshows:
Hand crossbow,
Heavy crossbow,
Light crossbow.
Fencing Blades:
Dagger/Dirk,



Knife/Stiletto*,
Main-gauche*,
Rapier*,
Sabre*.

Flails:
Footman'sflall,
Horseman'sflal.

L ances:
Heavy horse lance,
Light horselance,
Jousting lance,
Medium horse lance.

Long Blades:
Bastard sword,
Katana*,

Long sword,
Scimitar,
Two-handed sword.

Medium Blades:
Cutlass*,
Khopesh,
Wakizashi*.

Picks:
Footman's pick,
Horseman's pick.

Polearms:
Awl pike,
Bardiche,

Bec de corbin,
Bill-guisarme,
Fauchard,
Fauchard-fork,
Glave,
Glaive-guisarme,
Guisarme,
Guisrme-voulge,
Halberd,

Hook fauchard,
Lucern hammer,
Mancatcher,
Military fork,
Naginata®,
Partisan,
Ranseur,
Spetum,
Tetsubo*,
Voulge.

Short Blades:
Dagger/Dirk,
Knife/Stiletto*,



Main-gauche*,

Short sword/Drusus*.
Slings:

Sing,

Saff ing.
Spears:

Harpoon,

Javein,

Long Spear*,

Spear,

Trident.
Whips:

Scourge,

Whip.

Youll notice theres alittle overlap between the Fencing Blades and Short Blades
group; some wesgpons are common to both groups.

Y ou'll aso notice that some groups don't look like they save you any weapon
proficiency dots. The Axes, Hails, Picks, Sickles, Slings, and Whips group dl have
two weagpons each in them. Since atight group costs two proficiency dots, it appears
that there's no savings. Whichistrue. . . unless, in your campaign, other wegpons
related to those groups are developed or introduced. If they are—if, for instance, a
medium-sized war-axe appears in the campaign—then the character with the group
proficiency will be ableto useit a no pendty, while the character with proficiency in
just the two exigting axes will suffer the attack pendlty.

These categories are very close to the related weapon groups described from page
52 of the Player's Handbook, and your DM can, if he wishes, use these categories as
related groups. This helps determine whether or not awarrior gets the full attack
penalty when he uses aweapon unfamiliar to him, or whether he receives only half
the pendty for using one similar to aweapon with which he has proficiency.

Broad Groups

A Broad Wegpon Group consists of a set of wegponsthat are somewhat smilar in
the way they are wielded.

It cogts three Weapon Proficiency Sots to become proficient in an entire broad
group. After paying those three dots, the character will know how to use every
wegpon in that group without the usud pendty for unfamiliarity.

Following are severd examples of Broad Groups. As before, any weapon marked
with an asterisk (*) is aweapon described in The Complete Fighter's Handbook, in
the Equipment chapter.

Blades:
Bastard sword,
Cutlass,
Dagger/Dirk,
Katana*,
Khopesh,
Knife/Stiletto*,
Long sword,



Main-gauche*,
Rapier*,

Sabre*,

Scimitar,

Short sword/Drusus®,
Two-handed sword,
Wakizashi*.

Cleaving/Crushing Weapons.
Battle axe,
Bdaying Ain*,
Club,

Footman's mace,
Footman's pick,
Hand/throwing axe,
Horseman's mace,
Horseman's pick,
Morning tar,
Warhammer.

Pole Weapons:
Awl pike,
Bardiche,

Bec de corbin,
Bill-guisarme,
Fauchard,
Fauchard-fork,
Glave,
Glave-guisarme,
Guisarme,
Guisarme-voulge,
Halberd,
Harpoon,

Hook fauchard,
Javdin,

Lucern hammer,
Long Spear*,
Mancatcher,
Military fork,
Naginata®,
Partisan,
Ranseur,

Spear,

Spetum,
Tetsubo*,
Trident,

Voulge.

Small Throwing Weapons.
Dagger/Dirk,

Dart,
Hand/throwing axe,
Knife/dtiletto*,



Shuriken*.

Again, youll see some overlgp between the Smal Throwing Weapons group and
other groups.

These groups may not be used to caculate wegpon Smilarity for determining
whether a character recaives the full or partia attack pendty for usng an unfamiliar

weapon.
Non-Groups

Findly, the following weapons do not belong in any sort of group whatsoever. To
learn any of these wegpons, the character must spend awegpon proficiency dot on it,
and none of theseissmilar in use to any other weapon. When a character picks one
up and usesit without being proficient in it dready, he suffers the full pendty.

Weapons Not Belonging To Any Group:
Arquebus,
Blowgun,
Bola*,
Chain*,
Gaff/hook*,
Lasso,
Net,
Quarterstaff/Bo stick*,
Nunchaku*,
Sa*.

Special Note: The Cestus* doesn't require any Proficiency. It enhances punching
damage, and everyone knows how to punch.

Weapon Specialization and Weapon Groups

Although it is possible to become proficient in an entire group of wegpons, this
doesn't mean acharacter can specialize in an entire group of weapons.

As before, each wegpon specidization costs one Weapon Proficiency Slotina
wespon the character is aready proficient in. A character can't pay two pointsto be
proficient in the Fencing Blades group and then another two to specidize in the same
group: He'd have to take one-dot Specidizations individually for Dagger/Dirk,
Knife/Stiletto, Main-gauche, Rapier, and Sabre.

Let's say a character wants to know how to use every type of blade ever made. . .
but he wants to be especialy good with the Long Sword. As afirg-leve Warrior, he
receives four Weapon Proficiency Sots to start with. He spends three to take
Proficiency with the entire Blades broad group, and spends his fourth to specidizein
Long Sword. He has his wish: He can pick up and use any blade weapon without
pendty, but is particularly adept with the Long Sword.

Similarly, acharacter might wish to be proficient with dl bows, and especidly
good with the Composite Long Bow. He spends two weapon proficiency dotsto be
proficient with the entire Bows tight group, and spends two more dots (becauseit is
more difficult to specidize in bows, see the Player's Handbook, page 52) to speciaize
in Composite Long Bow. This character is at a disadvantage with any sort of wegpon



other than bows, but can use dl bows, and is especialy good with the Composite
Long Bow.

Note

That's al you need to know now about the use of Wespon Proficiencies. . . as
they're used to buy proficiency and speciaization with weapons. But there are more
things to use these proficiencies on, as you'll see asyou proceed through the chapter.

Ambidexterity

If aplayer wants his character to be ambidextrous, as described above under " Off-
Hand Wespons Use," he must devote one wegpon proficiency to Ambidexterity.

If he does 50, helll be able to fight normally with both hands, and will be equaly
adept at non-combat tasks with both hands.

This doesn't give him two attacks per round. It just meansthat if he losesthe use
of one hand, or drops the weapon in that hand, helll be equaly adept with the other.

Style Specialization

Y ou can use Wegpon Proficiencies to specidize in certain styles of fighting, such
as two swords, two-handed weapon, and so on. We describe how to do this below,
under "Fighting Styles"

Punching and Wrestling Specialization

Asyou can specidize in certain wegpons, you can aso specidize in Punching and
Wrestling. Y ou dready know about Punching and Wrestling from the Player's
Handbook, pages 97-98; here, you'l learn how to improve a character's Punching and
Wredtling abilities. Youll find this information below, under "Punching, Wrestling,
and Martid Arts."

Martial Arts

Additiondly, you'll learn how make your character proficient (or even a Specidist)
in eastern-style martia arts. These ruleswork like the existing Punching and
Wrestling rules, but congtitute awhole new set of maneuvers and tactics a skilled
fighter character can use in combat. These rules, too, you'l find below under
"Punching, Wrestling, and Martid Arts"

Fighting Styles

It gives acampaign more color when the warriors fight with different styles. A
huge warrior-knight widding a greatsword looks and fights alot differently from a
dender fencer carrying argpier and main-gauche.

Beow, well describe severd common combat styles. . . and the interesting things
you can do with them by taking a Style Specidization.

All these Fighting Styles refer to fighting with melee weapons only. None of them
applies to missile wegpons.



The Four Fighting Styles

There are four common Fighting Styles employed by anyone using amelee
weapon. They are:

Single-Weapon Style: The character wields awegpon in one hand and carries
nothing in the other hand. The weapon can be as short asa Dagger or aslong asa
Bastard Sword or Long Spear.

Two-Hander Style: The character wields awegpon which requires (or at least
accommodates) the use of two hands. Such wegpons include those which require two
hands (Two-Handed Sword, Polearms, and Quarterstaff, for instance) and those which
can be used one-and two-handed (Bastard Sword and Spear, for example).

Weapon and Shield Style: The character wields awegpon in his good hand and
cariesashidd on his off-hand. This combination can vary from a street-bravo's
choice of dagger and small buckler to the classic knight's choice of long sword and
body shield.

Two-Weapon Style: The character wields one weapon in each hand. Unless both
weapons are Smdll (S on the Size column on the Wegpons chart), the wegpon in the
character's off-hand must be lighter in weight than his primary wegpon. This character
can vary from a stregt-thief wielding two identica daggers, to afencer using arapier
in one hand and amain-gauche in ancther, to a heavily-armored warrior with along
sword in one hand and a short sword in the other. Note: Read the Player's Handbook,
page 96, for the rules on Attacking with Two Wegpons.

All Warriors gart play knowing how to use dl four styles. Priests start play
knowing how to use Single-Weapon, Two-Hander, and Weapon and Shield styles.
Rogues sart play knowing how to use Single-Weapon, Two-Hander, and Two-
Wegpon styles. Wizards sart play knowing how to use Single-Wespon and Two-
Hander styles. Characters cannot learn new styles after they're created; these are the
syles they are limited to by their choice of character class.

A character can use a weagpon style he knows with awegpon he does not know
how to use. For example, wizards know Two-Hander style. . . so they can learn to use
aquaterdaff. If awizard who doesn't have Proficiency with a quarterstaff picks one
up, he can il use the wegpon in two hands. However, he suffers the -5 attack
pendty required by his unfamiliarity and his character class.

Each style confers some basic advantages and disadvantages when used. These are
described in the descriptions of each individud style, below. Additiondly, characters
can specialize in these dyles. Single-class warriors can eventudly specidizein dl of
them; other classes can only specidize in one yle.

Specializing In the Styles

Y ou take a Style Specidization by devoting one weapon proficiency dot to a
fighting style.

Guiddines

To use a Style Specidization with a specific wegpon, you must have wegpon
proficiency with that weapon. For example, a character might have bought Style
Specidization with Two-Hander Style. If he has Wegpon Proficiencies with polearms,
he can use the benefits of Style Specidization whenever he uses polearms. But if he
doesn't dso have proficiency with Two-handed Sword, and picks one up to useiit, he



doesn't get the benefits of Two-Hander Style Specidization with that wegpon.

Y ou can have both a Wegpon Specidization and a Style Specidization in the
same wegpon, but neither is dependent on the other; you can have one without the
other. For example, a character could have Proficiency with Sabre, Specidization
with Sabre, and then Style Specidization in Single-Weapon style; he'd be a master
fencer with the sabre. Or, he could have just Proficiency and Specidization in Sabre,
or just Proficiency in Sabre and Style Specidization in Single-Wegpon style.

Multiple Style Specializations

A dngle-class Warrior can take more than one Style Specidization. Wegpons such
as Bagtard Sword, Javelin, and Spear, which can be used one-handed or two-handed,
with or without a shield, can have up to four different Style Specidizations taken for
them.

Example: A single-class Warrior has Proficiency with Bastard Sword. He could
theoretically take Sngle-Weapon Style Specialization, Two-Hander Style
Soecialization, Weapon and Shield Style Specialization, and Two-Weapon Style
Specialization with it. Between fights, or even in the course of the fight, he could
change the way he uses his weapon in order to gain different advantages in the course
of a combat.

Limitations on Style Specialization

A character may begin play with only one Style Specidization. If heisasngle-
classWarrior, may learn others as he gains new Wegpon Proficiencies through
experience.

Only Warriors, Rogues and Priests can buy Style Specidizations. Only Warriors
and Rogues can buy the Two-Wegpon Style Specidization. Only single-class
Warriors can ever learn more than one Style Specidization.

Below are descriptions of the four Fighting Styles.

Single-Weapon Style

Sngle-Wegpon style means that the character wields a one-handed weapon in one
hand and nothing in the other. Though in red life thistype of wegpon useisoftena a
disadvantage compared to many of the others, it's very popular in film and fiction . . .
and S0 it has some virtue in the game.

Advantages

The advantage of sngle-wegpon stylein the AD& D® gameisthat the character
keeps a hand free for grappling, for switching weapons, for surprise maneuvers, for
whatever comes dong in the course of combat.

For instance, two fighters are going & it, and one pins the other's weapon (see Pin,
below, under "Mdee Maneuvers'), the sngle-wegpon fighter can use his free hand to
perform punching maneuvers, and he can try to perform barehanded maneuvers
(below, under "Punching, Wrestling, and Martid Arts').

Disadvantages



The main disadvantage to this Syle is that the character does not gain the benefit
of ashied's AC bonus.

Style Specialization

If the character devotes aweapon proficiency to Style Specidization with Single-
Wegpon Style, he gets a+1 AC bonus when using any one-handed weapon (for which
he has proficiency) in Sngle-Wegpon Style. He doesn't get the bonus if he carries a
shidd or wegpon in his off- hand.

Additiondly, he can devote an extra proficiency to Single-Wegpon Style and have
atotd +2 AC when fighting in this style. That's the limit, though: He cannot devote
more than two proficiencies (for atotd of +2 AC) with Single-Wegpon Style.

Two-Hander Style

Two-Hander Style involves carrying and wielding aweapon with both hands.
Naturaly, many weapons (including polearms, the great axe, the two-handed sword,
and others) require two- handed technique. Other weapons (such as bastard sword,
javelin, and spear) have it as alisted option. (Two-handed options for Harpoon,
Javelin, Long Spear, Spear, and Trident are given in the Equipment section of this
rulebook, not in the Player's Handbook.)

Advantages

The main advantage of two-handed wegpon technique is that it alows the
character to widld large two-handed weapons which can do substantial amounts of
damage.

A second advantage isthét, if you are using a two-handed wegpon, the Disarm
maneuver (see"Mdee Maneuvers,” below) isonly of partid use againgt you.

A sngle successful Disarm againg a two-handed weapon user won't knock the
wegpon out of the wielder's hands; it will merely knock his wegpon askew and make
him take some time to recover, o he automatically loses initiative on his next round.

However, two Disarm maneuvers successfully made againg the character in the
same round will knock the weapon loose.

Disadvantages

Aswith sngle-weapon use, two-handed weapon technique has the drawback that
the user cannot wear or use ashield, or gain the shield's AC bonus.

Style Specialization

Y ou can, by devoting aweapon proficiency to it, take a Style Specidization with
Two-Hander Style.

Style Specidization with Two-Hander Style gives you avery specific benefit:
When you're using a wegpon two-handed, that weapon's Speed Factor is reduced by 3.

For example, afighter with Two-Hander Style Specidization and wielding a
Bastard Sword can wield his weapon faster in two- handed style than in one-handed
style. Used in one hand, the Bastard Sword has a Speed Factor of 6. In two hands
(normally), it has a Speed Factor of 8. But used in two hands by someone with Two-



Hander Style Specidization, it has a Speed Factor of (8-3) 5.

This is because when afighter wields such a wegpon with both hands on the hilt,
he has more leverage on the blade and can move it fagter. That's what Style
Specidization in Two-Hander Style will do for the character: It teaches him how to
use the weagpon much faster and more aggressively than someone with less specidized
training in the wegpon.

One-Handed Weapons Used Two-Handed

Some players don't realize that many other one-handed weapons can also be used
two-handed. Since these weapons don't do any more damage two-handed, there
usudly isn't much reason to use them this way; however, with Style Specidization in
Two-Hander Style, now there's areason.

If you specidize in Two-Hander Style and then use a one-handed wegpon in two
hands, you aso get abonus of +1 to damage. Thus, if you take a Two-Hander Style
Specidization, when using along sword two-handed, you do 1d8+1 damage instead
of the base 1d8 (or 1d12+1 vs. large targets, instead of the base 1d12).

The one-handed wegpons which can be used two-handed in this fashion include:
Battle axe, Club, Footman'sflail, Footman's pick, Horseman's flail, Horseman's mace,
Horseman's pick, Morning star, Long sword, Warhammer.

Weapon and Shield Style

Thisisthe classc technigue of using a one-handed weapon and carrying a shied
on the other arm.

Advantages

The principa advantage of Wegpon and Shied Style is that you get the AC bonus
of ashidd; thisis especidly good when you can find amagica shidd which confersa
better AC bonus.

A second advantage is that the character can use the Shield-Rush maneuver
(below, under "Méeee Maneuvers').

Disadvantages

The disadvantage to Wegpon and Shidd Styleisthat the left arm (right arm, for
|eft-handed characters) is dedicated to the shield and is not much use for anything
dse If the character is disarmed, dl he hasto widd offensvely is his shidd, until he
can get back to hisweapon. If heis pinned in combat, he can't use his shied hand for

grappling.
Style Specialization

If you devote a wesapon proficiency dot to specidization in Wegpon and Shield
Style, you receive one extra attack per round . . . only when using ashield on the
shidd-hand, that is. Y ou can use that extra attack only for the Shidd-Punch and Parry
maneuvers (see under "Melee Maneuvers”" below).

Aswith the normd " Attacking with Two Wegpons' rules (see the Player's



Handbook, page 96), when striking with both handsin a single combat round, the
character suffers a—2 to attack rolls with his wegpon and a—4 to attack rolls with the
Shidd-Punch or Parry. (If you're ambidextrous, as described above under "Off-Hand
Wesgpons Use," that's a—2 with weapon and —2 with shidd.) If you devote a second
wegpon proficiency dot to Weapon and Shied Style Specidization, that penalty drops
to with the weapon and —2 with the shidd. (If you're ambidextrous, that pendty isO
with wegpon and O with shield.)

On any round when you perform two maneuvers, you do not get the AC bonus for
the shield for the rest of the round. If you swing your sword and perform a Shield-
Punch in the same round, you do not get your shield's AC bonus if anyone attacks you
later in the round.

Two-Weapon Style

With this popular style, the fighter has awegpon in each hand—usudly alonger
weapon in his good hand and a shorter onein his off-hand. Unless the character has
Syle Specidization in this yle, the second (off-hand) weapon must be shorter than

the primary weapon.
Advantages

One great advantage to this style is that you aways have another weapon in hand
if you drop or lose one. A single Disarm maneuver cannot rid you of your wegpons.

Disadvantages

The principd disadvantage to this style, as with some other styles, isthat you don't
gain the AC benefit of ashield.

Style Specialization

Please read the "Attacking with Two Weapons' section from the Player's
Handbook, page 96, before continuing.

If you devote a weapon proficiency dot to style specidization with Two-Weapon
Style, you get two important benefits. Fird, your attack pendty drops; before, it wasa
—2 with your primary wegpon and —4 with your secondary, but with Specidizationin
Two-Wegpon Style it becomes 0 with your primary weapon and a—2 with your
secondary weapon. (If you're dready ambidextrous, as per "Off-Hand Weapons Use,"
above, that penalty is 0 with primary weapon and O with secondary wegpon.) Second,
you're dlowed to use weapons of the same length in each hand, so you can, for
example, wield two long swords.

When fighting with two-weapon technique, you can choose for both weapons to
try the same maneuver (for example, two strikes, or two disarms), or can have each
try adifferent maneuver (one strike and one parry, one pin and one gtrike). If the two
maneuvers are to be different, each recaives a—1 attack penalty.

Though rangers don't suffer the off-hand pendties for two-weapons use, they do
not get a bonus to attack rollsif they devote aweapon proficiency dot to Two-
Wegpon Style. They do get the other benefit, of being able to use wesapons of equa

length.



Sample Style Specialization

Here's an example of how a character can use the weapon proficiencies, weagpon
specidization, and style specidization rules to become very dangerous and very
versdtile indeed.

Berrisisa 1st leve fighter, but he's already very accomplished with his weapon of
choice, the Bastard Swvord. He has taken Weapon Specialization with the Bastard
Sword (two slots), Two-Hander Style Specialization with the Bastard Swvord (one
dot), and Sngle-Weapon Style Specialization with the Bastard Sword (one slot).

From his weapon specialization, he receivesa +1 to attack rollsand +2 to
damage whenever using a Bastard Sword, regardless of the technique he uses.

When using the weapon in Sngle-Weapon Style, one-handed, he getsa +1 to AC.

When using the weapon in Two-Hander Style, his weapon's speed factor drops
froman 8 (normal two-handed speed factor for the Bastard Sword) to a 5, making it a
very quick weapon in his hands.

Style Specialization and the Character Sheet

Since syle specidizations give the character certain benefits in combet, these
benefits need to be written down on your character shest.

The character sheet has blanks for dl pertinent notes. For example, with the Berris
character mentioned just above, the character sheet would include blanks with the
fallowing information:

Special Abilitiesand Restrictions:

+1to hit

+2 damage Bastard Sword,

+1 AC used Single-Hand,

Speed Factor 5 used Two-Handed

Weapon Proficiency Slots Available: 4

Prof w/Bastard Swd: 1
Spec w/Bastard Swd: 1

Sngle-Wegpon Style: 1
Two-Hander Style: 1

Melee Maneuvers

Strike and counter-stirike, strike and counter-gtrike: That's the formula for dull,
mechanica combat, and it's no way to run the sort of swashbuckling, action-packed
combat which should be the backbone of your AD& D® game adventures.

S0 here, well be describing dl sorts of different combat maneuvers which your
characters can perform in combat.

These maneuvers aren't limited to warrior-classes done. Anyone can perform any
of these maneuvers, provided he has the right weapon or equipment. Any priest with a
shidd can perform a Shied-Punch or Shied- Rush; any rogue or mage with a good
attack can Disarm afoe. But warriors will be performing these maneuvers most often.

Each of these maneuvers, when used in combat, congtitutes one Attack. Characters



with multiple attacks per round can mix and meatch their maneuvers. A character with
two attacks per round could perform one Strike and one Parry, for example, one
Called Shot and one Disarm, one Pin and one Grab, two Strikes, two Parries, or
whatever combination he wanted.

Called Shots

Take alook a Chapter Nine of the Dungeon Master's Guide, page 58.

Asyoull seein those rules, when you wish to make a Called Shot, you announce
this before initiative is rolled, and you receive a+1 pendty to your initigtive. Then,
when your turn comes up in combat, you suffer a—4 penalty to your attack roll.
Naturdly, you can take Caled Shots with melee, thrown, and missile weapons, and
even with weapon-like spells such asmagic missile.

Called Shots can be used for a variety of purposes. The most important of these
are Disarming awegpon; sriking a specific body part; smashing something being
held; bypassing armor; and special results.

Disarming awegpon warrants its own maneuver, so you'l find "Disarm™ below.

Striking A Specific Body Part

Asit mentionsin the DMG, again under "Hitting a Specific Target,” the norma
AD& D® gameis not geared toward a hit-location system which chronicleswhere
every blow lands and which body parts get injured. WEll be presenting some options
for that sort of thing later in this chapter, but this section concerns something dightly
different.

Mongters often have body parts or features with extraordinary or magica effects;
examples include the eyes of the beholder, tentacles of the carrion crawler, individua
heads of the chimera, and so on. Many animated statues are motivated by a meddlion,
inscription, or imbedded gem.

A hero can take acdled shot to attack those very specidized locations; thisisa
very heroic thing to do. It's up to the DM to determine how much damage such body
parts can take; some will take aslittle as 1 point of damage before being destroyed,
while others may be expressad in fractions of the cresture's normd hit point total.

Smashing Something Being Held

Often, an enemy will be holding something and a hero will not wish him to hold
ontoit. If the attacking character wishesto knock it out of his hand, that's the Disarm
maneuver; if he wishesto destroy it in the opponent's hand, that's Smashing
Something Being Held.

If an dchemig is holding a battle of flammable liquid to hurl a the party, it'svery
heroic to swing a sword or throw a knife and smash it while he holds it up to throw:
With one blow, you've protected your friends and immolated an evil enemy. If a
demonic foe has finaly gotten his hands on the Cursed Wand of Anti-Life, it'smore
than appropriate to fire an arrow or quarrel and smash it in the demon's hands.

Again, the DM decides how many points it takes to smash such things. In the case
of avid of liquid, it's not much—one or two at most.

Bypassing Armor



Thisoption is not present to let heroes bypass or ignore the AC vaue of normd
armor. If that were alowed, dl PCs and dl monsters would be using the Called Shots
maneuver dmost exdusvey, which would be very annoying.

No, the Bypassing Armor option is used when the DM has introduced a monster
or enemy which can't be beaten any way except through the discovery and
exploitation of its "week spot.”" Like Taos, the invulnerable bronze man of Greek
myth, these mongters are impossible to damage (thisis usudly expressed asa
mongtrous AC and an invulnerability to any but the most powerful of magica
weapons—+4 or better); however, each one has aweak spot.

These week spots are dways visble to the eye, if the hero thinksto look for it and
can see the body part whereit is. (For example, adragon might not want to fly; thisis
so that it can keep itswings folded down over its unarmored spots.) A clever warrior
will redize that it's covering up for something and try to trick it into moving itswings.

If ahero is bright enough to look for the weak spot, and perhaps trick a monster
into showing the weak spot, the warrior can then take a Called Shot and hit it. Hell do
the monster great damage (or perhapskill it outright; that's for the DM to determine).

Examples: A dragon which has invulnerable hide (but which, suspiciously, never
opens its mouth to breathe flame . . . because itsinner mouth is not armored); a
mechanical man with a small, nearly-invisible slot used by the inventor to open it up
(but which a hero with a knife can use to damage its internal machinery); a warrior
with armored skin but an unarmored ankle; a mummy which keeps one arm crossed
over its chest to protect its otherwise undefended heart; a 9' high golem whose weak
spot is the unseen top of its head.

Again, this only works when the DM has created a monster which can (or must)
be defeated in this very way. If afight isn't going the characters way but the
characters are gradually doing damage to the mongter, then the monster probably isn't
one of these invulnerable-beasts-with-weak-spots, and it's pointless to take | ots of
called shots a random body parts "just in case."

Special Results

Findly, the Caled Shot can be used for avariety of specid results, especidly neeat
and interesting results such as the ones you see in movies and fiction. Examples:

Carving Initials Into Someone. Each successful Called Shot will enable a
character with a sharp blade to dice one letter or initid into a tabletop, awal—or the
flesh of an opponent. This does only one point of damage, and has one of two results:
Agang an enemy of equa or lower levd or influence, it can cause the enemy to lose
morde or surrender (DM choice); againgt an enemy of equd or higher levd or
influence, it will be consdered such an insult that this enemy will not rest until you
are dead. Thus, it is best performed againgt enemy minions to impress and scare them,
to persuade them to run away or help you. Performed against enemies who are your
equd in ability or gatus, this maneuver merdy earns you afoe for life

Cutting Buttons Off. Each successful Called Shot will enable a character to snip
off one button, brooch, gem or other sartoria €ement from an enemy’s ouitfit. It can
als0 be used to flip a necklace off someone's head, spring the catch on a bracelet, etc.
This has the same good effects as carving initids into someone, but will not earn you
the enmity of an opponent who is your equd.

Stapling. Thisclassc maneuver is best performed with athrown knife or with an
arrow or quarrel, though it can be performed with sharp melee weapons. The target
must be near some piece of furniture or wall, and that furniture or wall should be



wood, plagter, or any other materia that such aweapon will penetrate. With a
successful Cdlled Shot, you staple some item of the target's clothing (your choice) to
that nearby surface. The target must spend a combat round getting himself free. (This
does not require any sort of roll; it just takes afew momentsto pull the knife free, tear
the cloth of his garment, whatever it takes.) If someone attacks him while heis

pinned, he suffersa—2 penalty to AC (i.e.,, a3 becomes a 5) and attacks. If the target
is stgpled and must defend himsdlf while trying to tear himsdlf free, he suffers those
AC and attack penalties but will be able to tear himsdlf free after atotd of three
rounds.

Hostage-Taking. If acharacter successfully grabs avictim during one round (see
the Grab maneuver, below), he may use a Cdled Shot on his next round to put his
dagger to the hostage's throat. This does no damage to the hostage, but the attacker
can then, at any time, drive the knife home for twice norma damage (which he will
probably do if the hostage does not surrender, or if someone ese heisthreatening
does not surrender.)

Disarm

The Disarm is a specific variation on Called Shots. With the Disarm, the attacker
takes a Cdled Shot a the wegpon histarget is currently using.

Disarm vs. Single-Handed Weapons

With the basic Dissrm maneuver, the atacker follows the normal rulesfor Called
Shots (announcing his intention before initiative and recaiving a+1 modifier to
initiative, and then suffering a—4 attack pendlty); if his attack is successful, he will
(normally) cause his enemy's wegpon to go flying from his enemy’s hand.

Roll 2d6. The number rolled is the number of feet the wegpon flies. Roll 1d6. The
number rolled determines which direction the wegpon goes. (Thisis described in
terms of the attacker's facing. Straight Ahead means straight ahead from the attacker;
Behind means behind the attacker.

1 = Straight Ahead
2 = Ahead, Right
3 =Behind, Right
4 = Straight Behind
5=Behind, Left

6 = Ahead, Left

This Disarm can d o be used on magic wands, crystd bals, and any other sort of
magica gpparatus which isheld in one hand. If theitem isworn (like jewdry), it
cannot be Disarmed. (Note: Wegpons, when used, cannot be worn like jewelry.)

Disarm vs. Two-Handed Weapons

Disarm does not work nearly so well againgt two-handed wegpons. If you perform
aDisarm againgt awidder of atwo-handed wegpon (including magicd saves), it
merely knocks the wegpon out of dignment briefly; the weapon's wielder
automaticaly losesinitiative on the next round. However, two Disarms made againgt



the wielder in the same round will knock the wegpon free; roll only 1d6 to see how
many feet it flies, and 1d6 to see which direction it goes.

Naturaly, the two Dissrm maneuvers don't have to come from the same character.
Two characters can work together to disarm the two-handed wielder; or, one character
with multiple attacks in around can do the job himsdf.

If acharacter finds his two-handed wesgpon partialy disarmed, and he till has at
least one attack to perform this round, he can elect to forget about his next attack and
may use that attack to recover his weapon instead.

Example: Torreth and Amstard are fighting, Torreth with long sword and shield,
Amstard with two-handed sword. Both characters have two attacks per round.
Torreth has initiative. He successfully Disarms Amstard, drawing his weapon out of
line. Amstard now has hisfirst attack of the round. He can either punch Torreth with
his gauntleted fist, in which case his sword will still be out of line, or he can recover
from the Disarm. He chooses to recover. He swings the weapon back into lineand is
ready for the next exchange. He suffers no initiative penalty on the next turn.

Disarm vs. Shields

Disasmisonly of partid usefulness when struck againgt ashield. It won't tear the
shield loose from the wielder's arm. However, it will draw it out (knock it out of
dignment, so that the wielder is not protected by it). For the rest of the round, the
shidd-widder loses the AC bonus of the shidd (and any magica bendfits, too). At the
gart of the next combat round, even before initiative isrolled, the character regains
his shidd's AC bonus.

If ashield has other properties, those stay in effect, even when the shield is
Disarmed out of dignment. For example, let's say a shield radiates a protection from
evil pdl. If it's Disarmed, and drawn out of dignment, itswidlder till getsthe
benefits of that protection from evil spdl. Only when he drops the shield or has it
forcibly wrested away from him does he lose that benefit.

Aswith the Disarming of two-handed wegpons, if a character finds his shield
disarmed, and he gill has at least one attack to perform this round, he can eect to
forget about his next attack and may use that attack to recover his wegpon instead.

Example: At the start of the next round, Amstard's ally Jeter, carrying a halberd,
joinsthe fight. Torreth wins initiative again. He takes an ordinary strike at Amstard
and misses. Jeter choosesto Disarm Torreth's shield +4. He successfully Disarmsit.
Now, Amstard takes his shot, his chances greatly improved because Torreth's shield
bonusto AC doesn't come into play. He smites Torreth with a mighty blow. Torreth
has another attack this round: Realizing that he's going to get hurt if he doesn't have
his shield up, he forgets about a second attack and uses that time to bring his shield
back up.

Thrown-Weapon and Missile Disarms

Y ou can perform the Disarm maneuver with thrown wegpons and missile
weapons.

When throwing smdl (S) wegpons, you suffer an additional —2 attack penalty
because these wegpons don't have alot of weight; it's harder for them to knock the
wegpon out of someone's hands. Medium (M) or larger wegpons don't suffer this
pendty, nor do arrows, quarrdls, or ding stones.

Thrown-wegpon and missile Disarms may only be performed againgt single-hand



wegpons. They autometicdly fal vs. two-hand wegpons and shields.
Expert Disarms

If you're avery experienced fighter, and are willing to suffer a serious pendty in
order to impress your enemy, you can perform an "expert disam” againgt single-hand
wegpons only. This suffers the pendty of two Cadled Shots: Announce intent before
initiative, then suffer a+2 to initiative and a—8 to attack rolls.

But if it does hit, when you Disarm the wegpon, you can send it pretty much
where you want it to, within 12 feet of the target. If, for instance, one of your alies
has logt his sword, and your enemy iswielding a comparable sword, you might wish
to Expertly Disarm your enemy's sword to land right in front of your friend. Or, if
you'e fighting with a dagger and your enemy has a sword you want, you might
Expertly Disarm his blade to fly up into the air; you drop your knife and the sword
drops right into your hand.

Thisis an dmost preposteroudy heroic sort of thing to do (it only happensin the
most swashbuckling fiction and movies, after al) so the DM may not wish to alow
this option in amore gritty or redigtic campaign. On the other hand, he may grant
bonus XP to characters with the temerity totry it . . . and succeed!

Grab

The Grab is another type of Caled Shot. To perform it, you must have at least one
hand free; two hands are better if you're grabbing and trying to hold a person.

When performing the Grab, begin as with a Called Shot (announce before
initigtive, +1 to initiative, —4 to attack ralls).

If you hit, you've gotten your hand on whatever it was you were trying to grab: It
could be an enemy's wegpon, an important item you're trying to retrieve, or any such
thing.

However, just because you've grabbed hold of the object doesn't mean that you're
in control of it. If some other person dready has hold of the object, hel's going to
struggle with you for control.

In the same round that you performed the grab, roll 1d20. Y our opponent will do
the same.

Compare the number you rolled to your Strength ability score. Whichever one of
you rolled better againgt his score won the tug-of-war contest.

For purposes of the Grab, al 18 scores (01-50, 5175, etc.) arejust 18. However,
in case of atie, a higher-percentile 18 beats alower-percentile 18. (For ingtance, an
18/40 beats an 18/30, an 18/00 beats an 18/99, etc.)

Example: Rathnar the Barbarian tries to grab the Ruby Orb of Blassendom from
the hands of his enemy. He successfully rolls to attack rolls and gets his free hand on
the Orb.

Rathnar is Strength 17. His enemy is Strength 15. Both roll 1d20.

Rathnar rollsa 10. He's made hisroll by 7. Hisenemy rolls a 9. He's made his
roll by 6. Rathnar snatches the Orb away.

If you grab something and then fall your Strength ahility rall, then you've logt:

Y our enemy has snatched the object back out of your hand.

A tie (for ingtance, if both of you made your roll by 5, or both missed it by 2, or
came up with any other identica answer) means thet you re-rall, during the same
round. Trest this second roll asif it were a second attack in the same round for



determining when in the round it takes place (in other words, it will take place after
al other characters have performed their first maneuvers for the round).

However, dl these Strength rolls resulting from a single Grab maneuver are
counted as one "attack;" if a character can make two attacks in around, and hisfirst
attack is a Grab, and the grab leads to two or three Strength rolls due to struggling,
that's al still only one attack. The character still gets his second attack later in the
round.

Grabbing A Person

If you're Grabbing someone to hold him againgt hiswill, you need to consult the
Wredtling rules from the Player's Handbook, pages 97-98. Also, see below under
“"Punching, Wrestling, and Martid Arts."

If you're Grabbing someone and you use only one hand, you have two strikes
againg you. Firg, the attack istreated as a Cdled Shot, with the usua pendties,
second, you're treated asif your Strength ability score were 3 less. If you have a
Strength of 15 and grab someone one-handed, you make your Strength roll asif you
had a Strength of 12.

(Strengths of 18 aren't automaticaly dropped to a 15; it depends on the 18
Strength's percentile bonus. An 18/00 drops to an 18/51. An 18/91-18/99 dropsto an
18/01. An 18/76-18/90 drops to aplain 18. An 18/51-18/75 dropsto a 17. An 18/01
dropsto a16. And the plain 18 dropsto a 15.)

If you use both hands, you don't have to use the Cdled Shot rules; you can make a
Wrestling attack without announcing it far in advance, and don't suffer the +1
initiative or —4 to attack pendty. Also, you get to use your full Strength score.
Determine the results of your attack as a Wrestling attack.

If your opponent has any attacks left this combat round, he can respond with a
Wrestling, Punching, or other attack (such as stabbing you with a short weapon, for
ingance). If your Wrestling attack roll resulted in ahold of some sort (any result on
the ~"Punching and Wrestling Results' chart with a™*" besde it), he has a—4 pendty
to attack rolls with any attack but another Wrestling attack. However, he can use his
attack to try to break your hold (using the Strength roll tactic described above, under
the description for Grab).

Grabbing a Monster

The same rules apply to grabbing mongters . . . but there are a couple of other
thingsto consider.

No Strength Ability Score. Most mongers aren't listed with a Strength ability
score. This makes comparisons alittle difficult. In generd, if the Stuation ever comes
up, the DM should decide for himsdf what Strength a specific monster has.

Here's one rough rule of thumb to gpproximate a Strength score: Determine how
much damage the mongter can do with its Single largest attack. That's your starting
number. (In other words, if it does 1-8 damage with its worst attack, you start with
the number 8.)

If the mongter has multiple attacks, add 1 to the starting number per extra attack
the monster has.

Add 8 to the number if the mongter isan anima known for its ability to carry



weight (horses, pegas, camels) or contains parts of such a mongter (as the hippogriff
does).

The DM may further adjust this number as he desires.

The result is arough measure of the monster's Strength.

(Yes, there will be many examples which don't adhere well to that rule of thumb.
But it's someplace to start.)

Example: The Nightmare has attacks of 2-8/4-10/4-10. Its largest possible attack
is 10 (our starting number); it has two extra attacks per round (for a +2 to that
starting number); it's a horse-like animal (for a +8). Final Strength score: 20.

Size Difference. Also, the relative size of the two combatants is important.
Humans are medium-sized (M) ~"mongers.” They have an advantage when grabbing
smdl mongters (such as goblins, imps, and children, for ingtance) and a disadvantage
when grabbing large ones (dragons, golems and hippopotami, for example).

Treat a character's Strength as 3 higher when he is grabbing and struggling with a
smdler mongter, and 6 lower when grabbing and struggling with alarger one. (This
bonus or pendty is halved with player-character races and demihuman NPCs. Thus,
haflings, goblins, kobolds and gnomes are a a—3 when wrestling with Medium-szed
opponents such as humans;, Dwarves, because they are 0 close to human-sized, are
not. Humans are at amere +1 bonus to Strength when wrestling with haflings
goblins, kobolds and gnomes.)

Grabhing is performed with hands only. The character may be wearing gloves or
even the Cestus described in the Equipment chapter of this book, but may not be
holding any other weapon in his Grabbing hand.

Hold Attack

Thisisasort of non-attack maneuver.

The Hold Attack maneuver isaway for a character to delay making his attack
until later in the combat round. It's usualy performed when the character is hoping
that battle circumstances will change so that he can get a shot in somewhere that is
currently too well-defended. Archers use this maneuver alot, so that they can snipe
more effectively.

To perform the Hold Maneuver, the character, when it'stime for him to announce
hisintention, says"'I'm holding my maneuver.” Combat proceeds to the next
character.

Then, once everyone has gone in the round, as secondary attacks are being
determined, the DM again asks the character what he's going to do; he can take his
action then. If he does not, he forfaits that attack.

CharactersWith Multiple Attacks

If acharacter dready has multiple attacks in around, he can ill perform the Hold
Attack maneuver with any or dl of his aitacks. This can makethings alittle
complicated, but it's not alot of trouble.

Example: In thisfight, Rathnar the Barbarian (who has one attack per round),
Drusilla the Spear-Maiden (who has two per round), and Lacksley the Archer (who
has three per two, and has two this round) are fighting a jungle warrior (two attacks
per round) and his monstrous jaguar ally (three attacks per round).

Thisround, Lacksley wants to shoot the jaguar; but he's still caught in a spring-
loaded animal trap, and Drusilla is between him and the jaguar.



The player-characters win initiative. Drusilla uses her first attack to spear the
jungle warrior. Rathnar uses his sole attack to swing his axe at the jaguar monster.
Lacksley announces that he's holding his maneuver. Now it's time for the monstersto
respond; the jungle warrior attacks Drusilla with his own spear, and the jaguar-
monster jumps on Rathnar and uses one of its two paw hits.

It's time for secondary maneuvers. Drusilla misses her second strike. Rathnar has
no second strike. It'stime for Lacksley to act. He asks the DM if Drusilla has moved
out of position yet, and the DM rules that she has. He fires, scoring a hit on the
jaguar monster. The jungle warrior stabs Drusilla again with his second strike, and
the jaguar latches hold of Rathnar with his second paw strike.

It'stime for tertiary maneuvers. Lacksley, because of his Hold Attack maneuver,
now takes what would have been his secondary maneuver. He shoots the jaguar
again, killing it; it rolls off Rathnar beforeit can inflict its third attack, a deadly bite
or an even more deadly rake.

Parry

Take alook a Chapter Nine of the Dungeon Master's Guide, page 61, at the
Parrying
optiond rule.

That's one way to smulate afighter going on the defengve; the optiona Parry
maneuver presented here is done a different way.

To perform this Parry, you must announce before initiative is rolled that you're
going to Parry. (If you have more than one attack per round, you must announce how
many of them are going to be Parries))

Then, during the round, the first time an attacker strikes a you (even if it's before
your turn to strike), you roll your Parry. Roll to attack rolls your attacker, and roll vs
his AC (including al bonuses for shidd, magica items, etc.). Y ou can use your
wespon at its normal chance to attack rolls, or your shield a a+2 to your chance to
attack rolls (plus any magica bonus the shield confers). If you hit, his attack is parried
and does you no damage.

Y ou can Parry thrown wegpons, but not missile atacks (quarrels, arrows, ding
stones, magic missiles, etc.).

Choice of Parries

Y ou don't necessarily have to Parry the very firg attack made againgt you. . .
though that is the smplest way to do things. If you prefer, you can choose which
attacker you're going to Parry.

Example: Amstard isfighting an ogre and itsidiotic goblin jester. Before initiative
isrolled, he announces that he'll be using one of histwo attacks to Parry.

The NPCs win initiative and attack. The jester attacks first. Amstard announces
that he's not Parrying this attack. The jester hits him, doing minuscule damage. Then
the ogre attacks. Amstard announces that he is Parrying this attack. The ogrerollsan
attack, and succeeds; Amstard rollsto attack, and succeeds in Parrying the attack.

Then, it'sthe player-characters' turn. Amstard still has an attack | eft, and so
swings at the ogre.

If acharacter Holds his Parry, anticipating that some other attacker will swing at
him, but that attack never materiaizes (for example, because that specific opponent
went somewhere esg), and he's il suffering attacks this round, he can use that Parry



againg one of these other attacks. He may not, however, apply it againgt an attack that
has dready taken place.

Polearm Parries

If you're wielding a polearm, you can parry an attack from another character
widding apolearm, even if that character is attacking someone ese. To do this, you
must be within range ether of that attacker or hisintended victim.

Example: Amstard iswielding a halberd from behind the shield-wall his friends
are holding. Amstard announces, before initiative, that he'll use one of his attacks for
a Parry and the other for an attack. After initiative, an NPC with a glaive takes a
swing at Drusilla. Though the glaivewielder isout of Amstard'srange, Drusillais
right in front of Amstard, easily within hisrange. Amstard rolls his Parry, rolling
against the glaive-wielder's AC, and hits; he parries the attack. When it'stime for the
PCsto attack, Drusilla puts the glaive-wielder down and Amstard swings his halberd
against another enemy.

Missile Weapon Parries

In desperate Stuations, a character can parry with amissile wegpon heis holding
(bow, crosshow, or staff ding, but not ding). If he is successful with his parry,
though, his wegpon is ruined; the enemy's attack has destroyed it. He may continue
parrying with it until it is completely destroyed (rules for destroying wegpons and
armor agppear in the Equipment chapter of this book), but it may never again be used
for itsorigind purpose.

Parrying from theDMG

Even if you use this Parry maneuver, you can slill use the Parrying option from
the Dungeon Master's Guide, page 61.

Incidentaly, snce the DMG's Parrying counts againg dl attacks coming in on the
fighter that round, the fighter needs to announce, beforeinitiaive isrolled, that heis
performing the Parrying maneuver for the AC bonus.

Pin

With the Pin maneuver, you move close to your enemy (right up in hisface) and
use ether aweapon or your shield to pin, or trap, his weapon—usudly by pressng it
againg him o that he can't move.

Thisislike a Caled Shot, except that you don't have to announce it before
initiative and you don't suffer a+1 to initiative. Y ou do dill suffer the—4 attack
pendty.

If you successfully hit, the victim can't use his pinned wegpon until the pinis
broken, and you can't use your pinning wegpon or shield until the pin is broken.

When the pin isfirst performed, the victim gets one chance to struggle, using a
Strength roll exactly as described for the Grab maneuver, above. If he succeeds, he
yanks the wegpon free; if he has attacks left this round, he can use dl of them. If he
fals, the wegpon remains pinned for the rest of the round; the victim loses one of his
attacks for the round (if he only had one, he's out of luck until next round); but next
round and in succeeding rounds, his first struggle attempt each round does not count



againg his available attacks. (Subsequent ones in the same round do count as attacks.)
It is possible to Pin someone with the missile wegpon you are carrying (except for

the ordinary Sling). Whileit's being used to Fin, it may not be used asamissile

weapon. If it was armed (an arrow was nocked, a quarrel wasin place, or astone was

in the gaff-ding's pouch), it loses that missle in the sruggle; the character must

reload it later.

Pull/Trip

This maneuver is designed to knock opponents down.

When using the Pull/Trip maneuver, the attacker announces his intention when it's
histurn to attack. He describes how he's performing the maneuver to the DM, who
may rule that it'simpossible.

If it is possible, though, the attacker rolls vs. the target's AC as with any normal
attack.

The target then rolls 1d20 againgt his Dexterity. If he succeeds, he stays on his
feet. If hefails, hefdls down. Modifiersto his Dexterity include:

+6 Target Was Not Moving
—3 Target Was Unaware of Attack

The Pull/Trip maneuver is best performed on someone who is moving and
unaware of you. A target who is standing il (not walking or running) and is aware
of his attacker is very hard to knock down.

Use of Polearms

Polearms (and any other weapons with long gtaff- like dements—quarterstaves,
lances, spears, etc.) are good wegpons to have when you're trying the Pull/Trip
maneuver.

Y ou can Pull/Trip someone a the maximum range of your wegpon, for instance,
with no additiond pendty to attack ralls.

Y ou can Pull/Trip moving animas with a polearm; thisis a a—6 pendlty to attack
rollsif the animd is Large (but you can't even try it on aLarge anima without a pole
of some sort).

And, findly, they are very useful for knocking riders off their mounts. With a
mancatcher or polearm (though not with a quarterstaff, lance or spear), you can attack
amounted rider and have agood chance of pulling him from his horse. The Dexterity
modifiers listed above also gpply to the rider's chance to stay mounted.

Sap

Sapping someone—i.e,, hitting him over the head in order to knock him out—isa
maneuver you undertake when you wish to capture an enemy dive (or just
incapacitate him without killing him).

To do this, the attacking character makes a Called Shot at an additional —4 to
attack rolls (so it's—8 totd, plus the usua Called Shot pendties of having to announce
your maneuver before initiative and suffering a+1 to initiative).

If the attack hits, the character rolls ordinary damage for the wegpon. He gets a
5% chance of knockout (as per the Punching and Wrestling rules) for every point of



damage he does, up to a maximum of 40%.

Example: Sr Amstard wants to knock out a noble opponent rather than kill him.
He attacks to Sap the opponent. Luckily, even with the -8 to attack rolls, he
successfully hits his foe. With his sword, he rolls 6 points of damage. This giveshima
(6x5%) 30% chance of an instant knockout. On his percentile dice, herolls 42; he has
failed thistime. He'll try again.

The damage done by Sap attacks is the same as that done by Punching; in other
words, only 25% is normd, or "permanent,” damage. The other 75% is temporary,
and wears off after a short while, aswell discuss later in this chapter.

When using aspecia or magica wegpon to perform the Sap, you do not count the
weapon's attack or damage bonus. Y ou're not using the weapon the way it is meant
to be used; you're hitting your target with the flat of the blade, with the hilt or pommel
of the wespon, etc. Therefore, those bonuses don't count for anything.

When performed on a character who is adeep or magicaly held, the Sap
maneuver automaticaly hits. The chance for knockout goes up to 10% per point of
damage done, up to 80%. However, if the subsequent percentile die-roll is81 or
higher, the victim is not knocked out—he's been awakened by the attack. (Why try a
Sap maneuver on an aready-adeep target? Because you may want to kidnap him or
smuggling him out of a cdl and can't risk him waking up and derting the guards.)

The Sap maneuver can only be performed with melee weapons or bare hands; it
cannot be performed with missile wegpons.

The Sgp maneuver is usable only on Smal (S) or Medium (M) mongters; it will
not work on Large (L) or bigger mongters such as dragons. They just can't be knocked
out with this maneuver.

Shield-Punch

The shidd-punch isavery basc maneuver. If you are usng abuckler, smdl
shidd, or medium shield, you can useiit to attack with as well as defend, by damming
it into your target's bodly.

When your turn to atack comes, smply announce that you're shield- punching and
make your attack roll. Y ou get no attack bonus from the shidd, regardless of its Sze
or magica enchantment.

A shidd-punch does 1-3 damage, plus your Strength bonus. Once you have
performed a shidd-punch, you lose the AC bonus of the shield for the rest of the
combat round from now until your next attack. (If you have an attack later in the
round, you regain the AC bonus then; if you don't have an attack until next round, you
regain the AC bonus a the very start of the next round.)

Thisisagood maneuver to perform when you've dropped your weapon, asit will
do somewhat more damage than a barehanded attack.

Shield-Rush

This maneuver is like a combination of the Pull/Trip and Shield-Punch
maneuvers.

The attacker must sart at least 10 feet away from the victim, and must have ether
amedium or body shied. Basicdly, he runs at full speed up to hisvictim, damming
full-tilt into him, hoping to injure him or knock him down.

Aswith the Shidd-Punch, the attacker gets no bonus to attack rolls from the
shield, nor does he get the AC bonus of his shield from the time he starts the



maneuver until his next attack.

If he hits, he does damage equd to the Shidd-Punch, and the target must make a
1d20 roll againgt Dexterity to stay on hisfeet. The target gpplies these modifiersto his
Dexterity:

+3 Target Was Moving Toward Attacker
+3 Target Was Not Moving

-3 Target Hit From Behind

-3 Target Was Unaware of Attack

Asyou can seg, it's more reliable a knockdown than the Pull/Trip.

However, the attacker also has a chance to be knocked down.

If he misses hisrall to attack, he damsinto the target anyway, and does no
damage to histarget. He must make his Dexterity ability check & a—6 pendty; if he
makesit, heis dill ganding, but if hefallsit, he is knocked down. Either way, his
target remains sanding.

Even if he succeedsin his attack roll, he ill has a chanceto fal down. The
attacker rolls 1d20 againgt his own, unadjusted Dexterity. If hefallsit, he fals down,
too.

Strike/Thrust

Thisis the basic combat maneuver, and isincluded here just for completeness.

With the Strike/Thrust maneuver, the attacker uses the wegpon he hasin hand and
drikes, swings, or thrugsit a the intended victim. If it hits, the attack doesthe
damage appropriate to the wegpon and the attacker's Strength bonus.

"Striking" with a Missile Wegpon or Thrown Wegpon condtitutesfiring
itthrowing it & your target. Usudly, you just say "Shoot" indtead of "Strike" when
announcing your maneuver.

Surpriseand Flash Maneuvers

All of these maneuvers, and the many possibilities they provide for charactersto
customize their fighting styles, should give you the idea that the DM should be
encouraging wild, extravagant, interesting maneuvers and stylesin combat. Thisisa
lot more entertaining than ordinary, plodding swing vs. swing combet.

Therefore, the DM should reward intdlligent, creetive efforts in combet by
granting them bonuses to attack rolls and damage.

Examples

A lightly-armored hero with the Acrobatics nonweapon proficiency could charge
a foe, then use his Acrobaticsto flip over him and strike him fromthe rear; the DM
might give him a bonus to attack rollsin addition to striking at a part of the target's
body that is unprotected by a shield.

A crossbowman could use a Called Shot against the rope holding the chandelier,
causing the chandelier to come crashing down onto the villain's head; instead of
suffering a massive attack penalty for such a preposterous shot, the DM might give
the player an attack bonus for the surprise value of the attack, plus a percentage
change for knockout, as per the Attacking Without Killing section of the Player's
Handbook.

A swashbuckler running up a flight of stairs with guardsmen in hot pursuit could



tumble a stack of casks down the stairs behind him; the DM could give hima
Pull/Trip maneuver against each one of those guardsmen, and even an improved
chanceto attack rolls, for attempting this classic move.

On the other hand, a player might come up with a plan or maneuver that is merely
foolish or abusve to the campaign. The DM can assign such a maneuver minuses to
attack rolls and damage.

Examples:

Rathnar's player decides that if Rathnar makes faces at an orc heis fighting, then
the orc will become spooked and run away. When Rathnar attempts this, the orc
proceeds to make faces right back at him, then begins the process of cutting Rathnar
to ribbons.

Later, after some time at the healer's guild, Rathnar isin better armor and isin
dire combat with another orc. Rathnar decides that he'll tuck and roll between the
orc'slegs, stand up behind him, and cleave himin twain from behind. However, his
player hasfailed to consider that Rathnar isin bulky plate mail and knows nothing
about acrobatics. The DM assigns Rathnar a stiff penalty to his Dexterity roll when
Rathnar tries the maneuver. Rathnar ends up flat on his back, banging against the
orc'slegs with the orc looming over him, and the DM assigns the orc a bonus to
attack rolls Rathnar because of the hero's clumsy position.

Don't Say No; Deter mine Difficulty

A good rule of thumb to use, when a player-character tries something strange or
daring in combat, isthis Don't say no to his proposd; just determine the difficulty of
the maneuver in your heed, give him agenerd ideaof that difficulty, and let him try
it.

An easy way to do that is arbitrarily to assgn a"difficulty number” of 1to 10to
any specid maneuver. Then, have the character roll againgt whichever of his abilities
(Strength, Dexterity, etc.) that seems most closdly to pertainto thetask . . . and
subtract that difficulty number from his ability. If he succeedsin ralling equd to or
less than his modified ability, he has succeeded in his task.

Example: Drusilla wants to try the same maneuver Rathnar was going to pull.
She, too, has no acrobatic training, but isin light leather armor. The DM thinks that
thiswill be pretty difficult for her (though not as difficult as it was for Rathnar), and
assigns the maneuver a difficulty factor of 5 if she leaves her spear behind. It'll be an
8, if shetriesto take her spear along on the maneuver. Hetells Drusilla's player that
itisdifficult but possible, though it will be nearly impossible if she uses her spear.
Reluctantly, she drops the spear and pulls out a short sword before attempting the
maneuver .

Her Dexterity scoreis 13; with the -5 penalty, it's modified to an 8. On her
combat action, she attempts the maneuver, and rolls 1d20 against her modified Dex.
Sherollsan 8, and achievesit exactly; Drusilla rolls between the orc's legs, stands up
behind him, and drives the short sword home before he knows what hit him. The DM
gives her an arbitrary +4 to attack rolls for the surprise value of the maneuver.

Someone with Acrobatics nonweapon proficiency might be able to perform that
same tuck-and-roll with no penalty, or with a penalty dictated only by the type of
armor heiswearing. See the"Armor Modifiersfor Wrestling Table" on page 97 of the
Player's Handbook; those modifiers would work equally well in this situation.

Another thing to do when amaneuver will probably work autometicdly if the
intended target doesn't see it coming, isto assign adifficulty number to the target's



chance of seeing it. This difficulty could be a pendty or a bonus, depending on how
obvious the maneuver is, and so could be from 1 to 10 in either direction. The DM
would have the intended target roll 1d20 againgt his modified Intelligence, and if he
rolled equa to or less than that number, hed see the maneuver coming and be able to
avoid it. If hefailed, the DM could give the attacker ordinary chances of success, or
even make the attack an automatic success.

Example: Amstard isin a street brawl with a big brute of a warrior; they've been
punching the daylights out of one another, and Amstard has just been knocked down.
His player announces that he'strying a classic trick: He'll inconspicuously pick up a
handful of sand and, as he'srising to return to the fight, he'll dash the sand into his
opponent's face, blinding him.

That's a reasonabletrick to try. The DM decides that the brute's chance to figure
out Amstard's maneuver is directly proportional to Amstard's finesse in scooping up
the sand. He tells Amstard to roll against his Dexterity, unmodified, when picking up
the sand—and the number he makes hisroll by will be the brute's difficulty number in
seeing it coming.

Amstard's Dexterity is 13. Herollsa 10 on 1d20, making it by 3. The brute's
Intelligence is 10; with the difficulty of 3, his modified Intelligenceis 7. Secretly, the
DM rolls 1d20 for the brute, achieving an 8; the brute doesn't see the maneuver
coming. But Amstard's player can't be told that until Amstard is committed to his
maneuver.

Amstard now throws the sand; this counts as an attack. The DM gives himan
ordinary attack roll to succeed. Amstard successfully hits vs. the brute's AC, and now
the brute istemporarily blinded . . .

That's how the thought process works, anyway. The players should have the
opportunity to try just about any maneuver or approach they can imagine, and the DM
should figure out how likely each try is of success. Nothing should be impossible to
try just because it isn't specifically covered in the rules.

Maneuvers|n the Campaign

All of the above maneuvers and approaches can be used inany AD& D® game
campaign. There are a couple of things you should redlize about them.

Firg, they'll add alot of richness of detail to your combeat. Using them, you can do
just about everything in combat that you can imagine your character doing. However,
theflip-sde of that benefit isthat it adds alevel of complexity to your combet; the
players and DM have to do more thinking about individua maneuvers and combat
gtuations. Therefore, we don't recommend you use these maneuvers until you dready
have afirm grasp on the combat system, and can run basic combats with little or no
difficulty.

Second, they'll dlow the player-characters to be more colorful and efficient in
combat. But the flip-side of this benefit is that the NPCs and monsters can be equally
colorful and efficient. It will be arude awakening for the player-characters when they
run across a band of evil fighters as diverse and accomplished as they are.

Punching, Wrestling, and Martial Arts
Punching and wrestling are described in the Player's Handbook, page 97-98. Well

elaborate alittle on those rules here, and introduce rules for basic Orienta-gyle
martia arts maneuvers.



Specializing With Punching and Wrestling

Though everyone has a certain knowledge of punching and wrestling, so that
everyone can be consdered to have a "wegpon proficiency” you can now Specidize
in ether of the two techniques.

To Specidize, you must devote awegpon proficiency dot to the technique. Any
character of any class can Specidize in Punching or Wrestling (or Martid Arts,
described later) . . . but except for the Fighting-Monk (described in The Complete
Priest's Handbook, no character other than a single-class Warrior can ever specidize
in more than one of these techniques. A single-class Warrior can end up specidizing
in both, but may begin play specidizing in only one of them.

Specidization does not count as a Wegpon Specidization. A first-levd fighter
could specidize in both Long Sword and Punching if he wished to. A Rogue, who
cannot take any Wegpon Specidization, can sill take one unarmed fighting Syle
Specidization.

Fighting yle specidizations (i.e., Single-Weapon, Two-Hander, etc.) do not
grant any bonuses to Punching, Wrestling, or Martid Arts combat. They're of use only
to combat with melee wegpons.

Normal Punching Attacks

Review the Punch rules from the Player's Handbook, page 98. Remember that a
norma punch does 1-2 damage (plus Strength bonus), and a punch with ameta
gauntlet does 1-3 (plus Strength bonus), and that 75% of dl punching damageis
temporary, and wears off within minutes after the combat isincluded.

A character can pull his punch, so that he does no damage, or only his punch
damage (without his Strength bonus).

Punching Specialization

If acharacter spends one Wegpon Proficiency on Punching, thus taking
gpecidization with Punching, he gains the following benefits:

He gainsa+1 bonusto dl his atack rolls when punching;

He gansa+1 bonusto dl damage when punching;

He gainsa+1 chart bonus with dl punching atacks,

He gains one additiona punching attack per combat round (both hands must be
free, holding nothing, for the character to gain this benefit); and

If the character wishes, when he pulls his punch, he can dso refuse to do the +2
damage that specidization gives him.

The chart bonus is areflection of the character's superior accuracy with punching.
Asyou dready know, when the character successfully hits, the roll itself determines
which maneuver was made; you use the chart on page 97 in the Player's Handbook,
and the attack roll aso determines the maneuver used.
But on asuccessful hit, the punching speciaist can modify that result. If hehasa
chart bonus of +1, he can choose the maneuver one higher or one lower on the chart.
Example: Sr Amstard punches a troll. (He'srecklessly brave, after all.) Herollsa
12 to attack rolls, and this turns out to be a successful hit. On the "Punching and
Wrestling Results" chart, we see that thisis a Kidney Punch, doing 1 point of damage,



with a 5% chance for knockout. But Amstard is a Punching Specialist with a chart
bonus of +1. He can choose instead for the result to be an 11-Hook (doing 2 points of
damage and with a 9% chance for knockout), or a 13-Hook (doing 2 points of damage
and with a 10% chance for a knockout). He changes the maneuver from a Kidney
Punch to a 13-Hook.

Only if acharacter specidizesin punching and thus has a chart bonus can he
affect his punch resultsin this manner.

A character usng a Cestus does get to add the bonuses to attack rolls and damage
from Punching Speciaization to his Cestus damage. If he has specidized in Cestus
too, he can decide from round to round which of his bonuses he will gpply this round.
Additiondly, you may use the Cestus attack's attack roll to determine which Punching
maneuver was used with the attack; you gill use the damage for the Cestus instead of
the maneuver, but now aso have the possibility of a knockout. This can make
combats with cesti alittle more complicated, so the DM may disdlow thisruleif he
chooses.

It is possible for aWarrior to continue to improve his Punching abilities: See
"Continuing Specidization,” below.

Normal Wrestling Attacks

Review the Wredtling rules from the Player's Handbook, page 98. Each successful
wrestling move does 1 point of damage (plus Strength bonus, if the attacker desires);
acontinued hold causes cumulatively 1 more point of damage each round than the
round before.

In Wrestling combat, when two characters are wrestling, each rollsto attack rolls
the other—using normal attack rolls againgt the opponent's AC, and utilizing the
"Armor Modifiers For Wrestling” table on page 97 of the Player's Handbook for
modifiers to attack rolls.

In asingle combat round, a character can perform Wrestling on the other
character, with the norma results from the Punching and Wrestling Results table from
that same page. On Wrestle results from that table which are marked with an asterisk
(*), the attacker, if successful, can maintain that hold until it's broken; use the
Strength-roll rules described above for the "Grab" maneuver to determine when holds
are broken.

A character can pull wrestling damage; he can do no damage, or the 1 point
associated with each successful maneuver, or the 1 point plus Strength bonus alowed
to him, whichever he chooses.

Aswith punching damage, wrestling damage is dso temporary.

Wrestling Specialization

If a character pends one Wegpon Proficiency Sot on Wrestling, and thus
gpecidizes with Wredtling, he gains the following benefits:

He gansa+1 bonusto dl his atack rolls with Wrestling;

He gansa+1 bonusto dl damage with Wrestling (thet is, dl his maneuvers will
do 2 points of damage plus his Strength bonus, and continued holds cause
cumulatively 1 more point of damage for each round they are held);

He gainsa+1 chart bonus with al Wrestling attacks,

He gansa+2 to Strength, only for maintaining awrestling hold (i.e., a Strength
15 character rolls againgt Strength 17 when maintaining awrestling hold, but only for



that purpose); and

When he chooses to pull wrestling damage, the character may dso pull the +2 to
damage granted by specidization.

Soif, for ingtance, he has a+1 chart bonus, and rolls a 16 on his attack (Elbow
Smash), he can ingtead choose a Trip or an Arm Lock. He'll decide based on his
current Situation: If it'sin hisbest interest to put his opponent on the ground, helll
choose aTrip, and if it's better for him to have a maneuver that dlows him to hold
onto his opponent from round to round, helll choose an Arm Lock.

It is possible for aWarrior to continue to improve his Wrestling abilities: See
"Continuing Specidization,” below.

Martial Arts

Asyou saw in the Player's Handbook, everybody knows how to punch and
wrestle.

Martid Arts, however, are another matter. Not every character in anormal
medieva-gyle campaign will know how to utilize orienta-style Martid Arts.

The Martid Arts described in this section aren't any red-world fighting syle;
they're a combingation of "generic' martia-arts maneuversin the tradition of martia-
artsmovies.

These Martid Arts are only available in acampaign if the DM decides that the art
isavallablefor charactersto learn. He mugt first decide if he wants characters to be
able to use these maneuversin his campaign, which will tend to give the campaign a
more orienta flavor; then, if he wishes to use them, he needs to establish a hitory for
these combat abilities. Customarily, they've been devel oped by some distant
civilization, and recent trade with that culture has brought some practitioners and
teachers of the art to the player-characters society.

Tolearn Martid Arts at itsbasic leve, the character spends one Wegpon
Proficiency dot on Martiad Arts. Once he has spent that dot, he can use Martia Arts
in the same way that other people use Punching and Wrestling, as well describe
immediately below.

Martial Arts Results

Atitsbadclevd, Martid Arts skill is used just like Punching and Wrestling.
Martiad Arts combat occurs when a character attacks with his bare hands, feet, and
even head. No wegpons are used. (A character can hold a weapon in one hand and
nothing in the other, atacking with his wegpon one round and with his Martid Arts
ill in the next.)

Aswith Punching, damage from Martid Artsishandled in adightly different
fashion. The damage from any bare-handed Martia Arts attack is broken into two
parts 25% of the damage from the attack is norma damage, while the remaining 75%
is"temporary” damage. The Player's Handbook page 98, discusses this temporary
damage, as does this chapter, in the section on "Recovery,” below.

When attacking with Martid Arts skill, the character makes a normd attack roll
againg the normal Armor Class of the target. (If the attacking character has armor on,
he does suffer the modifiers for wrestling from the " Armor Modifiers for Wrestling”
from Table 57 on page 97 in the Player's Handbook.) If he hits, he does the damage
listed from the maneuver plus any bonus from his Strength score.

If the attack roll is successful, the attacker consults the table below for the result



of the attack. If, for ingtance, the character rolls a 13 on his attack roll, theresultisa
Body-Punch, doing 1 point of damage (plus the attacker's Strength bonus for damage).

Martial Arts Results Table

Attack Martial Arts %
Roall M aneuver Dmg KO
20+ Head Punch 3 15
19 High Kick 2 10
18 Vitds-Kick 2 8
17 Vitds-Punch 2 5
16 Head Bash 2 5
15 Side Kick 1 3
14 Elbow Shot 1 1
13 Body-Punch 1 2
12 Low Kick 1 1
11 Graze 0 1
10 Body-Punch 1 2
9 Low Kick 1 1
8 Body-Punch 1 2
7 Knee-Shot 1 3
6 Side Kick 1 5
5 Head Bash 2 10
4 Vitds-Punch 2 10
3 Vitds-Kick 2 15
2 High Kick 2 20
1* Head Punch 3 30

* Orless

Descriptions of the Maneuvers

Body-Punch: Thisisadraghtforward punch into the target's somach or chest.

Elbow Shot: With this maneuver, the attacker plants his elbow into the target's
chest, Sde, or scomach.

Graze: This could have started out as any sort of maneuver, but it merely grazed
the target; it wasn't landed firmly.

Low Kick: The attacker kicks the target in the leg or thigh.

Head Bash: The attacker dams his forehead into the target's face, which is a stout
maneuver.

Head Punch: Thisisagood, strong blow with the fist to the enemy's head,
particularly hisjaw.

High Kick: The attacker kicks the target in the upper body somewhere: Stomach,
chest, back, or shoulder.

Knee-Shot: The attacker brings his knee up into the target's somach or thigh.

Side Kick: With this maneuver, the attacker has time to prepare and launch avery
powerful sdeways kick (which may be at the end of a cinematic legp).

Vitals-Kick: The attacker kicks his target a some vulnerable point: Groin,
kidney, neck, solar plexus, etc.

Vitals-Punch: The attacker puts hisfigt into one of the vulnerable points
mentioned immediately above.



Specializing in Martial Arts

The same Specidizing rules gpply to Martid Arts. Once the character has
Proficiency in Martid Arts (by spending one Wegpon Proficiency dot), he can
Specidizein it (by spending another).

When the character becomes aMartia Arts Specidist, he gains the following
bendfits:

He gainsa+1 bonusto dl hisattack rolls with Martid Arts,

He gainsa+1 bonusto dl damage with Martia Arts,

He gainsa+1 chart bonus with al Martid Arts attacks,

He gains one additiond Martia Arts atack per combat round (both hands must be
free, holding nothing, for the character to gain this benefit); and

He may pull his atack just as Punching and Wrestling characters do, and when he
pulls his attack, he can aso refuse to do the +1 damage that Specidization gives him.

Soif herollsa 15 to attack, and the attack hits, he has performed a Side Kick. If
he uses his +1 chart bonus, he can change that into an Elbow Shot or a Head Bash.
Hell probably choose to change it to a Head Bash for the improved damage and
improved chance of knockout.

It is possible for aWarrior to continue to improve his Martid Arts abilities: See
"Continuing Specidization,” below.

More Than One Style

Any character can speciaize in one of the three types of unarmed combat
(Punching, Wredtling, and Martia Arts).

A dngle-class Warrior can only specidize in one of the three unarmed combat
syleswhen heisfirg created. After first level, however, he may specidize in the
other two. He can take specidization in only one style each time he receives anew
Wegpon Proficiency, so he could not possibly be a specidist in dl three until he
reaches sixth experiencelevd . . . and ninth level ismore likely.

Usudly, the character, if he wants to specidize in more than one style, will take
ether Martial Arts or Punching, not both, because their usefulness overlaps a greet
dedl; and then hell take Wrestling, because Wrestling is useful when the character is
being grappled.

Continuing Specialization

Thisisan option that is only avalable to sngle-class Warriors (and to Fighting-
Monksfrom The Complete Priest's Handbook).

If the warrior continues to devote Weapon Proficiency dots to an unarmed combat
dyle after heisalready specializing in it, he gets the following benefits. Note: The
character may not take more than basic Specidization in any of the arts at first
experience levd; thus, a first level, he may devote one dot to Punching, or one dot to
Wrestling, or two dotsto Martia Arts, but not more than that to any of them. At third
level, when he recaives another dot, he may devote it then to improve his
Specidization.

For each additiond dot devoted to his art:

Hegansa+1 bonusto dl his attack rolls with his combat style;

He gainsa+1 bonusto al damage with his combat style; and



He gainsa+1 chart bonus with al attacks in that combat style. With chart bonuses
of +2 or more, the character can choose any maneuver within the range of maneuvers
covered by his chart bonus (see the example below).

Example: Cassius the Gladiator isa Punching Specialist. He Specialized in
Punching at first level, put another Weapon Proficiency slot into it at third level,
another at sixth, and still another at ninth.

At ninth level, he has a +3 bonus to attack rolls with Punching, a +3 to damage
rolls with Punching, and a + 3 chart bonus.

Let'ssay herollsa 16 to hit someone, and that the attack does hit. This would
normally be a Glancing Blow. But he has a + 3 chart bonus. He can choose for the
maneuver, instead of just being a rolled result of 16, to be anywhere from 19 to 13.
He can choose for the maneuver to be a Wild Swing, a Rabbit Punch, a Kidney
Punch, a Glancing Blow (asrolled), a Jab, an Uppercut, or a Hook.

Of these seven maneuvers, Jab and Hook do the most damage, and Hook has a
dightly higher chance of knockout success, so he choosesit. With his punch, he will
do a basic 2 points for the maneuver, +3 points from the damage bonus he gets for
specializing, and any bonus his Srength gives him.

The Complete Martial Artist

If you wish to create a character who is principaly a Martid Artist, you ought to
take other Weapon and Nonwegpon Proficiencies which are appropriate to the classic
martid-arts hero.

Almogt al Wegpon Proficiencies are gppropriate for the character, including al
swords, bows, and polearms, and especialy proficiencies with the Samura weagpons
from the Equipment chapter of this book.

Nonwegpon Proficiencies which are especiadly appropriate include: (Generd)
Dancing, Direction Sense, (Warrior) Blind-fighting, Endurance, Running, (Rogue,
double dots) Jumping, Tightrope Waking, and Tumbling.

In campaigns with more classical and orientad dementsto the martid artists,
Nonwegpon Proficiencies such as (Generd) Artitic Ability, (Priest, double dots
unless Pdadin) Ancient History, Astrology, Hedling, Herbdism, Loca History,
Musicd Insrument, Reading/Writing, Religion, (Wizard, double dots unless Ranger)
Ancient Higtory, Agtrology, Herbaism, Reading/Writing, Religion.

Fighting Style Specidizations, from this chapter, are aso very gppropriate for the
character.

Naturaly, you won't be able to afford al these things for your Martid Artist
character, even if your DM does alow you the Intelligence bonus for extra
Proficiencies mentioned earlier in this chapter. Think not about having al these
abilities, but about taking specific abilities to make the character unique, different
from al the other PCs—even if they, too, are principaly Martid Artigts.

For instance, one character could be a Pal adin/Swashbuckler who takes Weapon
Proficiency with al Fencing Blades (two dots), Specidization with the Sabre (one
dot), and Specidization with Punching (one dot). Another character could be a
Ranger/Beast-Rider who takes Weapon Proficiency with al Bows (two dots) and
Proficiency and Specidization with Martid Arts (two dots). Thisway, no two Martid
Artigs are likely to be even remotely dike.

In Oriental Campaigns



If your campaign is based in an orientd setting, you need to make an easy change.
Instead of normd proficiency with Punching and Wrestling being free, and
proficiency with Martid Arts cosing one dot, norma proficiency with Martid Artsis
free, while proficiency with Punching and Wrestling cost one dot each.

Barehanded M aneuvers

It's possible to use mogt of the maneuvers described above under "Melee
Maneuvers' when fighting barehanded, either Punching, Wrestling, or Martid Arts.

When a character wishes to perform amaneuver that's not one of the standard
maneuvers for the barehanded fighting style in question, he makes that announcement
at the appropriate time in the combat sequence (that is, if it'sa Cdled Shot of some
sort, he announces before initiative; otherwise, he makes the announcement when he's
cdled on for the description of his action for the round).

When his turn comes up, he rolls an attack roll. If he's specidized in a barehanded
fighting style, he till gets the attack bonus for his Specidization. If he hits, he doesn't
do one of the maneuvers from hisfighting style; he performs the specific maneuver he
elected. However, if he's a Specidig, he does get the damage bonus from hisfighting
syle.

Here are examples of how thisworks with the specific Melee Maneuvers.
Called Shots. Punching and Martial Arts

A Puncher or Martid Artist can perform Called Shots, but none will do any extra
damage. They can be very effective in combat in very specific Stuaionsif the
character istrying to perform one of the standard Called Shots: Striking a Specific
Body Part (as mentioned earlier, to damage a beholder's specia eye, for example),
Smashing Something Being Held (though the attacker risks having the contents of
whatever he's smashing spilled on him), and Bypassing Armor (again, this only works
on mongters where the DM has designed a specific weakness into the monster).

A Puncher or Martia Artist can dso perform a Called Shot to attack a specific Hit
Location. Seethe text on "Hit Locations," below. This isthe sort of attack the
character wantsto use if he'strying to hit an enemy in the jaw to knock him out,
pound him in the solar plexus to double him over, and o on; dl normd rulesfor Hit
Locations are used.

Called Shots: Wrestling

A Wrestler can take a Cdled Shot in order to choose the specific Wrestle
maneuver result he wants. If he succeeds, he does not randomly roll the wrestle
maneuver which takes place; he choosesit. Thisis of specid usefulness when he's
trying to achieve ahold result.

Example: Awrestler decidesto take a Called Shot. Before initiative isrolled, he
announces that he's taking a Called Shot to achieve the result of Arm Lock. He suffers
the usual +1 to initiative; when his turn comes up, he suffersa —4 to attack rolls. If he
hits, the maneuver result is Arm Lock, regardless of theroll.

Also, when afighter is wrestling another character, he might find it to his
advantage to make a Cdled Shot to pull the enemy's hamet down over his enemy's
eyes, blinding him for a combat round or two.

But, obvioudy, such successes depend heavily on the good-will of the DM. If he



thinks such maneuvers are more bother than color, don't try to perform them.
Disarm

It's possible for a barehanded fighter to disarm an armed opponent, but it's
dangerous. When s0 trying, the barehanded fighter's AC suffers a pendty of 2 (for
example, a5 becomes a 7; he's having to expose himsdf to attack briefly), and his
Disarm attempt is at an additiond —4 to attack rolls. But if it hits, it's just as successful
as any other Disarm.

Grab

As described above, the Grab is designed for barehanded use, and so suffers no
penaty when the attacker is barehanded.

Hold Attack
A barehanded fighter can hold his attack with no pendlty.
Parry

A barehanded fighter trying to parry a barehanded attack does so a normal odds.

Aswith Disarm, it's possible, but dangerous, for a barehanded fighter to parry an
attack from a melee weapon. The Parrying character must suffer an AC pendty of 2
(for the same reasons described under Disarm, immediaely above), and his AC stays
disadvantaged until his next atack comes up. Then, when performing the Parry
(which usudly conssts of getting so close to the enemy that the Parrying character
can get hisown hand under the descending weaponhand), the Parrying character
suffers an additional —2 to attack rolls.

Pin

A barehanded character can't use the Pin maneuver to pin someone else's bare
hand. Use the Wrestling rules for such an attempt.

A barehanded character can try to use Pin to pin Someone's wegpon; use the
modifiers described immediately above for Parry.

Pull/Trip

A barehanded character can try to Pull/Trip another character with no additiona
pendty. Barehanded, the character can only Trip characters who are adjacent to him,
and cannot Trip any Large creature or monster.

Sap

A barehanded Sapping attack (basicdly, a punch to the jaw) is a classic combat
maneuver. It can be performed with Punching and Martid Arts, but not with
Wrestling. As with the regular Sap, the barehanded fighter makes his Cdled Shot at
an additiond —4; if he hits, he does normal damage for his attack, and has the normal
Knockout chance of 5% per point of damage done.



Between the Sap maneuver and the Called Shot for the Head Hit Locetion, the
character has two attacks that can hit an enemy's head. They are very different,
however, and so they are not redundant.

The Sap provides a chance for knockout; the Called Shot to the Head doesntt.

The Cdled Shot to the Head has severd unusual possible results (Blindness,
Knockdown, etc.); the Sap doesn't.

And the Cdled Shot to the Head can only be used if the DM dlows Hit Locationsin
his campaign. If he doesn't, the Sgp isdl you're left with.

Shidd-Punch

Since a Shidd-Punch requires the use of a shied, a barehanded character
obvioudy cannot perform this maneuver.

Shield-Rush

Since a Shidd-Rush a so requires the use of a shield, a barehanded character
cannot perform this maneuver.

Strike/Thrust

When a barehanded character tries the Strike/Thrust maneuver, we cdl it a
"Punch” and use the norma Punching rules.

Hit Locations

Weve said before that this whole book consists of optiona systems for your
campaign; well, this Hit Locations system can be considered very optiond.

The AD& D® game doesn't encourage a hit locations system, for the reasons given
in the Dungeon Master Guide, page 72 ("Injury and Deeth"). Some of you il want
one, however, so in this section we're presenting a Hit Locations system that allows
you to determine individua injuries.. . . but Stays true to the game's philosophy.

The" Numbed" and " Usdess' Numbers

When using this system, the firgt thing to do isto caculate your character's
"Numbed" and "Usdless’ Numbers.

Cdculate 25% (one-fourth) of your character's hit point tota (don't count current
injuries; thisis his garting hit point total). Round up if the fraction is .5 or higher.

On your character sheet, near the hit point listing, write down "Numbed" and that
number. (You can aso use the Combat Sheet included at the end of thisbook.) If the
result was O, write down 1 instead.

Then, calculate 50% (one-hdf) of your character's hit point tota. Round up if the
fraction is.5 or higher. On your character sheet, dso near the hit point listing (or on
this chapter's Combat Sheet), write down "Usdless' and that number. If the result was
1, write down 2 instead.

Whenever you go up alevd and gain new hit points, recaculate those numbers.

Example: Zaross has 27 hit points. His Numbed number is6.75 (rounds up to 7),
and his Useless number is 13.5 (rounds up to 14).



Body L ocations

Now, whenever you conduct combat, do so normally. And every norma blow
struck is deducted from the character's hit points normaly.

Every normd blow struck (that is, every blow not declared as amed at a specific
Body Location) hits the character's torso (i.e., any point from his shouldersto his
hips).

However, if you take a Cdled Shot, you can make your strike at any one of Six
other Body L ocations (head, two arms, two legs, and stun-points).

The Locations

These are the character's Body Locations:

Torso: Asdescribed above. The Torso is hit with any non-Called Shot.

Head: Must be hit with a Caled Shot at an additional —4 to attack rolls.

Arms (2): Oneright, one left. Must be hit with a Called Shot.

L egs (2): Oneright, oneleft. Must be hit with a Caled Shot.

Stun-Points: This rather broad category includes the solar plexus and other nerve
centers which, when struck, tend to cause the victim alot of pain. Stun-Points must be
hit with aCalled Shot at an additional —4 to attack rolls.

General Effectsof Called Shots

Now, when you take a Cdled Shot againgt one of those specia locations,
interesting things can happen:

If the attack's damage equalled or exceeded the victim's "Numbed" number in a
single blow, then that location is Numbed. It is usdessfor the rest of this combat
round. At the tart of the next round, before initiative is rolled, the character recovers
full use of that body part.

If the attack's damage equalled or exceeded the victim's "Usdess' number ina
single blow, then that location isinjured, and is Usdless for the rest of the fight. Once
the fight isover (i.e., one Sde or the other is defeated, surrendered, or departed, or the
two sides are now at peace), the character recovers use of the injured body part in 2d6
minutes—or immediately upon its being magicaly healed up to the "Numbed"
number or better.

For these effects to take place, remember that the attack must have done the
required amount of damage in asingle blow; multiple blows don't add together for this
purpose.

Damage from Punching, Wrestling, and Martia Arts can aso cause body parts to
become Numbed and Usdless.

A Sap attack (described above under "Meee Maneuvers'), regardless of how
much damage it does, does not achieve the Numbed or Usdess results. That maneuver
attempts an instant knockout; if the knockout fails, the victim takes only the damage
done by the attack and none of the specia body locations results described here.

Specific Effects of Called Shots
Y ou may be asking yoursdf, "Figuring out what ausdessarm isdl about is pretty

easy; but what do they mean when your head is usdess?
Avoiding the normal wisecracks that would result from such agraight line, let's



talk about the actua effects of this "usdessness' for each of the hit locations.

Torso: Thetorso doesn't become usdless; the "Numbed” and "Usdless' numbers
have no bearing on it.

Head: When a character takes a Numbed or Usdless result to his head, one of the
following effects can take place. The DM, not the player, chooses which one. He can
random-roll on 1d6, or just choose the one that he fancies most.

(2) Blindness. The character is blinded (from the pain, not injury to his eyes) until
the Numbness or Usdlessness ends. When a character is blind but il trying to defend
himsdf, anyone attacking him gets a bonus of +4 to attack rolls. (If, for some reason,
heisdso knedling, stting or flat on his back, the bonusesto attack rolls are
cumulative).

(2) Deafness: The character hearsringing in his ears until the Numbness or
Uselessness ends. The character suffers no combat penalty, but cannot hear orders or
warnings shouted at him.

(3) Dizziness: The character is concussed and dizzy. He performs any Dexterity
ability rollswith a pendlty of —4 until the Numbness or Usdlessness ends. Anytime he
ishit in combat for more than 2 points of damage, he must make a Dexterity ability
check to avoid fdling down.

(4) Knockdown: The character is knocked flat on his backside by the blow, but
does not suffer any additiona ill effect. His head is not really Numbed or Usdess; as
soon as he stands up again, the disadvantage for the Knockdown goes away.

(5) Blindness and Deafness.

(6) Dizziness and Knockdown.

Arms (2): A Numbed or Useless arm cannot hold a wegpon; the character
immediately drops the wegpon. The character will not drop a shield strapped to the
arm, but does not get the AC benefit of the shied until hisarm recovers.

L egs (2): When acharacter'sleg is Numbed or Usdess, he must immediately
make a 1d20 roll againgt his Dexterity. If herolls his Dexterity or less, he remains
ganding (on one foot); otherwise, he flops to the ground (and is considered Stting for
purposes of driking a him). His movement drops to afourth of what it should be until
he recovers. Every time heis hit for more than 2 points of damage, he hasto make
that same 1d20 roll againgt Dexterity, and will fal down if hefailsit. A Shidd-Rush
attack will automatically knock this character to the ground.

Stun-Points: When a character has taken a"Numbed” or "Usdless’ attack result
to a sun-point, he has the wind knocked out of him and has a hard time defending
himsdf. His movement drops to half of what it should be until he recovers; and his
attackers are at a +2 to attack rolls him until he recovers. (This bonus is cumuletive
with other attacker bonuses for blindness or bad position.)

Recording These Injuries

It's smple to record these injuries.
Y ou don't record the damage separately. All the hit-point losses are applied
againg the character's norma pool of hit points, just as before.
On the Combat Sheet provided at the end of this chapter, or on a scratch-shest,
you'l want to record any specia combat results and how long they're in effect. For
example: "Right arm usdess until combeat over.”

Individual Injuriesand Healing Magic



When a character who has taken a Useless result is healed before the area recovers
naturdly, then the hedling magic is presumed to hed theinjured region fird. If the
magic heds one-fourth of the character's hit points, the Useless body part isworking
fine agan.

Permanent and Crippling Effects

This system does not support any permanent damage or crippling effects, in
accordance with the generd AD& D® game philosophies.

Monsters and Hit L ocations

These rules can be used for mongters, too, even those with extra limbs and body
parts (extra heads, wings, talls, etc.). Aswith humans, it takes a"Numbed" shot (one-
fourth the mongter's hit pointsin asingle blow) to numb an areafor oneround, and a
"Usdess' shot (one-hdf the monger's hit points in asingle blow) to incapacitate the
body part for an entire fight.

Remember that the "Usdless' number does not mean that the monster (or
character) has 50% of its hit points invested in that body part; if it did, a cresture
might have more than 300% of its own hit pointd The "Numbed" and "Usdess’
numbers are just ways to determine how much damage it takes to incapacitate a
certain body part, and the hit point damage is dways applied to the victim's normad hit
point score.

This System and Low-Level Characters

Low-level characters, with their smal store of hit points, are comparatively easy
to hurt in this system. A character with 10 hit points has a Numbing number of 3 and
an Injuring number of 5. However, since these specia damage results are dl
temporary, and add a certain amount of flavor to combats, you should have no
difficulty usng them with characters of any levd.

However, don't forget thet al these specid shots must be Called Shots. They don't
come about because of random die-ralls.

Recovery

Y ou dready know how fast characters recover the use of damaged Hit Locations
when those locations are Usdless: It takes only 2d6 minutes.
But there are a couple of other types of recovery which need some elaboration.

Recovery Of Temporary Damage

Asyou know, damage from Punching, Martid Arts, and the Sgp maneuver is 25%
norma and 75% temporary.

This means, whenever a character is sustaining damage from one of these attacks,
he must caculate which portion of it is normd, "permanent” damage, which must be
healed by magic or by medicine, and which portion is temporary, which will wear off
after awhile.

Recording Temporary Damage



Usudly, it's too much trouble to caculate proportions on every attack you sugtain.
Instead, keep a separate track of dl damage you receive in asingle combat from
Punching, Martia Arts, and Sap attacks. When the combat is over, divide them up
into Norma and Temporary damage. When you have afraction of .5 (or less) on the
Norma Damage result, round down; al the rest of the damage is Temporary damage.

Example: Sr Amstard isin a boxing match with the devastating Cassius, and is
getting the worst of it. He takes one shot for 5 points of damage, another for 6, and
another for 3, and on this third shot Cassius successfully rolls his Knockout
percentage. Amstard is knocked out.

Amstard has sustained a total of 14 points of damage. One-fourth, or 25%, of that
is Normal Damage. That's 3.5, which we round down to 3. He's taken 3 points of
Normal Damage. The remaining 11 points are Temporary damage.

Recovering From Temporary Damage

A character recovers from Temporary Damage at arate of 1 hit point every five
minutes. If Temporary Damage has caused a character to go unconscious, helll
recover consciousness when he returnsto 1 hit point or more.

Example: Amstard, above, took 11 points of damage before he was knocked out.
He'll recover one point of damage every 5 minutes. After 55 minutes, he'll be as
healthy as he can be until his Normal Damage is also healed up. However, since it
wasn't the Temporary Damage he took that knocked him out, but a Knockout result
from a Punching attack, he won't wake up from recovery of Temporary Damage;
recovery from Knockout is handled differently.

Magical Healing and Temporary Damage

When a character who has sustained both Norma and Temporary damage
receives magica heding, the heding spdll first hedsthe Normd (real) Damage. If it
heds dl the Norma Damage, it then goes to work on the Temporary Damage.

Example: Let us say Amstard receives a cure light wounds spell immediately after
being knocked out. The priest rollsa 6 on 1d8. The first three points of healing cure
his three points of Normal Damage. The remaining three are applied to his
Temporary Damage. When that's all done, Amstard is down O points of Normal
Damage and 8 points of Temporary Damage.

Recovery From Knockout

A Knockout result can be reached from Punching and Martid Arts attacks and
from the Sgp maneuver.

When a character is knocked out, he must immediately make a System Shock
percentile roll (see "Table 3. Condtitution,” in the Player's Handbook. Page 15.) If he
makes the roll, he will awaken in 2d6 minutes. If he fallsthe rall, he will awaken in
2d6 hours.

Temporary Damage and Knockout

If acharacter sustained enough Temporary Damage to render him unconscious in



the same blow as he suffered a Knockout, he doesn't wake up until conditions for
recovery of both the Temporary Damage and the Knockout are met.

Example: In a rematch, Amstard pounds Cassius silly until his last blow knocks
him out. That last blow reduced him to —3 hit points, rendering him unconscious, and
Amstard also successfully rolled for Knockout on percentile dice. So, when does
Cassius wake up?

It will take Cassius 20 minutesto recover 4 points of Temporary Damage, which
will put himat 1 hp and let him wake up. Cassiusrolls his System Shock roll and is
successful, meaning that he will wake up from Knockout after 2d6 minutes. Herolls a
7, so he would wake up in 7 minutes.

But both recoveries have to finish for himto wake up. After 7 minutes, he's till
unconscious, and will stay that way until 20 minutes are up.

Magical Healing and Knockout

If acharacter who has been Knocked Out receives healing magic (acure light
wounds spdl or any more powerful heding spell, excluding irrdevant spells such as
cure disease or neutralize poison), and he successfully made his System Shock rall,
hell wake up immediately (provided, as usud, that he's above 0 hit points).

If he receives hedling magic but failed his Sysem Shock Rall, the magic il
helps him: He may now caculate his recovery as though he successfully made his
System Shock rall.

Combat Conditions

Not dl fights take place in wide- open spaces with level ground and in conditions
of adequate light. Here, welll talk about what effects bad conditions can have on
combat.

Darkness and Blindness

When things are redly dark, characters have a hard time finding and attacking
their foes . . . and defending againgt their enemies attacks.

Characters and mongters don't start suffering pendtiesin darkness until it's very
dark indeed. When it becomes very dark, they suffer pendtiesto hit their enemies.
And if their enemies can see better than they can, their enemies get bonuses to attack
rolls

On page 117 of the Player's Handbook isachart of Vighility Ranges.

Let'sadd onelineto that chart: Totd Blackness. In Totd Blackness, dl Vishility
Ranges are 0.

Combat Modifiersfor
Darkness and Blindness

Condition Md. Mis. Infr.

Bonus
Clear sky
(daytime) -0 -0 +0
Fog, dense

or blizzard -3 4 +0



Fog, light

or show -1 -2 +0
Fog,

moderate -2 =3 40
Migt or

light rain 0 -1 +0
Night,

full moon 2 4 +2
Night,

Nno moon -3 6 +3
Tota

darkness 4 6 43
Twilight -1 2 +1

On the chart above, youll see dl those same Vighility Rangesin the first column.

The second column indicates the character's attack penalty when he's attacking
someone in melee combat in thet sort of vishility.

The third column ligts the pendties for shooting a someonein ranged combat in
those vighility conditions. This pendty is taken once at Short Range, again at
Medium Range, and once more a Long Range (see Table 45 on page 69 of the
Player's Handbook).

The fourth column isthe Infravison Bonus. If a character has Infravison, his
bonusis applied againgt his attack penaty for Melee, and againg his attack pendty
for Missile attacks suffered at each range step.

How ThisWorks

When a character isin a Stuation where he suffers a penalty to attack rollsin
melee combat, he's obvioudy in some dark area. He, and everyone dse with smilar
vison, suffers the pendties to attack rollsin melee and missile combet.

Example: Rathnar isin afight in pea-soup fog. He can barely see hishand in
front of hisface. An enemy looms up in the fog. Rathnar strikes at it—but suffersa —3
to attack rolls. The fog is so thick that it's difficult to strike exactly the right place. He
rolls an attack that would barely have hit his foe in ordinary circumstances; in these
circumstances, hisblow isa clean miss.

The missle perdlty gets worse and worse the further away the attacker isfrom his
target.

Example: Sr Amstard, at the head of an army, isfiring at the oncoming army of
orcs, which is half-way across the plain. The orcs are at 200 yards, barely in range of
the heroes' long bows. The weather, however, is drizzly and rainy, considered to be
Mist on the chart above.

The chart says that Amstard and allies take a —1 to attack rolls—at each range
step. That's—1 at short range, another —1 at medium, and a last —1 at long range.
Amstard and friends take a —3 to attack rolls when firing at the orcs.

Suddenly, the cloud breaks and a heavy rain falls on everyone. The DM rules that
it's the equivalent of light fog or snow. The orcs haven't yet gotten within 140 yards,
so they're still at long range. Amstard and friends fire again. Now, they're at -2 to
attack rolls per range step, or —6 total to attack rolls their enemies.



How Infravison Works
(The Smple Way)

The smplest way to use Infravison in these circumgatancesisto ignore that fourth
column on the chart above and just say that Infravison cancels out al darkness
pendties. Thisis Ssmple, easy to remember, and doesn't cause any combeat hasdes.

How Infravison Works
(The Complex Way)

If you prefer more redlism and complexity, then Infravison isahep, but it's ill
not quite as good as being in broad daylight.

With these optiond rules, Infravison can be abig help in times of darkness. A
character with Infravison isn't as disadvantaged by poor lighting conditions.

Firgt, in melee combat, in any condition of darkness where one person has better
vision than the other, he gets a bonus to attack rolls. This bonusis equd to the other
felow's atack pendty. (The character with infravison is till subject to the norma
penaty—in effect, this bonus cancels the character's own pendty.)

Example: It's dark and moonless outside, and Rathnar is fighting Aspendal e the
Elf. Rathnar doesn't have Infravision; Aspendale does. Rathnar, becauseit's dark and
moonless, istaking a —3 penalty to attack rolls Aspendale in melee. Aspendale,
therefore, has a +3 when striking at Rathnar. (—3 for bad lighting, + 3 for Rathnar's
handicap, +3 for infravision bonus).

Second, in missile combat, in Smilar conditions, the character with the better
vison gets abonus to hit histarget. This, dso, isequd to the other felow's melee, not
missle, pendty to attack rolls.

Example: Taking a beating, Rathnar runs off into the darkness and getsto his
bow. Aspendale accommodates him. Firing at Medium Range, Rathnar isat a—12 to
attack rolls! That's—6 each at Short and Medium ranges, according to the chart
above.

Third, the third column of the chart above gives abonusfor Infravison. Thisis
goplied to the character's penaty for melee combat, and to his pendty for missle
combat at each range step.

Example: Aspendale returnsfire. He would be at a—6 per each range step, too,
but he has Infravision. He gets a —6 at Short and at Medium Range, but that's offset
by a +3 at Short and a + 3 at Medium Range. His penalty: —6. And because he can see
better in the dark than Rathnar anyway, he gets a bonus equal to Rathnar's melee
penalty: +3. Hisfinal penalty: A mere—3. He shoots back at Rathnar, hitting him
clean on.

Unstable Ground

Characters sometimes have to fight on unstable ground. Earthquakes happen.
Giant mongters burrow their way up from the depths of the earth, shaking everything.
Characters have navd battles where they fight on the decks of ships.

When such situations come up, the DM decides what the force of the ground-
movement is. If it's sufficiently violent, characterswill have to make d20 rolls againgt
Dexterity at the beginning of each combat round to stay on their feet. Sometimes
those Dexterity rollswill have bonuses, sometimes penaties. When they fall those
rolls, they fal down.



The chart below shows severa such Situations and the types of Dexterity ability

checks they require:
Dexterity
Check
Situation Required?
Big Mongter Yes, a
Digging Up Dexterity score
Minor Tremor No
Major Tremor Yes, a
Dexterity +3
Minor Yes, at
Earthquake Dexterity score
Major Yes, a
Earthquake Dexterity —6
Ship's Deck, No
Sightly Ralling
Ship's Deck, Yes, at
Ralling Dexterity +3
Ship's Deck, Yes, at
Storm-Tossed Dexterity —3

So, if a character with Dexterity 13 finds himsdlf fighting on the deck of a storm-
tossed ship, each turn helll have to make his Dexterity check at a—3: Hell haveto rall
a10 or lesson 1d20 or fall down.

Mounted Combat

Youll find rules for Mounted Combat in the Dungeon Master's Guide, pages 76-
77. Let's elaborate on them abit.

Jousting

Jousting is atype of combat where two mounted warriors, armed with lancesride
at one another and try to spit one another with their weapons.

It's the sport of knights and kings, and is very gppropriate to campaigns with a
medieva setting.

Initiative

Asaspecid rule, when two riders are jousting, don't bother with initiative rolls.
On thefirgt round of ajous, the two joustersride at one another and roll attack rolls;
on the second, both continue their ride, turn around, and start back toward one
another.



All attacks are resolved smultaneoudy. Initiative does not enter the picture,

If jousting is taking place during alarger battle, where other things are going on
and initiative must be rolled, try this When it'stime for the jouster who won initiative
to take his action, the jouster who logt initiative also gets to make his attack roll,
though this takes place during the middle of the enemy's combat sequence. This helps
smulate the fact that the lance-gtrikes take place smultaneoudy.

Multiple Attacks

When a character has multiple attacks in asingle round, and isjousting, he does
not get multiple lance attacks. He can only use that lance once in a combat round (and
loses the next round turning his horse, if he's to come back and face the same enemy).

However, that second attack in the same round can il be effective; the best use
for itisfor the rider to Parry the incoming lance attack with his shield. This can make
ajoud alengthier affar—which isn't abad thing; a classc joust should go on for a
few rounds at least.

L ances and Dismounting

The DMG, page 76-77, talks about being dismounted in combat, but doesn't
discuss a length the usefulness of the lance in dismounting opponents.

The lance is desgned to dismount opponents as well asto inflict damage.
Anytime alance hits amounted target and does 8 points or more of damage (after
doubling), the victim has a chance of being dismounted. He must rall his Riding
proficency; if hefalls, he falsfor an additiond 1-2 damage.

Since both lancers can hit at the same time, and both can conceivably missther
Riding rolls, both can be dismounted smultaneoudly . . . which tendsto be
embarrassing, and can be dangerous in large battles.

L ance Breakage

Lances often break. Any lance that hits and does more than 12 points of damage,
and any lance that has been successfully Parried by a shield, may bresk. The player
rolls 1d6; on a1 or 2, the lance breaks and is useless (except as a club).

L ance Specialization

If acharacter takes Wegpon Specidization in lance, he gets the usud benefits of
attack and damage bonuses. But he aso gets the following benefits:

He can perform the Shield- Rush maneuver with his lance-tip. In order for thisto
do damage like a Shidd-Rush instead of alance drike the character must be mounted,
and mugt strike a character who has metal (or leather-and-metal) armor or ashield. If
the character does not have such armor, the attack is automatically alance drike.

He getsa +2 bonusto AC (thus, an AC 2 would become a 0), only when jousting
and only vs. another joudter. (That is, the AC bonusis only againgt incoming lance
attacks, and only works when the defender is himsalf mounted and carrying alance))

Horseback Archery

Only the Composite Short Bow, Short Bow, Daikyu (from this supplement's



Equipment chapter), and Crossbows may be used from horseback. The Long Bow and
Composite Long Bow may not be.

Firing abow from the back of a dill horse (one which is not running) isdone at a
—1 pendlty to atack rolls.

Firing from the back of awalking or trotting horse is done a a—2 pendlty to attack
rolls.

Firing from the back of a galloping horse is done at a—4 penalty to attack rolls.

In some barbarian tribes, especidly those who inhabit wild-open plains, every
warrior knows Riding for the tribe's favorite riding anima and Specidizesin
Composite Short Bow. This makes them very, very dangerous opponentsin acavary
engagement.

Tournaments

Tournaments are events where fighters get together to compete . . . for prizes, to
show off their ahilities, etc.

Fighting isn't dl that goes on, and fighters aren't the only ones in attendance.
Tournaments are huge socid events where everyone gathers to watch, compete,
gossip, trade, bet, and sport. But fighters are the center-piece; the event revolves
around them and their deeds.

The Basic Tournament

The basic tournament, in a medieva-type setting, conssts of ajoust competition.
This can take place in an ordinary fied, but is more colorful and entertaining when it
takes place on a specid joudt lidt.

TheJoust List

Thisfield conagts of along strip of ground with alow fence dong the middle of
it; the jousters ride toward one another, each with the fence to hisleft, and make
jousting passes until one or the other is dismounted.

Along one or both long sides of the list, stands are set up for onlookers. There may
be abox or specid sedting areafor the locd ruler and hisretinue.

At both ends of the list, where the horses turn around, are racks of lances for the
riders use. At one end of thelist is an exit to the field where the knights and other
participants have their tents set up.

The Jousting Competition

The most popular event in a tournament, the event which the tournament revolves
around, is the jousting competition.

In this competition, al participating fighters announce themsdvesto the
seneschd, knights marshd, or other minor dignitary who does the actud work of
running the tournament. There is no fee for admisson, but each entrant must have his
own mount, armor, and lances. It's best if he also has a squire, page or friend to wait
by his lance-rack to hand him a new lance when one breaks.

In some societies, dl entrants must be of the nohility, but that is necessarily left up
to each DM.

The jousting competition is sngle dimination. Thefidd of entrantsis broken



down into randomly-chosen pairs (sometimes the choosing is not so random, if the
organizers want to pit egpecialy interesting fighters against one another—or to rig the
tournament results). Each pair makes a number of jousting passes until oneis
dismounted (or yields the fild—i.e., surrendersin order to avoid further damage). If
both combatants are dismounted in the same pass, they get up, remount, and start
over.

The winner of the pair advances to the next round of matches; the loser is
consoled.

When the number of entrants is an odd number, one fighter doesn't have an
opponent. He getsto "fight the bye." An opponent is chosen for the jouster: Someone
who logt in an earlier match, awarrior not entered in the competition, etc. Regardless
of who wins the match, the jouster is advanced to the next round (and thus has adight
benefit over someone who didn't get to fight the bye); but he's just astired and injured
as any other fighter.

No fighter may fight the bye more than once in any tournament; the organizersre-
arange things if the same fighter ends up without an opponent in another match. By
the last matches of the competition, the tournament numbers will have evened out and
no more byes will be fought.

With each subsequent round, the number of entrantsis halved, until & the end
only two are lft; the winner of that match is the winner of the tournament.

Blunted Lances

Tournaments may be fought with blunted lances. Blunted lances work just as
norma lances, but they do damage like Punching damage (i.e., 75% of dl damageis
temporary, and wears off after the end of the match). Blunted lances do not have
metal or pointed heads; they weigh as much as regular lances, but cost only haf as
much.

Queen of Love and Beauty

Often, the winner of the jousting competition gets to choose the tournament's
"Queen of Love and Beauty.” Theloca ruler or tournament organizer giveshim a
crown or coronet, which the fighter may bestow upon any lady (at the tournament) of
his choosing; typicdly, the crown is placed over the end of the fighter's lance, so that
he might ride aong the stands and give the crown, at lance-point, to the lady of his
choice. The Queen of Love and Beauty Stswith the fighter and locd ruler at the
night's feast, and the award is a 9gn of status and respect, but confers no laging
benefit.

In a campaign where women aso fight, naturdly, the femde fighter would be
given acrown to award to the "King of Grace."

Prizes
Prizes are often awarded to the winner of the joust. These are not generdly cash
prizes, or magica prizes, they are usudly somejewdled or ornamenta sgn of favor,

and act astrophies for the victor.

Other Events



Other events taking place at atournament (at the discretion of the organizers and
the DM) include:

Archery Competitions

An archery competition is usudly for long bows or light crossbows, some
tournaments have one competition for each.

In the archery competition, the targets are set up at the wegpon's long range; dl
competitors suffer a—5 to attack rolls with each shot. Targets are AC 10.

In each tournament round, each participant fires five arrows or quarrels a his
target. A miss counts as O points. A normal hit counts as 3 points. If a character rolls5
over what he needed on his attack rall, it counts as 5 points. If anatura 20 isrolled, it
counts as 10 points (a bull's-eye!).

At the end of each round, points are tallied and hdf the fidd, the ones with the
lowest scores, are diminated. This continued until there are only two or three
competitors left; when that happens, the competition has reached its find round.

Inthe fina round, the same rules arein place, but smaler, harder targets are used;
they have AC 4.

Prizes often consst of new bows, quivers, sheaves of arrows, and jewelry.
Archery is pretty respectable; it does not command the sort of status or prizesthe
joust does, but is better-regarded than the lowly foot-list. Nobles and peasants dike
may participate.

In some cultures, the crosshow is thought of as a vulgar wegpon; in such cultures,
most tournaments won't have a crosshow competition. The few such competitions
which take place are not attended by noble competitors.

Foot-Lists

A foot-lig is organized like a joust, except that its entrants fight on foot, and are
not restricted to the nobility (even when thejoust is).

Since melee wegpons are deadlier than blunted lances, some tournament
organizers prefer not to have foot-ligts; the chances of afighter dying are pretty high,
and organizers are not required or expected to have ahigh-level priest on hand to raise
some peasant warrior who dies in a competition.

Prizes often consst of weapons and minor jewdry, usudly not as expensve or
fancy as those awarded to the jousters.

Merchants Stalls
Also present at larger tournaments are rows upon rows of merchants stals; alarge
tournament is a fascinating place to go shopping, and a good place to find expertsin
al sorts of craft-making, weapormaking, and armor-meaking.
Dancing, Socializing
Findly, the tournament is agrand socia event. Musicians play, people gossip,

dances are conducted; it's a grand place to hear new rumors, or start them, to meet
contacts, to sumble across mysteries. . . dl of which the DM should keep in mind.

When to End Combat



Combats in the game don't have to go on until everyone on onesideisdead . . . or
even defeated.

Don't forget that one sSde or the other (including the PCs sde) can surrender, or
retreet, or even convince the other sde to stop fighting and do some talking or
negotiaing.

When every fight must end in one Side achieving total, bloody victory, the game
rapidly grows boring. When there's opportunity for a greater number of resolutions,
there's more uncertainty to combat, and to the campaign's storyline.

If you have characters who won't stop fighting when it should be done, you have
problems. Here are some things to do about them.

When Characters Don't Accept Surrender

When your characters won't ever accept an enemy's surrender, you have a serious
problem, because it also means that those characters won't ever surrender themsalves
(because they know it lways means certain death), and that you can never have two
characters (PC and NPC) fight and later end up as dlies (unless they're both chaotic
evil, for instance).

Y ou can enforce the right of your NPCs to surrender (and expect to live through
it) through a couple of means.

Firgt, asurrendering character who is about to be butchered could "turn out” to
have some information critica to the characters, and say something like "Kill me and
you'll never learn about (fill in the blank).” This stubborn NPC won't reved the
information, even on pain of death, unless the PCs promise to accept his surrender
(and those of hisfriends) and keep the NPCs dive afterwards. (If the PCs promise,
and later renege, you can dways vigt other revenge upon them.)

Second, alocd deity, spirit or monster could see the PCs hacking on surrendering
NPCs and grow offended. Much tougher than the PCswill ever be, this being snatches
up the most offengve of the PCs, tells him what he's doing and why, and then curses
or killsthe PC as alesson to the others.

Thisis abrute-force technique, but such players have dready shown that they
understand little but brute force anyway.

When Char acters Always Chase Escapees

Some characters chase after every group of enemies who run away from combat,
with the avowed intention of running them down and killing them.

The best way to counter this attitude, and persuade the PCsto let the occasiona
band of inconsequentia NPCs and monsters escape, isto have such enemies set up
traps along their escape route. If the PCs pursue, they get caught in the trgps and
auffer damage and embarrassment. That will teach them to be more cautious in future
events.

Once the characters see enemies getting away, they may come to the redization
that they may themsdves occasondly flee and get away.

When Characters Never Negotiate

Sometimes, when PCs and NPCs are thick in combat, an NPC may try to cam
things down, cal for the two Sdes to part and cease fighting—at least for awhile. It



may be that the NPC has figured out that the two parties should be dlied, or that he
wants to bribe the PCs, or even conduct surrender negotiations. . . from a position of
drength.

If your characters never negotiate, once again your campaign options are limited.
Y ou have to brute-force some sense into them. A good way to do thisis to have the
PCs fight an NPC group who have a hostage or artifact crucid to the PCs. The NPCs
say they will kill the hostage or destroy the artifact if the PCs don't stop fighting for a
minute. And they'retdling thetruth . . .

Once the PCs have lost severd hostages or artifacts dear to them, they may Start
recongdering their reactionary policies. And once they get in the habit of doing alittle
talking with the enemy, they may figure out that they can dso initiate such
communication in future combats.

Notes On the Combat Sequence
Here are a couple of tipsto give you more options in combat.
Called Shots

With dl the rules and options welve introduced in The Complete Fighter's
Handbook, we need to remind you to be diligent about asking about Called Shots
during the Combat Sequence.

In the game, combat follows this sequence:

(2) The DM decides what the NPCs and monsters will do;

(2) The DM asks the players what they will do;

(3) Initiative isrolled; and

(4) Combat isresolved in initiative order.

Inalot of campaigns, Step 2 is skipped. The DM decides what the NPCs or
mongters are doing, has everyone rall initiative, and then asks the player-characters,
as their actions come up, what they're doing.

But if you're using Cdled Shots, you have to be diligent about kegping Step 2in
the sequence, so that the characters Called Shots can be established before initiative is
rolled.

Waiting on Initiative

There's another good reason not to skip Step 2 of the Combat Sequence:

Though combat is the warrior's profession, some DMs launch the player-
characters into combat more often than they necessarily need to.

Why isthis? It's because it becomes very easy to narrate an encounter this way:
"You round the corner and there, 30 feet ahead, you see a party of six orcs advancing.
They seeyou, too. Rall for initiative.”

Once again, Step 2 is skipped; and, merdy by saying "Roll for initiative," you
presume that the player-characters will atack the orcs, and that the orcs will attack the
PCs. Not only do you presumeit: Y ou practicaly guaranteeit. The players will follow
the DM's cdll for initiative, and combet is joined before anyone figures out thet they
had other options.

If this has become your habit when DMing, try subgtituting some other statement
ingdead: Ask "What do you do?' ingtead of caling for initiative rolls. This givesthe
players the opportunity to talk to or chalenge the other party. Combat might result



anyway; aparticularly militant PC, or aggressive NPCs, could bring about a combat
immediately. But if that doesn't occur, the PCs and NPCs can talk, argue, choose to
fight or agree to cooperate, whatever they choose.

If the two groups decide to fight, rall initiative normally.

Tactics

All too often, awarrior character smply charges up to the front line in every
combat, and in non-combat Stuations sits back and listens while his wiser mage and
priest friends handle dl the niggling detalls of the adventurer's life outsde of combat.

Wi, neither of these approaches is particularly good.

In combat, the front-line attack is only one of severa options the party needsto
cover.

And out of combat, the fighter is admirably suited to deding with severd
everyday details that concern the adventuring party.

Combat Tactics

When the characters (not just the warrior-characters) enter combat, these are some
things that the warrior should remember and provide for:

Shidd-Walls and Polear ms

As has been mentioned before, a character with a polearm (or long spear, or
javelin) can stand behind a character with a shorter wegpon and attack the same
targets that hisdly isattacking. That's one of the principa advantages to the polearm,
but it'signored dl too often in AD& D® game campaigns.

Thisisthe way it works:

The character with the polearm positions himsdlf behind an dly, preferably a
fighter with ashidd. Because the polearm fighter must work around the friend in
front of him, he suffersa—2 to attack rolls anyone on the other side of hisfriend.
However, he isn't limited just to the enemy of the man he's standing behind: If our
polearm hero is standing behind aline of three men (who are sde-by-side), he can
drike at anyone who is close enough to attack any of those three men with amedium-
length wespon.

Thisis useful in acombat because the polearm wielder can attack targets without
being right in their faces, or engaged with them. That means he can switch targets
without any fancy footwork. WWhen one of his buddies is foundering, or taking a
besting, the polearm wielder can begin attacking that buddy's enemy.

And don't forget the polearm vs. polearm Parry, as described above under that
maneuver's decription.

Wolf-Pack Tactics

When the adventuring party getsin combat with asingle large monster which can
be confronted directly (like atroll, for instance, and unlike a dragon, which has a
grong mix of melee ahilities, ranged combeat abilities, and mobility), it'sfoolish just to
line up and hack &t the thing. In fact, it's not necessarily clever just to surround the
monster and hack at it. Try thisinstead:

Surround the mongter, of course.



On thefirgt round, half of the circle of heroes should perform a Parry, or the
Parrying maneuver from the DMG. The other half should attack as vigoroudy as
possible.

On the second round, the action switches: The group which attacked last round,
now defends, and the group which defended now attacks.

In red life (for example, when practiced by wolf-packs), this often has the effect
of confusing the prey and reducing its fighting effectiveness. The prey fedsabiteto
its rear and turnsto attack there; but while it's concentrating on enemiesin that
direction, the wolves now to its rear make their attack.

In the AD& D® game, the wolf-pack tactic can have smilar effects. . . if the DM
wishesto dlow it to. If the DM approves of this tactic, he can cooperate by having the
mongter, for afew rounds at least, behave in the predictable fashion: Each round, the
mongter turns and attacks the group that attacked it last, which is now defending. This
will give the party severa rounds of combat where it has the advantage and can
whittle the mongter down.

But be avare: Even if the DM is nice enough to give you this dight tacticd
advantage, eventually even the supidest monster will get wise and try to bresk
through the circle of fighters. A good thing doesn't last forever.

It may be that your DM has no interest in letting this tactic work. Ask himif it has
achance of doing some good in your campaign. If he says no, don't even try it. Even
if he saysyes, he may not remember to grant that little benefit; if, after afew wolf-
pack attempts, you haven't seen it work once, give up on the tactic.

Tactical Mix

Itsagood ideafor the fighting characters (including rogues and priests) in a party
to represent amix of wegpons and combat styles. Severd should be front-line
fighters, bearing heavy armor and large, damaging wegpons. One or two would be
behind-the-lines fighters, carrying polearms. And one or two should be missilers,
carrying bow, crossbow, or even ding or throwing knives.

This gives the party a certain amount of versatility. The heavy fighters can engage
the heavy opposition. The polearm fighters can attack the enemy with reduced risk of
being hurt. The missilers should concentrate on eiminating enemy missilersfirg, and
then can turn their attention to doing unreturned damage to the melee-fighting
enemies.

It's especially good when characters can mix and match their roles. Any character
can have ading or athrowing axe a his belt and become a missiler in amatter of
seconds, for example.

Rotation

It often happens that a front-line fighter becomes serioudy damaged when
fighting—and then must continue fighting, because he has no other option until the
enemy is defeated. This doesn't have to be the case.

In alarge party combat, particularly damaged front-line fighters can be "rotated
out,” pulled from the front line and replaced by aless hurt warrior . . . or not replaced
a dl: Theshidd-wal (i.e, the other front-line fighters) can close ranks and plug up
the hole.

Seetherulesfor Retreat (Player's Handbook, page 97). During his combat action,
the injured man announces that he's retreating; the aly or dlies he sood sde-by-side



with need to announce that they're blocking pursuiit (i.e., they're moving so that the
enemy can't just wander in through their ling). That puts the hurt man behind hisown
line, where he can keep away from damage or even seek some hedling.

If one of the polearm fighters is accommodeting, they can take the rest of their
combat round to switch weapons. The injured man takes the polearm, and the other
fighter takes the front-line wegpons. On their next combat round, the uninjured man
moves up into the line and the injured man begins whacking enemies with his
polearm.

Thisisagood way to keep people dive.

Spear-Carriers

In some campaigns, players have the attitude that NPCs are long to get killed so
that the PCswon't.

That's patently ridiculous; an adventuring party with that attitude would soon gain
avery bad reputation, and would find it incressingly difficult to hire NPCs, would
find that inns and taverns dways denied them service, would find that sages told them
to buzz off, etc.

However, there's atype of spear-carrier NPC that any group of adventurers should
condder hiring—and that's the actual spear-carrier.

In many towns and villages, the heroes can find a strong, strapping youth who is
willing to come dong with them for the promise of some treasure and combat
training. This energetic youth shouldn't be dapped in armor and put up front to be
killed: Ingtead, he should be charged with carrying an extra wegpon or two and
making sure that al his dlies have wegpons at dl timesin combat. In acombat, the
Spear-carrier may act as a behind-the-lines polearm warrior, if his hands aren't full
aready. He also serves as backup defense for people who stay behind the lines
because they can't fight well: Noncombatant NPCs, mages, etc.

Here's how it works:

The spear-carrier is given asingle wegpon of his own, such as a spear, and aso
carries a couple of extrawesgpons, which are party-owned weapons—such asalong
sword in aback sheath and a short sword on his belt, for instance.

In combat, he stays behind the line and takes the occasiona spear-poke at the
enemy over the line. Whenever a PC |oses awegpon (to afumble, or an enemy's
Disarm, or when awegpon is shattered by afoe), the spear-carrier uses his next
available combat round to move in close and give the PC one of the extra weapons
he's carrying.

The spear-carrier isdso useful for kegping a more distant eye on what's going on
with the combat. He might notice new enemies arriving on the horizon, or notice an
enemy skulking to get around the edge of the shidd-wall, before a player-character
has the opportunity to do so.

Since this character is an NPC, he doesn't have to share the player-characters
frantic desire to make every combat round of every combat count for something. He
can afford to keep an eye on things and won't necessarily be desperate to bang on an
enemy every round.

A variant of this character isthe spear-carrier devoted to a specific PC. A PC who
is a spear-thrower, for instance, might have a page or squire devoted to carrying two
or three extra spears for him. In such a case, the PC is usudly responsible for teaching
the page or sguire to fight (without getting him killed) so that NPC might someday
become a knight.



Directing Traffic

It's very hepful for onefighter in a party to act astactica coordinator (that is,
combat leader). In combat, he keeps his eye on the Stuation and issues ordersto his
dlies

Thetactica coordinator should be the one to notice that one of hisfrontline
friends is being chopped to pieces, and order that character rotated back behind the
line: When one particular enemy is discovered to be more deedly than the rest, the
tactical coordinator should order missilers and polearm fighters to concentrate their
efforts on that one. When the fight goes againgt the heroes and can't be turned around,
the tactical coordinator should order the retreat—and make sure, if possible, that it's
an orderly one, with no one missing and fighting-ranks till maintained.

If no PC fighter volunteers or naturaly evolvesinto the combet leeder role, the
DM can help "push thingsdong" by determining, in hisbest opinion, which PC
would be best in that role—and then having NPCs turn to that character for orders
when combat Situations come up.

Campaign Tactics

The warrior isn't helpless or useless outside of combat, either.

In Stuations where the party is preparing for an adventure, planning amission, or
just arriving in anew place (town, castle, whatever), the fighters (especidly the
combat leader) should make themselves responsible for learning the following things .
.. and reporting these facts to the others:

Combats and Combat Missions:

What's the lay of the land? The fighters should get detailed descriptions (and, if
possible, maps) of the area where they will be fighting; this will help them plot
strategy, ambushes, etc.

What sort of forces does the opposition muster? This might be details of the
enemy army, or the garrison of a cadtle the heroes want to invade, or just rumors of
what might be found in the dark dungeon the charactersintend to explore.

Is anything strange going on at the site? If thereis, it might be symptomatic of
something important to the characters. Do the locals hear grumblings and rumblings
deep in the earth that weren't there before? This might indicate that a dragon has
moved in. .. or that someone is doing some mining secretly. Are there suddenly alot
of srangersin town? This might mean the enemy has spiesin town, or is hiring new
warriors, who pass through town on route to their find destination. Whenever theré's
something strange going on, the heroes will have to face its source eventudly, and
should be as prepared as possible. When the fighters hear of something strange going
on, they redly ought to consult with the mages and priests, who might have ideas on
the matter based on their own fields of learning.

Can the heroes count on local help? If thisisacombat assault, can the heroes
request, hire or levy locd troops to back them up? If they can, and the situation
warrants it, they should. But if they never ask, they amost never get help.

Can the heroes hire local experts? If ther misson isto take them into an area
where aloca knows more about the Situation than they do, it's agood ideafor the
charactersto hire alocd expert. Guides who know the locd sites, epecidly, arean



invaluable resource.

What sort of equipment will the party need? Any sort of specid Stuation (walsto
climb, specific mongersto fight, interesting terrain to cross, etc.) islikely to require
specidized equipment, and it's the fighters responsibility to determine what sort of
equipment that is. . . and then to get it.

Just Arriving In Town

What are the characters roomslike? Whether the heroes are being
accommodated by friends, by an inn, or by aloca ruler or noble, the fighter should
check out their rooms in terms of defengbility. If the heroes are attacked in their
roomsin the middle of the night in the dark, the fighter should know (because he's
prepared himsdf in advance) how many exits there are from the room, whether they
are open, closed, or locked, how defensible the room is, what story it is on and how
far it isto the ground, etc. He might wish to consult with the Rogue, who might be
inclined to check for secret doors or traps, or on the feasibility of going up to the roof
when the heroes go out the window.

What are the local laws? The fighter should find out what the local ordinances are
concerning the carrying of wegpons and the wearing of armor. If it turns out that
ather isillegd or redtricted, he ought to let his friends know about it. Contrary to
what some campaigning groups think, local communities have the right to make such
laws and enforce them . . . and when player-characters defy the locad authorities,
refuse to take off armor or abandon weapons, and even attack and kill local peace
officers, the PCs are for the moment villains, not heroes.

The other character classes have their own subjectsto explorein the same
gtuations. By comparison:

M ages can take responsibility for: Learning the history of the current Situation,
how it came to be; perhaps there's a clue to getting things fixed in the history of the
matter. Getting details of the magic of the Stuation; only amage can properly
evauate these details, perhaps the mage can arrange or research a counter-spel ussful
in the Situgtion.

Priests can take responsbility for: Learning what the locd priests think of the
gtuation. Communing with their deities to see if the deity has any prophecy, advice or
admonition to offer. Provisoning the party; the priest is best suited to arranging for
ordinary provisons (food, clothing, etc.).

Rogues can take responsibility for: Putting an ear to the street (thet is, the
people of the street) and seeing what's afoot; it's dways a clue to the resolution of a
problem if the rulers say one thing and the common people say something different
about a gtuation. Evaluating infiltration and bresk-in opportunities; the rogue is best
suited to determining how possible and useful it would be to getting aspy inthe
enemy camp, bresking in to a specific Site, etc.

Naturdly, dl these descriptions are generdizations. Any specific character might
be particularly talented a one of these roles, even if he belongsto a"wrong" character
class. But someone should undertake each of these tasks; otherwise, the characters are
going into a Stuation knowing less than they could know about it.

The Combat Sheet

On page 122 is a Combat Sheet. One side contains information for PCs, the other
isfor the DM to record vital combat statistics about the characters.



Equipment

Warriors do not live by raw combat talent aone (though they've been known to
die by it). No, they aso need equipment, the tools of their trade: wegpons, armor, and
miscellaneous gear appropriate to the warrior-class.

In this chapter, well talk about that equipment, and elaborate on the weapons and
armor presented in the Player's Handbook.

Old Weapons

We need to clarify some details about weapons which appeared in the Player's
Handbook.

One-Hand, Two-Hand

Weapons, for purposes of how they're held and wielded, fall into four categories:
one-handed only, one-handed but can be wielded two-handed, one-handed or two-
handed, or two-handed only.

One-Handed Only means the wegpon can only be wielded one-handed, in one
hand or the other.

One-Handed But Can Be Widlded Two-Handed refersto awegpon principaly
designed for one-handed use but which can be used two-handed. These wegpons have
enough haft or hilt on them that the wielder can wield the wegpon in both hands,
which confers no benefit . . . unlessthe character has taken a Style Specidizationin
Two-Hander Fighting Style (see the description of Two-Hander technique in the
Combat chapter).

One-Handed Or Two-Handed wegpons are designed specifically to be used with
one or both hands, and have separate damage listings for the two different fighting

syles.
Two-Handed Only wesapons can only be wielded in two hands.

Examples

Each of the wegpons from the Player's Handbook falsinto one of those four
categories, asfollows.

One-Handed Only

Dagger/dirk, Dart, Footman's mace, Hand/throwing axe, Knife, Lances (al),
Scourge, Sickle, Sword/Khopesh, Sword/Scimitar, Sword/Short, Whip.

One-Handed But Can Be Widded Two-Handed

Battle axe, Club, Footman'sflail, Footman's pick, Horseman'sflail, Horseman's
mace, Horseman's pick, Morning star, Sword/Long, and Warhammer.

One-Handed Or Two-Handed



Harpoon, Javelin, Spear, Sword/Bastard, Trident.
Two-Handed Only

Arquebus, Blowgun, Bows (dl), Crosshows (dl), Mancatcher, Polearms (all),
Quartergtaff, Sing (one hand to load, one hand to throw), Staff ding, Sword/Two-
handed.

More On One-Handed or Two-Handed

Asyou can seg, five wegponsfdl into the One-Handed Or Two-Handed category:
The Bastard Sword, and four spear-like weapons (Harpoon, Javelin, Spear, Trident).

In the Player's Handbook, it's presumed that you're fighting with Spear one-
handed, and with Harpoon, Javelin, and Trident two-handed. (Thisis because Spear is
aMedium weagpon and the others are Large.) However, in The Complete Fighter's
Handbook, any of these wegpons can be used ether in one hand or in both.

But they can aso be wielded two-handed, and do even more damage when they
are. The table shows both the one-handed and two-handed damage for each of the
four wesapons.

Also, to thislist were adding the Long Spear. Thisislike the ordinary spear, but
mounted on a much longer (12—18) shaft. It's not especially suited to one-handed use,
but inflictsalot of damage when used two-handed.

The Harpoon, Javelin, Spear, and Trident can al be thrown, but the thrown
wegpon damage is aways the one-handed damage, never the two-handed damage.
The Long Spear is not built for throwing.

These five spear-like wegpons are as fast and maneuverable when used two-
handed; therefore, unlike the Bastard Sword, their speed factor does not worsen when
they are used two-handed.

Weight Speed Damage

ltem Cost (Ibs) Sze Typet Factor SM L
Harpoon%

One-handed 20gp 6 L P 7 1d4+1 1d6+1
Two-handed 20 gp 6 L P 7 2d4  2d6
Javein%

One-handed 59p 2 M P 4 1ld4 1d4
Two-handed# 5 sp 2 M P 4 1d6 1d6
Spear%

One-handed 8 sp 5 M P 6 1d6  1d8
Two-handed# 8 sp 5 M P 6 1d8+1 2d6
Spear, Long%

One-handed 5¢gp 8 L P 8 1d8  1d8+1
Two-handed# 5gp 8 L P 8 2d6  3d6
Trident%

One-handed  15¢gp 5 L P 7 1d6+1 3d4
Two-handed 15gp 5 L P 7 1d8+1 3d4

% Thiswegpon is intended for one-handed or two-handed use.
# This weapon inflicts double damage when firmly set to receive acharge.



New Weapons

Severd of the warrior-kits described in the Advanced Warrior Types chapter
mentioned new weagpons gppropriate to those warrior types. On the next pageisa
chart of al those new weapons, alittle further on well discuss whet they are and how
they're used.

Many of these wegpons have specid ahilities, bonuses and combat functions not
reflected on the chart; these abilities help account for the high costs listed for some of
the weapons.

Other wegpons, particularly the bone and stone ones, seem to be of very limited
usefulness. There's areason for that, discussed alittle further on in this section.

Missile Weapon Ranges

Weapon ROF S M L
Bolas 1 3 6 9
Chan * 12 1 2
Dagger,

bone 21 1 2 3
Dagger,

stone 21 1 2 3
Dakyu 21 7 14 21
Javdin,

sone 1 2 4 6
Knife,

bone 21 1 2 3
Knife,

stone 21 1 2 3
Lasso * 1 2 3
Net * 1 2 3
Shuriken 21 2 4 6
Spear,

sone 1 1 2 3
Stiletto 21 1 2 3
Trident 1 0 1 2

The chain, lasso and net are included in the table above because their use, in
combat, is much like a missile wegpon. They have ranges rdated to the length of the
chain, the lasso or the net'strailing rope.

The"*" means the weapon doesn't precisely have arate of fire; it may be used as
often asthe character's level (and perhaps specidization) dictates for a melee wespon.

Use of These Tables

The fact that these weapons gppear on tablesin an AD& D® game product doesn't
mean that players may immediately buy these wegpons for their characters. These
wegpons are not commonly available, and may only be taken with DM permisson. . .
and that permission should depend on the character's origin.

Y ou see, each of these weapons is appropriate to a certain culture (and to the
Warrior Kits belonging to that culture); and each of these wegponsiis further



described below, under the heading that corresponds to that culture or Warrior Kit.

If, for ingtance, your character isn't a Gladiator, he can't sart play with adrusus. In
fact, if he doesn't belong to a culture which has gladiators, never travelsto such a
culture, and doesn't even find amarket with contacts with such a culture, he can never
even get adrusus.

So the DM, and DM aone, decides how accessible each of these weaponsis based

on how many ties the campaign culture has with the culture thet creates these
wegpons. Even if he says that there is contact, it may not be possible or easy for PCs
to acquire these weapons, just because samurai visit the court of your king doesn't
mean that they'd be willing to sdll their treasured katanas, after dl.

In short, acquisition of this type of equipment is left as an exercise in role-playing
and adventure, in played-out game sessions, not as something as smple as dropping
some gold pieces off your character shest.

Gladiator Weapons

Gladiators are trained in a variety of wegpons. In addition to the new weapons on
the chart above, gladiators can be trained in the following, more commonly-available,
weapons. Long bow (any type), Short bow (any type), Dagger, Footman's flail, Knife,
Halberd, Scourge, Scimitar, Short sword, Spear, Trident, and Whip.

The short sword used by gladiators, incidentally, is a short, straight-bladed
weapon sharpened on both edges, it is cdled the gladius, and gladiators take their
name from it. The gladius has the characteristics of an ordinary short sword.

New Weapons List

Weight Speed Damage

Item Cost (lbs) Size Type6 Factor SM
L
Arrows, Stone

Right* 3cp/l 1/10 M P — 104 104
Bdaying pin* 2cp 2 S B 4 1d3  1d3
Bo stick’ 2cp 4 L B 4 1d6  1d4
Bolas' 5p 2 M B 8 1d3  1d2
Cestus® 1gp 2 S S 2 1d4  1d3
Chain’ 5p 3 L B 5 1d4+1 1d4
Dagger

Bone' 1sp 1 S P 2 1d2  1d2

Sone’ 2p 1 S P 2 1d3  1d2
Daikyu® 100 gp 3 L — 7 - -
Daikyuaron’  3sp/6 1 M P — 1d8  1d6
Gaff/hook™

Attached 2gp 2 S P 2 1d4  1d3

Held 5¢cp 2 S P 2 1d4  1d3
Javelin, Stone®

One-handed 5¢p 2 M P 4 1ld4 1d4

Two-handed 5¢p 2 M P 4 1d4+1 1d6

Knife



Bone'
Stone'
Lasso’
Main-gauche®
Net*
Nunchaku'
Polearm
Nagi nata’"
1d10
Tetsubo”
Sai 1
Shuriken'
Spear, Long3
One-Handed
1d8+1
Two-Handed”

Spear, Stone®
One-handed

Two-handed
Stiletto’
Sword

Cutlass'

Drusus
1ds+1
Katana®
One-handed
1d12
Two-handed
Rapi at
1d8+1
Sabre!
1d8+1
Wakizashi®
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3cp 12
5¢cp 12
5p 3
3gp 2
5gp 10
lgp 3
8gp 10
20p 7
S5 2
3sp 1
590 8
5gp 8
8cp 5
8cp 5
5p 12
12gp 4
S0gp 3
100gp 6
100gp 6
15gp 4
17gp 5
50gp 3
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1d2 1d2
1d2 1d2
1d4 1d3
1d6 1d6
1d8

1d8 1d8
1d4 1d2
1d4 1d4
1d8

2d6 3d6
1d4 1d6
1d6 2d4
1d3 1d2
1d6 1d8
1d6+1
1d10

2d6 2d6
1d6+1
1d6+1
1d8 1d8

Thiswegpon isintended for one-handed use, and may not be used two-handed.
This wegpon isintended for one-handed use, but may be used two-handed.
Thiswegpon isintended for one-handed or two-handed use.
This wegpon isintended for two-handed use only.
This weapon inflicts double damage when firmly set to recelve a charge.
The"Type" category is divided into Bludgeoning (B), Fiercing (P), and

Sashing (S). Thisindicates the type of attack made, which may dter the wegpon's
effectiveness againg different types of armor. See the optiond rulein the Player's
Handbook, page 90.

Bolas



The bolas are three balls attached to ropes or cords about ayard in length; the
other ends of the cords are tied together in aknot. The widder of the bolas whirls
them by the knot and throws them at atarget; if they hit, they wrap around the target,
with the bals smashing painfully into the target as they connect. Once they have
wrapped themselves around atarget, it takes the victim one full round and a
successful ability check vs. Strength to get them free. (If the character fails his
Strength check, he does not get the bolas free this round.)

This wegpon does only alittle damage, but it is especidly useful if you areusng
the Hit Locations rules from the Combat Rules chapter.

If the attacker makes a Called Shot to the target's Legs (he doesn't have to specify
which; if the attack hits, it hits both), and successfully attacks, the bolas wrap
themsdves tightly around his legs. He can no longer run or walk until he gets them
free. He must make a Dexterity check just to avoid faling down. In fact, if he was
moving when the attack was made, he suffers a—3 pendty to his Dexterity check to
avoid fdling down.

If the attacker makes a Caled Shot to the target's Arms (again, he doesn't have to
specify; both will be hit) and successfully attacks, the bolas wrap themselves tightly
around his arms and torso. He cannot wield his weapon and does not get the AC
bonus of his shidd until he gets himsdlf free. Hisroll to free himsdf isat a—2 pendty
to his Strength ability score because he has no leverage.

If the attacker makes a Called Shot to the target's Head, the bolas wrap themselves
around the target's neck and begin strangling him. (This does not work if the character
was wearing a Close-Faced Helm or a Great Helm, described later this chapter.) The
bolas do the listed damage on the round they hit. Thereafter, on each successive round
where they begin the round gtill on the victim's throat, they do 1d3 hp of damage from
strangulation. The damage stops when they are removed or when the target is dead.

Wegpon proficiency with the Bolas is not related to any other weapon proficiency.
Specidization grants the usua benefits. In case of a Caled Shot to the target's head,
the damage bonus only gppliesto the initia hit; it is not added to the subsequent
rounds of strangulation.

Any leatherworker or wegponsmith can make a set of bolas. . . but he mugt have
exact measurements for the cords and exact weights for the ballsto do it right. Smply
hearing such awegpon described, the craftsman can make something likeit . . . but
unless he makes his craftsman ability check by 3 or better, the weapon he makeswill
be proportioned wrong and will be a a—4 to attack rolls.

Cestus

The cestus is a glovelike wesgpon, studded with sharp spikes and edges on the back
of the glove and across the knuckles. Gladiators fighting with the cestus usudly wear
two, one on each hand (the plura is cesti); here, it pays for agladiator to have Cestus
Wegpon Specidization, Two-Wegpon Style Specidization, and/or Punching
Specidization.

Cestus combat is very popular with arena crowds because it is extremely bloody
and up-close. Also, because the wegpons do comparatively little damage, the fighters
tend to last along time in combat.

When wearing a cestus or two cesti, a character may still make a Grab maneuver
with the hand the cestusis on. This attack will be a a—2 to attack rolls for clumsiness,
and a—2 to the attacker's Strength (for purposes of holding on) likewise.

Cestus, because it is Smply a bonus to punching-type attacks, does not require



wegpon proficiency; anyone can use cesti with no proficiency penalty. Therefore,
Specidization with Cestus costs only wegpon proficiency dot.

In a culture where there is gladiatoria combat, cesti are readily available from
weaponsmiths, but they are not exported, as they're such a basic weagpon the market is
not very good. Any foreign wegponsmith who has cesti described to him can make
perfectly functional cesti; the first two cesti he makes will be at twice the listed cogt,
and subsequent ones will be at the listed cost.

Drusus

The DrususisaGladius (short sword) of Exceptiona quality (as per the types of
wegpon quality described in the Character Creation chapter of this rule book). It
looks just like an ordinary gladius; only by testing the sharpness of the blade can
someone tell the difference. The Drusus has been forged so that the metd is better-
tempered and holds an edge better, and then sharpened until it has arazor-like edge.

Because of this, it does +1 damage and confers a non-magica +1 to attack rolls
over the normd gladius. (This means the wielding character gets a +1 to attack rolls
when using the wegpon, but the wegpon does not give him the ability to hit mongters
which require magica wegpons to affect.)

The Drusus also has adisadvantage. In order to keep its keen edge, it must be
regularly sharpened with alot more atention and time than an ordinary weapon
requires. After any day in which the Drusus has been fought with (even one attack!),
someone with ether the Armorer or Wegponsmith secondary kill, or the
Blacksmithing, Armorer, or Wegponsmithing nonwegpon proficiency, must sharpen
the blade for haf an hour . . . or, on the next day, it will act as an ordinary short sword
(logng its to-hit and damage bonus) until it is so sharpened.

Exposure to high heat (a smith's forge, dragon's breeth, lava, etc.) will ruin the
temper on a Drusus, turning it into an ordinary short sword and forever destroying its
bonus on attack and damage rolls.

The Drusus uses the same weapon proficiency as the short sword. If a character
can use a short sword, he can use a Drusus with equa proficiency. Weapon
specidization with one does transfer to the other.

In cultures where there are gladiators, any wegponsmith with awegponsmithing
ability check of 14 or better can make a Drusus for the cost shown. These weapons
are seldom exported, asloca demand is high for the few made. A foreign
wegponsmith could not make one merdly if it were described to him; he would have
to sudy with aloca weaponsmith. Having done so, he could make the weapon.

L asso

The lasso, or lariat, is alength of rope with aloop at the end; the wielder holds the
dack in his off-hand, twirls the lasso in his other hand, and hurlsthe loop at his target.
On asuccessful hit, the lariat settles over the target, giving the wielder the chanceto
dismount him, pull him to the ground, trip him, €tc.

In other words, when you attack someone with alasso, you must declare what
you're trying to accomplish with the attack.

If you're trying to trip him, you're trying to make the loop settle about his legs.
Thisrequires a Cdled Shot a the legs as per the Hit Locations section of the Combat
Rules chapter.

If you hit, he must make a Dexterity ability roll, with the usud modifiersfor the



Pull/Trip maneuver; if hefalls, hefals, and if he succeeds, hels able to jump out of
your loop before it closes.

If youretrying to pin hisarmsto his Sdes, you're trying to make the loop stle
about historso and arms. Thisrequires a Cdled Shot at the arms as per the Hit
L ocations section of the Combat Rules chapter.

If you hit, he must make a Strength &bility roll, again with the usual modifiersfor
Pull/Trip. If he succeeds, he shrugs the loop off before you can pull it taut. If hefalls,
you pull the loop taut. Both of his arms are pinned, asin the Pin maneuver. The target
gets to struggle each round, aso as per the Pin maneuver rules. Each additiona lasso
that hits the target to pin him gives him a—4 to his Strength ability for purposes of his
struggling. When his Strength reaches 0, he has no chance of escaping.

If you're trying to dismount arider, you're trying to make the loop settle about his
torso—and then brace yoursdf for the impact (when his mount's movement reaches
the end of your rope, both you and he are going to be jarred). This doesn't require a
Cdled Shot: Y ou must merely hit your target normaly.

If you hit, both you and the unfortunate rider must now make Strength ability
rolls. If herolls his better than youroll yours, the lasso istorn from your hands and
you take 1d2 damage. If you roll yours better than he ralls his, you yank him from his
saddle and he takes 1d3 from impact with the lasso and the earth. If you both make
your roll by the same amount, then both results occur; the lasso is yanked from your
hands, doing 1d2 to you, and he's yanked from his horse, taking 1d3. (Incidentdly, if
you've had time to tie your rope to an absolutely stationary object, like aboulder, you
don't haveto roll againgt your Strength ability; you win this contest unless your target
rollsal, in which case the rope bresks and he can ride off laughing.)

If you're trying to lasso atarget's head (for example, when you're up in atree and
your target is an unsuspecting guard walking below), thisis a Called Shot to his Head
as per the usud rules.

If, after the modifiers, you il hit, you can yank for 1d3 damage (plus your
Strength bonus). On subsequent rounds, you can yank for 1 point of damage each
(plus your Strength bonus). But if you're in aposition to hoist your target up inthe air
(for ingtance, if you're up on atree-branch, lasso your victim, and then drop off the
branch on the other sde, holding onto the rope to hoist your victim up), you do your
victim 1d4 points of strangulation damage per round (Strength bonus does not apply
to this). If he can get his knife free and cut himsdlf loose, that's good for him; if not,
it'sgood for you. While strangling, a victim cannot shout or raise the darm.

If you're trying to drop your loop around the head of amounted rider . . . well, it's
difficult, but possible. Make it as a standard Cdled Shot to the head.

If you hit, you must again make your Strength ability check. If he winsit, he takes
1d4 damage from the impact of the lasso around his neck going taut—but the lasso is
gtill yanked from your hand, doing 1d2 to you, and he can ride off. If you win it, he
takes 2d6 damage from the impact, another 1d3 from hitting the ground, and he's
dismounted. If you both make it by an equa amount, he takes 1d4, is dismounted and
takes an additiona 1d3, and you take 1d2 from the lasso being yanked out of your
hands. (If, in this example, you've had time to tie the other end of your lasso to an
absolutely stationary object, your target still gets hisroll. On a1, the rope bresks and
he takes 1d4 damage. Otherwise, he's automatically dismounted and takes 3d6
damage.

Such amaneuver, hard asit isto set up, could easily break someone's neck, killing
him ingantly.)

In the chart above, the lasso was listed as a large wegpon because of the amount of



gpace it takes to twirl and wield it.

Y ou cannot perform a Parry or Disarm with the lasso, or use it as a melee wegpon
for Ain—only at range.

L asso requires its own weapon proficiency, which is not related to any other
wegpon proficiency. Wegpon specidization gives you the normd +1 to attack rolls
with the lasso and +2 damage on dl dameaging effects of the lasso (Strangulation after
theinitia hit isgill only 1d4, not 1d4+2).

Cultures with gladiators are not the only ones which come up with the lasso.
Civilizations which depend heavily on herd-beasts often have the lasso as a weapon.
In some cultures, the lasso is a favorite weapon of ns. It's up to the DM to
determine if the lasso is awegpon of the player-characters culture.

If it isnot, a PC need only train with someone who has proficiency with the
weapon (and the PC must have a free weapon proficiency dot) in order to learn how
to make and use the lasso.

Net

The gladiators net conssts of asmdl (8' to 12' diameter) circular net with weights
around the edge and atrailing rope used for control. Customaxily, it isfolded in such a
manner that it will twirl open when thrown; the gladiator throws it with one hand,
keeping a grip on the trailing rope with the other.

If the gladiator makes his attack rall, he has a Pin maneuver on histarget (see the
rulesfor Fin maneuver from the Combat Rules chapter). All the notes on Pin apply
here, except one: the netted character may not make any sort of attack on the netter
until he's won a Strength ability check and thrown that net off.

On the round &fter the gladiator has netted his opponent, he has a choice of what
he wants to do.

He can hold onto the trailing rope with his off-hand (in order to maintain the Ain),
pull out another weapon with his free hand, and attack his prey with that weapon.
Eventudly, his prey will probably win a Strength ability check and shrug that net off;
in the meantime, the gladiator may get severa rounds of unreturned attack on him.

Alternaivey, he can try to improve his hold on the target. By continuing to loop
the trailing rope around his victim, he can improve the capture until the victim has no
chance of escgpe. To do this, he must make an ordinary roll to-hit againg hisvictim's
AC each round. On each successful hit, the victim loses 4 points of effective Strength
for purposes of breaking free of the net. If the victim wins a Sirength ability check
againg his captor before his Strength drops to 0, he breaks free (and his Strength is
norma for al other purposes). If he fails, and his Strength is brought down to O, heis
hopelessdy enmeshed in the net and cannot get out until his captor lets him.

When a gladiator throws a net and misses, it is open and unfolded. That doesn't
mean he can no longer fight withiit . . . but it is not as accurate, because it's not folded
right. Each subsequent attack roll with the unfolded net is at a—3 to attack rolls.

With a properly-folded net, an attacker can perform Disarm, Parry and Pin
maneuvers. Once anet is unfolded, such attacks are at a—3 to attack rolls.

Wegpon proficiency with the net dso give you the ability to fold the net properly,
and to make fighting- nets. Weapon Specidization gives you the normal +1 to attack
rolls, snceit cannot give you a +2 to damage (the net doing no damage), you get that
+2 as a bonus to your Strength when you're making Strength ability checks againgt
netted prey.

Cultures with gladiatorial combat do export such wegpons, and the knowledge of



their use (gladiators do demondrations and exhibitionsin foreign capitas dl the

time). Also, cultures with no knowledge of gladiatorid combat independently develop
the net weapon skill; at the DM's discretion, any character with the Savage warrior kit,
the Hunter secondary skill or Hunting nonweapon proficiency, or any good rationade
could spend a wegpon proficiency dot to learn the use of the net.

Pirate Weapons

The world of piracy doesn't demand that pirates use any specific weapons. . . but
for reasons of tradition and convenience, some specific wegpons are very common to
pirate crews.

In addition to the new wegpons on the chart above, pirates are readily familiar
with: Battle axe, Bow (al types), Club, Crossbow (al normaly-available types),
Dagger/Dirk, Hand/throwing axe, Harpoon, Javelin, Knife, Polearm/Awl pike,
Polearm/Partisan, Scourge (mostly for disciplinary purposes), Sling, Spear, Sword (al
but Khopesh), Trident, and Whip (also mostly for disciplinary purposes).

Additiondly, the world of the Pirate overlapped that of the Swashbuckler to a
condderable degree. With the DM's permission (and there's usually little reason to
deny it), Pirates may have accessto al the wegpons listed on the chart above and
descriptions below for Swashbucklers.

The new wegpons for Pirates include:

Cutlass

The cutlassis a short, heavy sword, sharp dong only one edge, with aheavy
basket hilt (a protective cup) around the hilt to protect the hand.

The cutlass basket hilt provides the following benefits: it gives the wielder a+1 to
attack rolls with the Parry maneuver; and it works just the same as an iron gauntlet if
the wielder wishes to punch someone with the hilt rather than dash with the blade.
(See the Player's Handbook, pages 97-98. Bare-hand attacks do 1d2 damage, plus
strength bonus, and the other effects of punching from the chart on page 97; meta
gauntlets and other metd hand- protection makes that 1d3 plus strength bonus and
punching effects. Note: An enchanted cutlass, say a cutlass + 1, does not confer the +1
to attack rolls and damage with these basket- hilt punches. . . only with blade attacks.)

Proficiency with Cutlassis reated to proficiency with short sword, dagger/dirk,
knife/dtiletto, and main-gauche. Weapon Specidization with Cutlass is normal, except
that you aso get the +1 to attack rolls and +2 damage with those basket- hilt punches.

In acampaign with pirates, cutlasses are common and readily availabdle in any port
community; they are much less common inland.

Belaying Pin

The belaying pin isashort rod of wood or metal. It's inserted in a hole bored
through the ship'srail, and ship's ropes are made fast (tied) to it. It can aso be yanked
free and brought in violent contact with enemies; in a pirate fight, anyone who loses a
wegpon or sarts out without one ends up with abeaying pin in his hand.

Wegpon proficiency with Belaying Pinis related to clubs and maces; if you have
proficiency with club or mace, you take only a—1 when using a belaying pin you don't
have proficiency for. Weapon specidization with beaying pin gives the usua
bendfits.



Bdaying pins are very available on any ship; you can get any number of them at a
seasde town or city, especidly at a shipbuilder's, awarehouse, or abusiness that
supplies ships.

Gaff/Hook

The gaff isametd hook with awooden or metal crossbar a the base; it'shedin
one hand, the hook protruding between the middle and ring fingers, and normaly
used to hook and land fish.

However, like the belaying pin, it'sin ready supply onboard a ship. Also, many
pirates who lose a hand have a cup with a gaff on it attached to the sump, and o
aways have a wegpon "on hand™—one that can't be dropped or Disarmed.

Proficiency with the gaff is not related to any other proficiency. Specidization
grants the usua benefits.

Samurai Weapons

The exotic, orientd world features many wegpons which are strange to western
eyes. . . including the eyes of the PCsin most campaigns.

Many of these wegpons smply look alittle different and bear different names.
Old, familiar wegpons with dightly changed forms and names include: the Battle axe,
Hand axe, Dagger (tanto), Halberd, Javein, Light lance, Mace, Pike, Spear, Long
sword, Short sword, Two-handed sword (no-daichi), and Trident. These weapons
have game characterigtics identica to the normd versions, and proficiency with the
common wegpon works just as well with the more exatic version.

The new samurai-society wegpons listed in the chart above include:

Bo Stick

The bo gtick is an ordinary hardwood gtaff, the height of aman or dightly tdler.

Bo dtick shares a proficiency with Quarterstaff. If you can use one, you can use
the other. (This doesn't mean that the two styles are identicd; an orienta bo stick
fighter looks very different in combat than awestern quarterstaff combatant. But if
they traded weapons, they'd be just as good with the other guy'swegpon . . . eachiin
his own style.) Wegpon specidization in bo stick gives you the usud advantages.

Bo sticks are common everywhere; any 6' or 7' hardwood walking staff isabo
gaff. To useit as such, however, you have to have the bo stick/quarterstaff wegpon
proficiency. The primary difference between the weapons, and the reason the
quarterstaff does more damage against Large mongters, is that the combat quarterstaff
has iron-shod, even lead-weighted ends. (A quarterstaff which does not have these
features should do damage identical to the bo gtick.)

Chain

Thiswegponisa6' or 10’ length of chain with weights a both ends. In combat, it's
whirled very fad, the weighted end inflicting the damage on the target.

The chain combines some of the useful traits of melee wegpons and the lasso. You
can attack with it for norma Called Shots, Disarm, Parry, and Strike/Thrust
maneuvers. Additiondly, you can perform three of the lasso's five specid functions:
Pull/Trip by gtriking at atarget's legs, Dismount a Rider, and Snag a Rider's Head.



The chainiseasy to conced, and (at least in western lands) is not usudly
recognized as awegpon until wielded as one.

The chain requires its own weapons proficiency, which is not related to any other
weapon. Wegpon specidization confers the usual bonuses.

Chains are to be found in any civilization with the technologica skill to make
them (this includes most AD& D® campaign settings), but the technique of fighting
with them is mostly an eastern-culture development. A character would have to study
with a practitioner of the technique, and be able to spend awesgpon proficiency dat, in
order to learn how to use the wespon.

Daikyu

The daikyu isthe greet samural longbow. It's 7' long (hence its Size designation of
L). Its hand-grip is not in the center of the weapon; it's located closer to the bottom, so
the daikyu can be fired from horseback and from kneeling positions.

Aswith other bows, the daikyu can be used to perform the Called Shot, Disarm,
Hold Attack, and Strike/Thrust (i.e., shoot) maneuvers.

The daikyu and katana are the two principa wegpons of the samurai.

The daikyu requires its own weapons proficiency. It isrelated to, but not identical
to, other bow proficiencies. Weapon speciaization confers the usua benefits.

The daikyu is not exported from eastern nations. However, it isasmple task, if
you are in such anation, to commission the making of one. A western bowyer would
have to have studied in the east to make one.

Katana

The katana is the samurai's sword. It's a medium-length, dightly curved blade
with no quillions (only asmdl, circular guard) and a hilt suitable for one-handed and
two-handed use. The blade is sharpened only aong one edge and at thetip, but it is
sharpened to arazor's edge. It isforged with a specia technique known only in the
east, where layers of sted and iron are sandwiched, heated, folded, stretched, re-
folded, stretched, re-folded, on and on until the blade consists of microscopicdly thin
layers of dternating metds, providing strength, resilience, and the ability to hold a
remarkable edge. Thisiswhy the katana has the excellent speed and damage listed for
the wegpon.

The katana requires its own wegpon proficiency, which isrelated to the bastard
sword/long blades group. Wegpon specidization confers the usud benefits.

Kaanas are very persond; asamura isdishonored if heloses his, and so very few
arelost. Thismeansthat it is very hard to get one in the west, other than by taking it
from its owner—a difficult task. In the east, a character might be willing to
commission one from awegponamith, for the listed price. . . if he getsagood
reaction roll from the NPC. (An ordinary wegponsmith could not make one. The
blade-making technique requires sudy in the east and the learning of a specidized
individua wegponsmithing nonwegpon proficiency.)

Also, ahero who does afavor or performs amission for an eastern lord might be
awarded a matched set of katana and wakizashi, if he's very lucky; thiswould be a
high honor.

Naginata



Thisisapolearm, a6' to 8 shaft with a curved, sword-like blade at the end. It's the
favored wegpon of the femde fighters of the orient, but they are not limited to it, nor
isit limited to them.

Naginata proficiency isrelated to al other polearms. Wegpon specidization
confers the usua benefits.

Naginatas are reedily availablein orienta ports, and such wegpons are reedily
exported, if the DM saysthere isamarket for them.

Nunchaku

The nunchaku congsts of two lengths of hard wood connected by a short length of
chain or rope.

The weapon can be usad to perform Called Shots, Disarm, Parry, and
Strike/Thrust maneuvers.

Nunchaku requiresits own proficiency, which is not related to any other weapons
proficiency (including flails). Wespon specidization confers the usua bendfits.
Madters of the wegpon often have wegpon specidization in nunchaku and Style
Speaidization in Two-Wegpons Style, giving them the ability to fight effectively with
nunchaku in ether hand. The only way to acquire this proficiency isto study with
someone who dready has the proficiency, and to have a proficiency dot available to
spend on nunchaku.

Nunchaku are reedily availablein oriental ports, and such weapons are exported;
western collectors are quite enthusiastic about them, even if these collectors usualy
cannot use them.

Sai

Thisisashort, defendve wegpon, conssting of ametd bar with a hilt, and
oversized upward-curving quillions. When used by someone with praficiency in the
wegpon, sai confer a+1 to attack rolls bonus when using the Pin and Disarm
maneuvers.

In the chart at the start of this chapter, the Sal islisted as having two types of
damage: P (piercing) and B (bludgeoning). That's not quite right; the normd sai is
only a Bludgeoning-damage weagpon. However, certain warriors prefer for it to be a
sharp stabbing wegpon, so the damage may be Piercing instead. A sai may only have
one type of damage, not both.

Sal requiresits own proficiency, which is not related to any other. Wegpon
pecidization confers the usud benefits. To learn the proficiency, one must sudy
with someone who has it, and the character must have aweapon proficiency dot to
spend.

Many warriors proficient in the sai take Style Specidization in Two-Weapon
technique and utilize twin sai in combat.

Sa arereadily available in oriental ports, and are exported.

Shuriken

Shuriken, often cdled throwing stars, are smdl thrown wegpons. They do as much
damage as a thrown dagger, and are consderably more concealable. Ornamental
shuriken can often be worn as jewery and not recognized as wegpons, and a pocketful
of shuriken weigh no more than many other single wegpons.



However, shuriken require their own weapon proficiency, which is not related to
any other. Wegpon specidization confers the usud benefits. To learn shuriken
proficiency, one must study with someone who hasit, and must have awegpon
proficiency dot to spend.

Shuriken are avallable in orientd ports, but most occidentd collectors don't know
how to use them.

Tetsubo

The tetsubo is along walking-staff, its upper end shod with studded iron strips.

Its wegpon proficiency isrelated to other polearms; specidization confersthe
usud benefits.

Tetsubos can be had in oriental markets, but none are exported because it isa
relatively smple weapon to make.

Wakizashi

The wakizashi is the short-sword companion of the katana. Its blade is forged the
same way, and the weagpon looks like a shorter version of the katana It is often part of
amatched set with the katana, and is of dmost equal importance as the katana to the
samurai. Only samurai can wear both katana and wakizashi.

Wakizashi proficiency isrelated to short sword. Specidization confers the usud
benefits. Many samura fight with the katana in one hand and wakizashi in the other,
in two-wegpon technique, and some learn the two-weapon style Specidization to
further improve ther ability with this syle.

Wakizashis are as hard to come by as katanas.

Note

The AD& D® game supplement Oriental Adventures describes many, many other
weapons and provides alot of resource materid for oriental characters and
campaigns. A certain amount of converson isrequired, as the supplement was written
for the firg-edition game.

Savage Weapons

The lump term "savages' is being used here to refer to any number of different
types of people. They have in common these traits: They're not as technologicaly
advanced as the norma peoples of the campaign, though some do make wegpons of
bronze or iron; and they're probably hunter-gatherers who have not yet embraced the
agriculturd revolution. And that's redlly al they have to have in common. "Savages'
might be highly cultured, artistic, peaceful peoples, but if they have dirt floors or flint-
tipped weapons, the rest of the world calls them savage. For our purposes, "savages'
encompasses Neanderthal man, Old Stone Age Cromagnon, and New Stone Age
modern men.

Stereotypica savages know the following weapons. Blowgun (mostly jungle
tribes), Long and Short bow (no composite bows), Club, Dagger, Hand/Throwing
Axe, Javelin, Knife, Sing, and Spear.

Depending on their leve of technologica development, they may make their
weapons (including arrowheads, spear-heads, etc.) out of iron, bronze, stone or even



bone.

For our purposes, iron and bronze weapons have the same characteristics as stedl
weapons; it's not worth generating al-new weapon gats for the dight game-mechanic
differences.

Stone and bone wegpons, on the other hand, require their own statistics, which is
why they're represented on the wegpon chart at the top of the chapter.

Stone Weapons

Stone weagpons are used just like their modern counterparts, but are worth less
money, do less damage, and are more prone to shattering.

The damages and costs (should some ever be sold on the market) for these
weapons are given on the chart above.

Stone wegpons have a chance of breaking every time they hit and do damage.
Every time a sone wegpon successfully hits atarget, the player must roll 1d6.
Regardless of therall, this attack does its full damage, but on aroll of 1 on the 1d6,
the weapon or weapon-head shatters and is usdless.

Bone Weapons

Bone wegpons are likewise used like their modern counterparts, but are worth
even less money, can only be used with smdler stabbing weapons (knives and
daggers), and shatter even more readily—on aroll of 1 or 2 on 1d6.

Other Usesfor Stone and Bone Weapons

Gengdly, no onein hisright mind is going to trade in nice, modern stedl weapons
for bone or stone counterparts. But characters don't always have the choice.

Characters with the Savage warrior kit start out with the level of weapons the DM
decides for him: "Modern," stone or bone. In acampaign where most savages are
smply hunter-gatherers who live at a certain distance from the PCs culture, but who
trade and interact with them, modern weapons are fine. When the savage culture isfar
away and more technologicaly primitive, stone wegpons are more appropriate. If the
savages are supposed to be very primitive indeed, bone weapons are the proper
choice. In dl likdihood, these savage characters, reaching more advanced lands and
seeing how much more damage more modern wegpons will do, will make the switch.
.. though they're likely to tick to the types of weapons they know best (spears, bows,
daggers, €tc.).

Remember, though, that the club is the same weapon regardless of technological
advancement; the surliest caverman can make a club that has the weapon stats of the
most modern baseball bat.

Also, player-characters might find themselves stripped of wegpons and cast adrift
in the wilderness. If they want wegpons, they'll have to make them, possibly of stone
or bone. For these purposes, too, the wegpon stats above can be useful.

Swashbuckler Weapons
Swashbuckler wegpons are light, fast weapons used by lightly-armored opponents,

usudly in an environment (a culture, nation or even just acity) where heavier ams
and armor areillegd or outdated. They're aso appropriate for shipboard campaigns



and situaions; the light armor is easier to get out of so you don't drown if you fall
overboard. So, usudly, swashbucklers emerge in an area where the days of the plate-
armored, broadsword-widding knight are past . . . or at least numbered. Swashbuckler
characters might bolt on the plate mail and pick up the lance for genuine warfare, but
in their cosmopolitan big-city adventures they stick to the lighter stuff . . . and can be
sure that most of the opponents they face will be likewise armed and armored.

Wegpons from the Player's Handbook which can be considered swashbuckler
wegpons include: Bows (all types), Crossbows (dl available types), Dagger/Dirk,
Knife, Polearms (al types), and Short Swords. The only sorts of shidds they use
regularly are bucklers and smal shields, and they tend to wear only lesther, padded,
and hide armor.

The new wegpons listed on the chart above include:

Stiletto

The dtiletto is atype of narrow-bladed knife, sharp only at the point. Its most
unusud trait isthat it confers a+2 (non-magical) bonusto attack rolls againgt certain
amor types Plate mail (bronze and normd), ring mail, and chain mail. (Thisis
because its narrow point and blade dip in more readily through any sort of armor that
isnot solid meta or overlgpping plates of metd.)

It otherwise behaves like any other knife, and Knife weapon proficiency is exactly
the same as Stiletto wegpon proficiency: If you know one, you know the other equaly
well, a no additiona cost in proficiency dots.

M ain-gauche

The main-gauche is alarge-bladed dagger with a basket hilt (see the description of
Cutlass, above) and large quillions. Though it is a stabbing wegpon, it's primarily a
defensve weagpon widlded in the left-hand in two-wesgpon technique (or two-wespon
syle specidization).

When used by someone with Main-gauche weapon proficiency, the weapon
confersa+1 bonus to attack rolls with the Disarm and Parry maneuvers. Because of
its cutlass-like basket hilt, the main-gauche, too, works like an iron gauntlet if the
wielder wishes to punch someone with the hilt rather than dash with the blade.

Main-gauche proficiency is related to, but not identica to, dagger proficiency.
Specidization confers the usua benefits.

Rapier

Therapier isalong-bladed, one-handed sword, normaly sharp only &t the point.
It's a thrusting weapon, widded with lightning-like thrusts and lunges. Swashbucklers
often learn Two-Wegpon Style Specidization and use rapier with rapier, with main-
gauche, with short sword, or with dagger, tiletto, or knife. It's dso occasondly used
with buckler.

Rapier requiresits own proficiency, which is related to sabre proficiency—not
long sword and its related weapons. Weapon specidization confers the usud benfits.

Y ou can have arapier made with a basket hilt. Thisadds 2 gp to the cogt, +1 Ib. to
the weight, and confers the norma basket-hilt benefits: +1 to attack rollswith Parry
maneuver, and the iron-gauntlet benefit for Punching.



Sabre

The sabreis alight dashing wesgpon. Its practitioners commonly use only sabre,
and often take Single-Wegpon Style Specidization and Sabre Weapon Speciadization.
They are very deadly with their blades and may be inordinately proud of the facid
scars they accumulate (and dedl out).

Sabre requires its own proficiency, which is related to rapier proficiency.

Sabres, like cutlasses and main-gauches, are made with a basket hilt. This confers
the normal basket- hilt benefits +1 to attack rolls with Parry maneuver, and theiron
gauntlet benefit for Punching.

New Armor

Some of the new warrior types represented by the warrior kits dso have their own
specid forms of armor: the Gladiator and Samural both introduce new forms of armor
to the campaign.

Gladiator Armor

There are three normd types of gladiator armor: Thracian, Gdlic, and Samnite.

Armor Type Class

Thracian 9
Gdlic 7
Samnite 5
They're dl made up from severad smaller pieces of armor, which include:
Wat
Armor Piece Cost (Ibs)
Bdt:
Protective metal
belt at waist 20 5
Cuirass.
Lesther or meta
chest plate 50gp 20
Fasciee:
L eather bands
on legs 10gp 5
Gaea
VisoredHem  10gp 5
Gderus.
Shoulder piece
on wespon
shoulder 5gp 3
Manicae:
Leather deeve  10gp 5
Myrrmillo:
Visored helm
resembling

seafish 10gp 5



Also used by the gladiators are the parma (a smdl shidd, either square or round)
and scutum (an oblong medium shield).

These armor types are named for real-world sites (Thrace, Gaul, and Samnos); if
you have gladiators in your campaign, you may want to rename these types according
to place-names more gppropriate to your setting.

Thracian

The Thracian gladiator wears only fasciae on hislegs. Thisgiveshim AC 9, or 8
with ashidd—and he carries ashield, aparma. In gladiatorid combet, the Thracian
gladiator fights only with a dagger. In the field, adventuring, he could use anything he
wants.

Gallic

The Gdllic gladiator wears the gaes, the belt, manica on his wegpon arm, and
fasciae. This confersan AC of 7. He dso carries a scutum, to bring it to a6. The
Gdlic gladiaor fights with any number of wegpons.

Samnite

The most heavily-armored type of gladiator, the Samnite, wears a cuirass, fasciae
on hislegs, manica on his wegpon arm, and the galeahelmet. Hisbasc ACis5, or 4
with the scutum he carries

Should someone just wear the cuirass, his base AC would be 7.

Samurai Armor

The main difference between orientd and occidenta armor, from a game-
mechanics point of view, is descriptive. Orienta armor is colorful and elaborately
congtructed, often brightly enamelled or decorated with paint or painted leathers, slk
cords, precious-metd plating, etc.

But from a game-mechanic point of view, leather armor isleather armor, plateis
plate. Samural wear armor that is the equivalent of padded leather, studded |eather,
scale mail, and brigandine; basic cogts, weights, and AC values are identicd to the
western armor styles. However, asamurai may wish to spend more than the minimum
amount on his armor; the extra money goes into making it a remarkable example of
eastern art.

Kote

The samural dso have one sort of armor unknown to the west: Thekote. Thisisa
pair of armored deeves which may be worn concedled under the samurai's tunic.

Mechanicaly, the kote cogts twice as much as and acts dmost the same asa
buckler. There are a couple of differences between buckler and kote, though. Kote
cannot be Disarmed, and you can use wegpons in the hands of the arms to which kote
are attacked. Although the kote conssts of a pair of deeves, you do not get a +2
bonus to AC; only the +1 normally conferred by a buckler.



Effects of Armor

Here are some optiond rules for use with the wearing of armor in your campaign.
Y ou may wish to use some, dl, or none of these; welll try to discuss what effects each
will have on your campaign.

A lot of the information weéll be discussing and daborating upon is contained in
the following charts.

Armor AC Dex Wgt
Type Chks (Ibs)
Banded mall 4 -2 35
Brigandine 6 -2 35
Bronze

plate mail 4 -3 45
Chain mall 5 -2 40
Fied plate 2 -3 60
Full plate 1 -3 70
Gladiator

Gdlic 7 -1 15

Samnite 5 -2 30

Thracian 9 0 5
Hide 6 -3 30
L esther 8 0 15
Padded 8 0 10
Pae mall 3 -3 50
Ring mail 7 -1 50
Scdemall 6 -2 30
Shidd

Body * =3** 15

Buckler/

Kote * —0** 3
Mediuny
Scutum * —2** 10

Smdl/

Parma * —1** 5
Slint mall 4 -2 40
Studded

leather 7 -1 25

* A shieddd makesthe AC one better: Lesther + shiddisAC 7.
** This pendty is only counted for certain Stuations, see below.

The armor a character wears affects his AC, his Encumbrance (if that optiond
system is used), and d o his ability to perform dexterous actions—in other words,
heavier armor pendizes a character's Dexterity score for purposes of Dexterity ability
checks and Dexterity-based nonweapon proficiencies.

A character's choice of head protection, on the other hand, affects his
Encumbrance, his ability to pot things, and the ability of some wegpons and attacks
to affect him in combat, aswell discuss further on.

Helmet Vis. Hrg. Waqt.



Type (Ibs)

Cap -0 - 2
Coif -0 - 2
Close—Faced -2 3 5
Great hdm 3 4 10
None -0 -0 0
Open-Faced -1 2 5
EffectsOn AC

The effects of armor on the characters AC are already well-documented within
the game.

In the campaign, the only feature of the armor/AC system that tends to cause
trouble involves the shield. Remember that attacks to the character's rear are made at
the character's AC without the shield (unless he'swearing it dung across his back, of
course); thisis something that is easy to forget. DM, if they don't keep the
information written on a hel pful record sheet, should ask their players. "What's your
AC from the rear?' when such incidents come up, not just "What's your AC?"

Effects On Speed

There's a misconception that armor, particularly plate-type armor, transforms
graceful warriorsinto lumbering oafs who can be pushed down and sat upon with
comparétive ease.

Nothing could be further from the truth. Armor is designed to be as
accommodating as possible to a fighter's movements, and so the AD& D® game
doesn't assgn an armored warrior any sort of initiative pendty for wearing armor.

Now, armor isn't made for some other types of movement (acrobatics, dancing,
etc.) and so will constrict many other Dexterity-based ahilities, as well discuss below.
It is dso heavy, which dows down an armored character's running speed, asis dready
documented in the game.

Effects On Dexterity Checks

Armor does interfere with a character's gracefulness in many stuations. For this
reason, we assign the character a pendty to Dexterity checks (and dexterity-based
nonweapon proficiencies) when the character isin armor; those pendties are listed on
the armor chart above.

These pendlties are gpplied when the character is using al nonweapon
proficiencies except Riding (Land-based or Airborne) or Charioteering, which are
exempt from the pendty. (Why someone would be performing many of those skillsin
amor isamystery . . . but it could happen.)

In addition, the pendty prescribed for the shidds is applied when the character is
using the nonweapon proficiencies Juggling, Tightrope Waking and Tumbling. (The
DM may choose to disdlow the shield pendty for certain examples of these skills
use. For example, acharacter who is juggling a one-handed technique won't be put off
by having a shield on the other hand. But these exceptions will berare.)

In the Campaign . ..



These dexterity-roll pendties are provided only for those gamers to whom the
matter means something. If you don't care about such things, don't use these rules:
they'd merely be an annoyance and extra complication for you.

But if you prefer for a character to be alittle less graceful when in full plate or
hide than in soft leather or no armor &t al, these rules are for your campaign.

Effects On Vison and Hearing

Helms and hemets redtrict vison and hearing. They frame the face, obscure his
vison, muffle his hearing, and generdly give the character less ability to observe
what's going on around him. (They aso sometimes keep maces from caving in his
skull, which iswhy fighters like helms and hdmets)

With these optiond rules, well talk about different kinds of hdms and hemets,
how they're used, and what other effects they have in combat.

Other Hemsand Helmets

Thetypes of armor listed in the equipment section of the Player's Handbook, page
69, include only two types of hdmet (greaet helm and basinet) and then don't redlly
describe what the differences are between them . . . other than price and weight.

In The Complete Fighter's Handbook, well talk about six different types of head
protection. Each one has different effects on the character's ability to see things and to
protect himsdf from different types of damage.

What Head Protection Doesn't Do

The one thing your choice of head protection doesn't do is change your Armor
Class. A warrior can have on full plate and agreat helm, or full plate and no helmet at
dl, and hell have the same AC. So when making your choice of head protection for
your character, don't worry about the character's AC, for it won't be affected.

Vison and Hearing Checks

In acombat or any other loud Situation (such as araucous tavern, acharging mob,
an earthquake, a hurricane, or asinging contest a a dwarven boiler-making plant), the
DM may want his PCs to make Vision and Hearing Checksin order to see and hear
certain things.

Certainly, when afighter is pointed in a certain direction, theré's nothing
digracting him, and an ogre is lumbering a& him from that direction, the fighter is
going to see the ogre. No roll is necessary.

But when theré's a chance that the character could fail to notice such athing (as
defined by the DM), the character gets to make a Vision Check or a Hearing Check
(whichever the Stuation cdlsfor).

A Vison or Hearing Check is a 1d20 roll against the character's Intelligence or
Wisdom, whichever is higher. If the PC rolls his ability or less, he's successfully made
his check and can see or hear whatever it is he's supposed to. If hefails, he doesn't.

Protective headgear, however, provides pendties to the character's Vison and
Hearing Checks, aswell as providing other benefits and hindrances.



No Head Protection

If acharacter chooses to wear no head protection at al, he suffers no Vision or
Hearing check pendties.

However, the character has one hindrance, if you're usng the optiond hit location
rules from the Combat Rules chapter.

If acharacter iswearing no head protection, an attacker can make a Called Shot
againg his head and thereby ignore the character's AC benefits from armor. (All
bonuses from shidlds, high Dexterity scores, and magical items il count, however.)
Sincethisisavery difficult shot (atota —8 to attack rolls, remember), this doesn't do
the attacker much good, unless the victim is otherwise heavily armored.

Example: Halway the archer has two possible targets, Territor and Bosque, two
brutal guards. Territor iswearing leather armor and no headgear; this puts him at
AC 8, and with his Dexterity bonus he's AC 6. Bosque is wearing full plate +2, no
headgear, and body shield; this puts him at AC —2.

Halway, after all modifiersfor range, his Dexterity, and other factors, is THACO
16. (He's a 6th-level warrior, with a Dexterity of 16, and is firing at Medium Range.)

If he shoots at Territor, AC 6, he needs only a (16-6) 10 or better to hit him. If he
shoots at Territor's unprotected head, the shot becomes much harder; he's shooting at
AC 8 (AC 10, -2 for Territor's Dexterity), and so would normlly need a (16-8) 8; but
with the -8 to attack rolls for a head shot, he's back to aroll of 16 or better. It's easier
for himto hit Territor with a normal, non-specific shot.

If he shoots at Bosgque, AC -2, he needsto roll an (16{—2}) 18 or better to hit
him. If he shoots at Bosgue's unprotected head, the shot becomes somewhat easier;
he's shooting at AC 9 (AC 10, modified by Bosgue's shield), and so would normally
need a (16-9) 7; with the —8 to attack rolls for a head shot, he'sup to aroll of 15 or
better. This makesit slightly easier to hit Bosque, and may give him the special effects
of the head location shot if he succeeds, so that's the shot he attempts.

The lower (better) atarget's AC is, the better an optionit isto try ahead shot, if
his head is unprotected and the rest of his body is armored. Charactersinterested in
this option should caculate the math of both shots and compare the results, if they
know dl therelative ACs and modifiers; if they don't, they should ask the DM, in
generd terms, if it's even worth thelr time to try such ashot.

The Cap

The Cap isapadded, leather or even sted skullcap which is about the sze of and
worn much like a dose-fitting cap, beret or hat. It gives the wearer no penaty for
Vison Checks, and a—1 pendty with Hearing Checks (as it partidly coversthe ears).
It's often worn in conjunction with padded, leather, hide, studded |eather, and other
lightweight armors.

The Coif

The Caoif is apadded chain mail hood; it fits fairly snugly around the neck and
over dl the head except the face from chin to foreheed. Like the Cap, it givesthe
wearer no pendty for Vison Checks and only a—1 penalty with Hearing Checks. It's
usudly worn with chain mall.

Often, a heavily-armored knight will wear a chain mail coif and wear a Great
Hdm over it. The only benefit this confersis that such aknight can remove his Greet



Helm, the better to see and hear around him, and till have some head protection. Asa
disadvantage, it adds a little weight to the knight's equipment, but it does not decrease
his Vison and Hearing checks any further than just wearing the Great Helm.

The Open-Face Helmet

The Open-Faced Helmet, made of reinforced leather, or of metal, covers the back,
sdes and top of the face, leaving most of the face open. It givesthe wearer a—1
pendty with Vison Checks, and a—2 penaty with Hearing Checks (it completely
coversthe ears, usudly with small holes or grating over the ears so that the wearer
can hear at al).

Examples include the Corinthian helmets of ancient Greece. In amedievd
campaign, open-faced hdmets are often worn by military officers and soldiers who
can afford the protection.

The Closed-Face Helmet

The Closed- Face Helmet is made of metd and is much like the Open-Faced
Helmet . . . except that thereis armor plate, often in the form of avisor which may be
opened, in front of the face. It gives the wearer a—2 pendty with Vison Checks, and
a—3 pendty with Hearing Checks.

Examples indude the basinet mentioned in the Player's Handbook, the gdea and
myrrmillo mentioned for the gladiators (above), and many other combat helmets.
Many knights and other mounted warriors wear hemets of thistype.

If the wearer of a Closed- Face Hmet is dso wearing plate mail or fidd plate
armor, he gets a+1 to saving throws vs. dragon bresth, and to spells such as burning
hands, pyrotechnics, fire ball, flaming sphere, wall of fire, delayed blast fireball,
incendiary cloud, and meteor swarm, and other fire-based spells and magicd effects
(&s determined by the DM).

If someone uses aLasso, Chain, or Bolasin an effort to snare arider's head, and
that rider is wearing a Closed- Face Helmet, the victim getsto roll 1d6. On a4-6, the
attack is handled normdlly, but on a 1-3, the attack is treated just as anorma lasso or
chain dismount; the attacker doesn't do the extra damage that the head-lasso attack
normaly alows.

TheGreat HEIm

The Great Hm isamassve helm which covers the entire head, from the top of
the head to the top of the shoulders, leaving dits open for the eyes and holes open for
breething; it has no removable visor. It gives the wearer a—3 pendty with Vison
Checks, and a—4 pendty with Hearing Checks.

The Great Hm provides the following other benefits:

The wearer of a Great Hem gets a +2 saving throw vs. wizard spells such as
hypnotism, light cast on his eyes, blindness, hypnotic pattern, suggestion, fire charm,
rainbow pattern, and some other mind-controlling spells.. . . but not charm person,
charm monster, or domination.

If the wearer of a Great Hem is dso wearing plate mail or fidd plate armor, he
gets a+2 to saving throws vs. dragon breath, and to spells such as burning hands,
pyrotechnics, fire ball, flaming sphere, wall of fire, delayed blast fireball, incendiary
cloud, and meteor swarm, and other fire-based spells and magica effects (as



determined by the DM). If, instead of plate mail or fidd plate, he is wearing full plate,
the bonus is a +3 to saving throws.

If someone uses aLasso, Chain, or Bolasin an effort to snare arider's head, and
that rider iswearing a Great Helm, the attack is automatically trested just as anormal
attack. With lasso or chain, it'sanormal lasso or chain dismount, and the attacker
doesn't do the extra damage that the head-1ass0 atack normaly alows. With Bolas,
the attack does norma damage, but no strangulation damage.

In the Campaign . ..

If you use these rulesin a campaign, you add some color and distinction between
the types of armor that your PCswill be wearing. On the other hand, once again, it's
an added leve of complexity which the game doesn't have to have. Use these rules
only if the added complexity doesn't bother you, and if the specia functions of the
different types of hemets gpped to you.

Variant Armor

The types of amor given in the Player's Handbook are dl you need to play the game.
However, you can use other types of armor in your campaign; here, welll talk about
two different types of dternative armor.

Racial Armor

It's asking alot to suppose that eves will make their armor just as humans make
theirs, that it will look the same and function identically. Here are some way's to make
the armors of different races more individud.

Armor Fitting

Armor made for one race rarely fits another; it may be too big, too smal, or
proportioned too strangely.

Bdow isachart. The column to the left shows the type of demihuman trying to
wear the armor. The rows along the top show what species the armor was made for.
The percentage chances shown are the chances that the person can wear the armor,
and the"+" and =" symbols show whether the armor is more likely to be too big or
too small for the wearer. (If there is no such symbol, it means that odds are even, 50%
that it will be too big, 50% that it will be too smdl.) “Too large’ could meanthat itis
S0 baggy or empty that it hinders the wearer and does not protect him well enough, or
that it is so long on him thet it interferes with hiswalking. "Too smal” could mean
that it is not broad enough to accommodate the wearer's chest, or that it is so short that
it looks ridiculous and does not sufficiently protect the wearer.

Now, at the DM's discretion, many things can affect these percentage chances.

If acharacter of one sex istrying to put on armor built for another sex, chances go
down that it will fit. The chance is reduced 10% (but never goes below 5%). If afit
fails because of that modifier, it's because the woman found the man's armor too big,
or the man found the woman's too small.

Race
TryingTo



Wear Armor Race For Which Armor Was Built:

Armor: Dwf Elf Gnm 1/2 HIf 1/2-g Hum
Dwarf 80% 0% — 10% -  10% - 35% — 40% +
Bif 10% + 90% 50%—-  70% + 35% + 50% +
Gnome 40% + 40%+ 75% 25% + 60% + 20% +
Haf-B8f 20% + 45% 10%+  70% 35% + 50%
Hdfling 75% + 30% - 35%- 35%+ 70% 20% +
Human 50% — 20% — 5% -  30%-— 10% — 65%

However, the DM may alow the difference in sex to help sometimes—in cases
where the armor is not likely to fit amae human because it istoo samdl inthe
shoulders and chest. A human woman trying to put on amae haf-df's armor might
be a no modifier, and find hersdf & a+10% modifier to wear amde df'sarmor.

Remember that full plate hasits own modifiers for chancesto fit; it has only a
20% chance to fit another member of the same race (10% if the new wearer is of the
other sex). A character cannot wear full plate made for a character of another race,
period.

The DM can dlow previoudy role-played determinations of a character's height
and build to affect the chances from the chart below. For instance, if one player has
adways said that his human character was short and stocky, say 54" and powerfully
built, so that many people joked about him having a dwarvish ancestor, the DM can
give him a+15% chance to wear dwarvish armor; this raises his chance from 50% to
65%, asif he were a human trying to wear armor of his own kind. The DM should,
however, subtract that same modifier from the character's chance to wear armor built
for humans; that chance would go down from 65% to 50%.

Example: An adventuring party kills a beholder initslair and finds the armor
worn by previous victims. The adventurersinclude a huge human male barbarian, a
dender human female warrior, a dwarf axeman, and a female gnome. The dead
victimsinclude an elf male in enchanted chain mail and a halfling male in enchanted
leather. The heroes see who can wear the captured armor.

The DM decides arbitrarily that the human barbarian cannot even roll. He's
always described himself as being massive, with enormous rippling muscles and a
bodybuilder's physique. In this campaign, that often helps him with the ladies, but this
time it disqualifies him from wearing any of the treasure.

The dender human warrioress tries the elf's chain mail. A human trying on elf
armor, on the chart above, has a 20% to wear it successfully. The DM raises her
chance 10% because she is a female human trying to fit into male elf armor; her build
is at an advantage here. Heraises it 10% further because in the campaign she has
always described herself as of delicate build, very slender. Thisraises her chanceto
40%. Sherolls 38 on percentile dice; she can wear the chain. She also triesthe
enchanted leather. A human woman trying to wear male halfling armor is at 10%,
and the DM again assigns her the +20% from the two modifiers mentioned. She has a
30% chance, but rollsa 79; she cannot wear it.

The dwarf axeman tries the elvish chain. A dwarf trying to wear elf armor hasa
0% chance to wear it. He can't. He has a 35% chance to wear the halfling's armor;
the DM lowers that to 25% because this character has always described himself as
especially burly for a dwarf. But he rolls 03 on percentile dice; he can wear the
enchanted leather.

The female gnome tries the elvish chain. She has a base 40% chance to wear it. The



DM does not modify it for her sex. Sherolls a 51 and fails. She tries the leather; she
has a base 60% chance with it, —10% for different gender equals 50%. Sherollsa 33
and can wear it.

So the human warrioress gets the chain mail, and the dwarf and gnome must choose
or gamble to decide who gets the |leathers.

High-Quality Racial Armor

Armor found as treasure has a chance to be high-quality armor. Ordinary armor
has a 10% chance on percentile dice; magical armor has a 25% chance.

Each race adds something different to its armor if it is high-qudity.

Dwar ves: High-Qudity dwarvish amor isvery, very resstant to damage.
Whenever High-Quality dwarvish armor must make a saving throw (see the Dungeon
Master Guide, page 39.), it gets a+6 to save in addition to any bonusesit receives if it
ismagicd. Additiondly, if you use the "Damage to Armor” rules described later in
this chapter, al High-Quality dwarvish armor has twice the number of damage points
of ordinary armor.

Elves: High-Qudlity evish aamor isone- hdf the weight of ordinary armor; it
condtitutes "elven sted" (see the chart on page 38 of the Dungeon Master Guide).

Gnomes. Gnomes make very quiet sudded and padded |eather armors; these are
the only High-Quaity armors they make. High-Quality gnome armor does not teke
any pendties on the "Thieving Skill Armor Adjustment” table (Player's Handbook,
page 39, last column); thus, agnome thief or dud-class thief does not suffer a—30%
when picking pockets, or a—20% when moving slently, etc.

Half-Elves: Hdf-EIf amorers do not make any High-Qudlity leather armor,
padded armor, studded leather, hide armor, or bronze plate mail. All their other
armors can be made as High-Qudity armor. High-Quadlity hdf-df armor is made from
fine ged; it is—10% the weight of ordinary armor of the same kind, fine sted, for
normal thickness, —10% weight, and gets a +2 to saving throws (on the"Metd"
column on page 39 of the Dungeon Master Guide).

Halflings: Haflings only make leather armor as High-Qudity armor. Their High-
Qudlity leether armor counts as "No Armor" on the Thieving Skill Armor Adjustment
table (Player's Handbook, page 39).

Humans. Humans make dl types of armor as High-Quality armor. Thisis
especidly tough armor; whatever it is made of, it is +2 to saving throws on the
appropriate line of the "ltem Saving Throws' chart on page 39 of the Dungeon Master
Guide. Also, plate mail (not including bronze plate), field plate, and full plate made to
High-Quality specifications is made of fine sted, but ingtead of being lighter than
usud, it is built thicker in order to make it more resstant to damege. It is+4 to saving
throws on that "Item Saving Throws' chart, and is norma weight. Also, it givesthe
wearer a+2 to saving throws vs. Rod, Staff, or Wand and Breath Weapon attacks. In
addition, if you are using the "Damage to Armor" rules found later in this chapter, it
has one and a haf times the norma damage points for the type of armor it is.

Other Notes on High-Quality Racial Armor

All the above descriptions were for worn armor, not shields. High-Quadlity shields
do not impart any specid bonus unless you're using the "Damage to Armor” rules, in
which case they have twice as many damage points as the norma sort of shield.

How much does it cost to buy a set of High-Quadlity racid armor? Fir, the DM



has to decide whether thereis any available to sdll. Usudly, the answer will be no;
thereis only a 1% chance that anorma village armorer's will have made any piece of
high-quality armor to sdll, and that will be racid armor of the armorer'srace. The
chance goes up to 5% in a big city, or 25% if you're looking for racia armor of the
race that is most common in the city. Thus, to find high-qudity dwarvish armor, go to
abig dwarf community . . . and there your chances are ill low.

But if you find what you're looking for, or are able to hire an armorer to build you
as, it cogtsten timesthe norma cost of the armor. High-quality dwarf plate mall,
then, would cost 6,000 gp. Often, it's not worth the price to the adventurer.

In no case will an evish craftaman custom-make a set of High-Quality dvish
armor for someone. Such armor is only made for the evish royaty, and their kings
sometimes bestow a piece on anon-€ef hero . . . but only for deeds of exceptiona
vaor which have helped the elves.

Another question adventurers are sure to ask: Can an armorer of one race build his
own type of High-Qudity armor for another race? For example, can a master gnome
armorer build High- Qudity gnome armor for a human?

The answer isyes. Instead of cogting ten times the norma cost of the armor, the
priceis 15 times the norma cost. But it can be done. Again, though, an df armorer
will never make High-Quality armorer for anyone but hisrulers,

Custom-built High+ Qudity armor takes four times as long to make as normd,
average armor.

Piecemeal Armor

What happens when a character takes a heavy metd breastplate from a set of fied
plate and then wears chain mail deaves and leggings and alesther armor cap? (That
is, what happens other than he looks stupid?)

Characters can wear armor assembled out of the remnants of other, mismatched
sets of armor. It's not as good, and certainly not as good-looking, as wearing a
matched suit. But sometimes necessity dictates that characters wear what's on hand.

When you're assembling afull suit of armor out of pieces on hand, the first thing
to do isto see what you have. Compare your armor on hand with the chart below.

Bonusto AC Per Type of Piece:

Armor Full Breast- Two One Two One
Type Suit  Plate Arms Arm Legs Leg
Banded Mail 6 3 2 1 1 0
Brigandine 4 2 1 0 1 0
Bronze plate 6 3 2 1 1 0
Chain mall 5 2 2 1 1 0
Fidd Plate 8 4 2 1 2 1
Full plate 9 4 3 1 2 1
Hide armor 4 2 1 0 1 0
Leather armor 2 1 1 0 0 0
Padded armor 2 1 1 0 0 0
Paemal 7 3 2 1 2 1
Ring mail 3 1 1 0 1 0
Scdemall 4 2 1 0 1 0
Slint mall 6 3 2 1 1 0
Studded

w
=
=
o
=
o

|eather



Example: A character isrobbed of all hisworldly goods. Later, he finds the
aftermath of a battle, with a couple of dead warriors still in their armor. One body
wears a badly battered set of field plate (of which the breastplate is intact), while the
other wears a full suit of chain mail (of which the chest isriddled with holes and one
leg is destroyed).

He tries to piece this together into a suit for him. He takes the field-plate's
breastplate. Looking at the chart, we see it grants an AC bonus of 4. He also takes the
field-plate’'s two arms. Looking at the chart, we see they grant an AC bonus of 2. He
takes the surviving chain mail leg. Looking at the chart, we see that it grantsan AC
bonus of 0. (He'll also take the surviving helm or helmet from one of these warriors,
so that he'll have some armor on his head in case of a Called Shot to the Head.)

His AC bonusis 6, so his AC now is 4—not too bad. If there'sa shield, he'll have an
AC of 3. If someone takes a Called Shot to his unarmored leg, he'll be at AC 10 (or 9
with the shield), as per the Combat Rules chapter, but that attacker will take a -4
penalty to attack rolls for the Called Shot maneuver.

Weight of Piecemeal Suits

To cdculate the weight of a piecemed suit of armor, follow these guiddines:
The breastplate is 1/2 the weight of the origind suit.
Each arm and | eg is 1/8 the weight of the origind suit.

About Magical Armor

If asuit of magica armor is used for one of these piecemed efforts, it grants none
of itsmagica bonus, once the magical armor is split into little bits, or pieces are
merdly separated and not worn together, the magical bonus doesn't work.

Gladiator Armor

These rulesfor piecemed armor are, in effect, how the types of Gladiator Armor
described in this chapter are built.

Thracian amor consigts of fasciag, the equivaent of Hide armor worn on two
legs—thus an AC bonus of 1, for an AC of 9.

Gallic armor congists of fasciae (Hide armor on two legs), one manica (the
equivaent of Splint Mail on one arm, thus an AC bonus of 1), and a protective meta
belt. The bet isa gpecia piece of gladiator armor; it congtitutes half a breastplate of
Hide armor in both weight an AC bonus, so it grants an AC bonus of 1. All together,
Gdlic armor grants an AC bonus of 3, for afina AC of 7. Note: The armor belt
cannot be worn in addition to a Breastplate, only instead of one.

Samnite armor congsts of a cuirass (aplint mall equivaent breestplate
conferring an AC bonus of 3), and splint-equivaent armor on one arm (AC bonus of
1) and both legs (AC bonus of 1), for afina AC of 5.

The piece of armor cdlled the Gaerus, worn on the wegpon shoulder, does not add
anything to the AC bonus; it is consdered part of the deeve or breastplate,

Damage to Armor

It's eedest in a campaign just not to worry about the damage that armor and



shields are taking. It's presumed that characters go on adventures, get in fights, and
during some of their off-hours they repair their armor.

If you want know precisaly how much damage a piece of armor can take before
being destroyed, and how to repair damaged armor (without the PCs necessarily
having to do so themselves), you can use the following rules.

Damage Points

Every time a character wearing armor is hit and damaged by an attack, his armor
takes damage, too. It takes 1 Damage Point per blow that hits. If an attack hitsfor 1
point of damage, the armor takes 1 DP. If an attack hitsfor 10 points of damage, the
armor takes 1 DP.

Shidds only take damage when the character successfully Parries with a Shield.
Each time he parries an attack that would have hit him, his shield takes 1 DP.

Helms only take damage when the character is hit with a Caled Shot to the Head
or a Sgp maneuver. Each time the character wearing ahelm is hit with such an attack,
the helm takes 1 DP.

When a piece of armor dropsto 0 DP, it fals gpart and is ruined; it cannot be
repaired. Solong asit has 1 DP it can be repaired.

Armor has the following DP.

Armor Type AC DP

Banded Mail 4 30
Barding

Chan 5 50
Full plate 2 80
Full scde 6 40
Half

brigandine 7 30
Half padded 9 10
Haf scde 7 30
Leather/

Padded 8 20
Brigandine 6 20
Bronze plate 4 30
Chan mall 5 25
Field Plate 2 40
Full plate 1 45
Gladiator

Gdlic 7 15

Samnite 5 25

Thracian 9 5
Hdms

Cap +0 5

Coif +0 15

Close-Faced®* +0 25

Great +0 35

Open-Faced +0 20
Hide armor 6 20

Leather armor 8 10



Padded armor 8 10
Paemal 3 35
Ring mail 7 15
Scde mall 6 20
Shidds

Body +1 35

Buckler +1 10

Medium +1 25

Smdl +1 10
Slint mall 4 30
Studded

|eather 7 15

* Includes basinet, gdea, myrmillo
Piecemeal Armor

If you're usng the Plecemed Armor rules from earlier in this chapter, consder the
armor's Breagtplate to have the number of DP listed for it in the chart above. Each arm
and leg will have a DP amount equivaent to one-tenth of the DP tota from the chart.
The breastplate will take dl DP damage from attacks unless they are Cdled Shotsto
other body parts.

Magical Armor

Magica Armor does not gradualy lose its protective enchantment asit is
damaged. However, if it reaches O DP before being repaired, the armor is destroyed
and =0 is the enchantment.

Being magica does not confer any extra Damage Points on the suit of armor. It
can gradually be destroyed by brute force like any unenchanted suit of armor.

Repairing Armor

Guiddinesfor repairing damaged armor are presented in the Character Creation
chapter, under the headlines "Repairing Armor” and "Repairing Magicd Armor."

Effects on the Campaign

These rules for cadculating damage to armor add a little complexity to combatsin
the game. Every time a character is hit in combat, helll have to add one taly-mark to a
separate scratch sheet of paper showing the damage his armor istaking. It's easy to
forget; the DM will congtantly have to remind his playersto do thisin the first weeks
he isintroducing thisrule into his campaign. Therefore, we recommend you use this
system only if it'simportant to you. If it isn't, don't bother with it.

Magical Items

Following are some new types of magica treasures, magic epecidly suited to
fighting characters.



Bracelet of Charms:. This gppears to be a nicely-crafted bracelet of sturdy gold
links. It looks like any other bracelet to which smdl charms and mementos are
attached.

But when awarrior (only awarrior, multi-class warrior, or dua-class warrior)
dides the bracelet around the blade or haft of awegpon, and speaks the command
word engraved on the bracelet's clasp, the weapon disappears. . . and agold cham
matching the wesapon appears on the bracel et.

Theregfter, when the warrior speaks the command word and the name of the
wespon, the weapon magicaly appearsin the hand on whose wrigt the bracelet rested
... and the bracelet disappears.

The bracelet can hold up to four wegpons/charms this way. They can be norma or
magicd. Shidds and miscellaneous equipment cannot be held in this fashion; only
weapons built as weapons. Siege weapons cannot be held.

The change from bracelet to wegpon takes no time at al, but can be accomplished
only once per turn. The bracelet itsdf can be used only eight timesin aday; turning
the bracelet into a wegpon counts as one use, and turning the wegpon back into a
bracelet counts as one use.

If the wegpon held in the bracdlet's enchantment is called on, and wielded, and
then disarmed, the character cannot call on another weapon from the bracelet. The
bracelet itsdf iswithin the wegpon. The character must retrieve the wegpon first, and
only then can he use its magic.

A weapon can be taken out of the bracelet's array. When a character wishesto do
this, he takes the bracelet off hiswrist and speaks the name of the wegpon, and then
saysthe command word . . . areversa of the previous procedure.

The bracelet does not magicaly know its owner. Anyone who steds the bracel et
from its owner and discoverswhat it is can use it and call the previous owner's
weapons forth.

Thisitem is best used when the widlder wantsto carry avariety of different
wespons, and wants to do so secretly. With asingle warrior, the wespons carried
might be along bow and quiver (quivers count as part of the wegpon they carry
arrows for), abastard sword, a halberd, and adagger. This gives the warrior the
ability to call forth the weapon best suited to the task at hand.

If aweapon is broken, the bracelet isn't; the user needs to call forth the bracel &,
then separate the broken weapon fromit.

Quivers are not magicaly replenished when they're the Sze of charms. However
many arrows are in the quiver when it becomes a charm are ill in it when it becomes
aquiver again. Likewise, a broken bow-string stays broken.

The Bracelet of Charmsmay not be used on the same wegpon as a set of Rings of
Readiness.

Cage of Shdlter: Thisobject looks like alarge bird-cage that has been nestly
folded down into a package about the Sze of a medium shield.

The user, who can be of any character class, places it upon the ground, steps back
from it, and clgps his hands loudly ether two or three times.

If he claps his hands twice, the cage grows up into a sturdy meta-framed tent
which can house eight people—you can substitute one horse for four people. This tent
confers no magica blessng on itsinhabitants, but by using it and huddling together
for warmth a party can survive a snowstorm that would kill an unprotected party; by
erecting it in the desert, a party can avoid the danger and discomfort of a sandstorm.

If the user claps his hands three times, the cage grows up into astrong 10 by 10



cdl. The door to the cdll has the equivaent of awizard lock; the cage's owner can
open it any time he wishes, and any magician with the knock spell can openiit by
usng that spdll. A person in the cdl would have to make his Bend Barg/Lift Gates roll
successfully (or use aknock) to escape; the door's lock cannot be picked.

To return the cage to its origind form, the owner clgps again, twice if it isin tent
form, threetimesiif it isin cage form. If someoneisin it when it isatent and begins
collgpsing, it opens up around the person ingde; both he and it are unhurt. If someone
isinit when it isacage and begins collgpang, it collgpses around him, inflicting 2d6
damage before it breaks open; theregfter, it is ruined forever.

The cage of shelter knows its owner. If someonefindsit in atreasure, he must
cary it in his gear for amonth for the cage to attune itsdlf to him. If itstrue owner
slIsit to someone else in the cage's presence, the cage will obey the claps of its new
owner immediately.

Charm of Favor: When deities and other powerful beings are pleased with the
deed of amorta, they sometimes give him acharm of favor. Thisisasmal charm or
datuette, usudly of semiprecious materia and two or three inchesin size, which
represents the god or one of his aspects.

The charm israther like alimited wish. It represents afavor which the deity will
do for the character at some time in the future. To use it, the owner must throw the
item on the ground so hard that it breaks, and then cdl out his request.

The request must have something to do with the attributes of the god: It's no use
asking the Goddess of Loveto dry up an oasisinto a desert, or to ask the God of
Earthquakes for afog to hide the adventurers.

The god hears it when the favor is requested. And he, in the guise of the DM,
evauates the favor. If the favor is something which pertains to one of his attributes,
and if the god does not think that the character is making the request out of mere
greed or sdfishness, and if bestowing the favor will not conflict with any of the god's
other ams or desires, he will grant the favor.

So it would be appropriate to ask the God of Insects to send a cloud of beesto rout
one's enemies, or to ask the Goddess of Love to cause some NPC to fal in love with
the player-character, or to ask adeity of the Earth to cause fruit-trees to grow and save
the characters from death by thirst and starvation.

Because the daity is evauating the character's request, the asking character cannot
expect an outrageous favor to be granted. And most enemies who sted the charm
from the PC cannot use it successfully; one might take it, hurl it to the ground and
breek it with his request, and find the cranky god scomping on him and freeing the
fathful PC. (This, however, condtitutes usng up the favor.) But an NPC friend of the
owner of the charm might be able to get the item and ask the god to help the charm's
true owner . . . particularly if heisill or kidnapped and cannot do so for himself.

Any character of any class can receive such acharm as afavor. But when they are
found in treasure, they are usaless; they were not intended for the character who finds
them, after dl.

The charm of favors does not radiate magic.

Rings of Readiness: Thismagicd item congsts of two plain iron rings, one
suitable to be worn on afinger and one larger, some 2" in diameter.

The larger ring is to be placed on someitem. It can be sewn into or bolted onto a
set of armor; it can be placed upon the pomme of awegpon (in which case it shrinks
until it fits snugly); it can be attached to any item of persona gear weighing less than



100 Ibs.

When the larger ring is attached to an object, and the smdller ring isworn by a
character, the character needs only to utter the magical word inscribed on the insde of
the smdler ring. When he does, if the ather ring iswithin 10 miles it will
instantaneoudy trangport that object to the character.

If the item attached to the other ring is aweapon, it will appear in his hand. If the
itemisasuit of armor, it gppears on the character; if he is dready wearing a suit of
armor, it gppears next to him. If theitem is something else, it gppearsin afashion
dictated by the DM; a crown will gppear on the character's head, while a sawing
machine would appear next to him, for instance.

If the item attached to the larger ring is more than 10 miles away, nothing
happens.

The use of the rings must be announced before initiative in the combat turn. Use
of the rings takes no time. The character calls out the magic word before initiative;
then, later in the turn, when his actions come up, the item in question gppears.

If a character finds the smdler ring without the larger one, then he can summon
whatever object the larger one is atached to, eveniif it isnot his. These rings
recognize no single owner. An interesting quest in acampaign might befor a
character to find the smaller of a set of rings and have to wander to find the larger ring
and summon it and its object to him; remember, it only works within 10 miles of the
summoner.

The magic only works if the item attached to the larger ring isinanimate. Living
things are not transported.

Once summoned, these objects may not be sent back. Thisis aone-way trip.

The rings may be used any number of times; they do not wear out.

Many heroes use this magicd item o that they never lose their wegpons. If the
hero finds his sword disarmed in combat, he can call it to his hand on the next round,
without wasting the time to go get it. Some con artists use it to run ascam: They!ll
secretly attach the larger ring to some greset item of treasure, sl it to adeder, ride out
of town with their money and then summon the treasure back. Thisis agood tactic
until the vengeful dedlers catch up with them.

This magicd item may be used by characters of any class.

Rings of readiness cannot be used on the same weapon as a bracelet of charms

Sheath of Holding: Thisitem looks like an ordinary sheeth for alarge knife; the
sheath is anywhere from 6" to 10" long, including its belt loop.

But it doesn't hold aknife. It holds a sword—a full-sized sword. With magic
rather like that found in the bag of holding, thisitem dides most of the length of the
blade into a pocket dimension, so that only the wegpon's hilt shows, with the sheath
suggesting another 5" or so of blade. (Thislooks rather strange when it holds a
bastard sword, where the hilt will be longer than the apparent blade, but the sheath of
holding can doit.)

Each sheath of holding is designed to hold one type of sword. The DM can decide
which sort of sword it's designed to hold, or can roll on the table below. The sheeth
will not hold asword it is not built to hold.

Weapon
Roll Held By Alternate
d100 Sheath Roall

01-10 Bastard sword



01-15

11-15 Cutlass
16-20 Dagger 16-25
21-25 Dirk 26-30
26-30 GladiusDrusus
31-33 Katana
34-38 Khopesh 31-35
3943 Knife 3645
44-53 Long sword 46-65
54-58 Main-gauche
59-68 Rapier
6973 Sabre
74-78 Scimitar 66—75
79-88 Short sword 76-90
89-93 Stiletto
94-98 Two—handed

sword 91-00
99-00 Wakizashi

Ignore any rolls which are not appropriate for your campaign setting; if you have
no katanas, you don't need to accept any rolls for sheathes for katanas.

The "Alternate Rall" column is used if you are not using the new wegpons
introduced in The Complete Fighter's Handbook.

Thismagica item can be used by any character class, but most end up in the
hands of warriors and rogues.

Saddle of the Spirit-Hor se: Thisisavery srange magica item which may only
be used by warriors (either sngle-, multi-, or dua-class).

To dl gppearances, it is an ordinary, worn leather saddle of good qudity.
However, it isamagica item. If worn by asingle horsg, it attunesitsdf to that horse
when worn for three days. (It doesn't have to be worn continuoudy for 72 hours—just
worn as an ordinary saddleis))

Onceit is atuned to the horse, nothing remarkable happens . . . unlessthe horse
dies while wearing the saddle. If it does, the spirit of the horse stays with the saddle
for another 24 hours. Half an hour after the horse died, the spirit of the horse will
"awaken," and climb to its unseen feet, and prepare to carry its master wherever he
wants to go. The ghost-horse continues to wear the saddle and to carry it around . . .
and the horse's master or other favorite riders may ride it during that time.

For the next 24 hours, the horse-ghost will tirdesdy carry itsrider wherever he
wantsto go, at the full running speed the horse could manage when it was dive. But
it'sa gpooky sght: The saddle floatsin the air, four or five feet up (a the height the
living horse carried it); the rider must mount normaly, treet the horse as he did
normally, and pretend dl isasit ever was.

Other than running, the horse-spirit has no unusud abilities. It cannot be seen or
touched. It can whinny and neigh, and it can buck . . . though only the saddleis seen
to buck intheair. It cannot truly fly; when it comesto aravine, for insance, it must
descend to the bottom and climb the other dope as it would have had to do if it were
dive

This frightens living horses. No norma horse will gpproach the animated saddle
within a hundred feet. For thisreason, it is best used when the character is alone and,



has his horse killed out from under him,

If a character kills his horse to get this 24 hours of fadt, tireless service, the ghost-
horse will remember this and be offended by it . . . even if the character did it secretly,
by poison or long-distance magic, the horse will know it. It will alow him to mount
the floating saddle, and behave normdly for awhile, but a some catastrophic time it
will try to kill the character. It may jump off adliff, or ride him Straight back & the
enemy he'strying to dude, or buck him off into apit of snakes.

These saddles may aso be made for donkeys, camels, or any other ground
animas. They don't work with pegad, griffons, or other flying bessts.

Shield of Medusae: Thismagica item may only be used by warriors or priests
(induding multi-class and dua-class warriors or priests).

It is shaped like and works like a normal medium shield. But the outsde (the side
that faces the enemy) is mirror-reflective, and the insgde (where the warrior's straps
are) iscrysd clear.

To use the shield of medusae, the warrior holdsit up before him, in front of his
eyes, and looks through its clear surface. While he is doing so, heisimmune to the
stoning gazes of creatures such as the medusa and basilisk, and to magicd items
which duplicate their gazes. When the character carrying this shield confronts a
stoning cregture, he reflects their images back a them, and it is they who must make
saving throws vs. petrification or be turned to stone.

Unlike ordinary shidlds, the shield of medusae has only two damage points before
it shatters. In other words, if it is hit twice, it is destroyed.

Miscellaneous Equipment

The following pieces of equipment are of some use to warriors and other
characters.

Atl-Atl: Thisisadtick with abroad, shdlow groove dong its length and aknot at
the end; it isafew feet long.

The character places ajavelin (not a spear, long spear, harpoon, or trident) in it so
that the javelin butt rests againgt the knot and the javein lies dong the groove; the
warrior holds it a the other end. Theresfter, when he flings hisjavdin, he usesthe atl-
atl asalever and is able to throw it much farther than before.

When used with an atl-tl, the javelin acquires the following characteridtics

Javein/Atl-Atl: ROF 2/3,S3,M 6, L 9.

The atl-atl costs 1 slver piece to make, but can be carved out of astick by anyone
with the Wesgponsmith praficiency. It weighs one pound.

Spike, Spring-Out: Thisis a nasty wegpon used mostly by rogues and chaotic
warriors, though any snesky player-character could acquire one.

It conssts of abladeidentical in characterigtics to the knife, housed in an
innocuous rod or handle. When the secret catch is pressed, the blade snaps out
ingtantly and the character isarmed.

Usudly, the spring-out spike is built into items the character will be carrying alot
... and when he doesn't wish it to be known he's armed. Common objects with built-
in spikes include roya sceptres, the ends of quarterstaves (this converts a saff into a



spear), and sometimes the hilts of swords and daggers. Assassins often carry a dagger
with an ordinary blade . . . and a poisoncoated spring-out spike.

The spring-out spike weighs one pound and costs 40 gp. When built into an
ordinary object, it adds one pound and 40 gp to that object's cost. It cannot
customarily be built into an existing wegpon; it must be built into the wegpon when it
isfird created.

The soring-out spikeisillegd in mogt civilizations. If the authorities catch a
character using one, they'll jail him on assumption of assassnation motives.

Sheath, Secret Spring: Thisis another item considered useful by rogues, Street-
fighters, assasans, and characters wishing to appear unarmed.

It congsts of asheeth for one of the following weapons. Dagger, Knife, or
Stiletto. A sheath for one of these three wegpons will not hold ether of the other two.
It cannot be built for aweapon other than these three. It is not just a sheath, but isaso
amechanicd device, and isworn on the character's arm just below the elbow.

Whenever the character Sraightens his arm out and flexesit in a certain way, the
blade in the sheath popsinto his hand. The character must make a Dexterity ability
check to catch it; he gets a +3 bonus because it's not difficult, but a naturd 20 aways
fals. If hefailsto catchit, it pops straight out and drops to the floor. It cannot be
"ghot out" as an attack like athrown knife; it will not hurt whomever it hits, and
aways hits hilt-firs when fumbled in this fashion.

Thisis another way, and a non-magical one, for the unarmed character to be
suddenly armed when the need arises. In the combat sequence, he must announce
before initiative is rolled that he is going to pop out his blade; when his action comes
up for that round, if heis gtill able to sraighten out his arm, his blade popsinto his
hand and isingtantly ready. The character may il attack this round; the action of
arming himsalf doesn't use up an attack.

The Secret Spring Sheath weighs only half a pound and costs 35 gp. It requires
someone with both the Set Snares and Wesaponsmithing proficienciesto creste. Like
the Spring-Out Spike, it isillega in most places, but is alesser crime, punishable by a
fine (10d6 gold pieces) and afew days (1d6) in jail.

* * *

That'sthe end of The Complete Fighter's Handbook.

Now that you've read it, the thing to remember isthis. Use whatever gppealsto
you, asthe DM, and nothing more. If any rule or recommendation worries you, if you
fed that it will unbaance your campaign or skew your players toward bad habits, then
dont dlow it in your campaign. Asfor al the other rules, recommendations, and
guiddines Try them. You may like them.

New Weapons List

Weight Speed  Damage
ltem Cost (Ibs)  Size Type® Factor SM L
Arrows, Stone
Right’ 3cp/l 110 M P — 1d4  1d4
Bdaying pin* 2¢cp 2 S B 4 1d3  1d3
Bo stick’ 2cp 4 L B 4 1d6  1d4



Bolas'
Cedtus’
Chain’
Dagger

Bone'

Stone’
Daikyu®
Daikyu arow’
Gaff/hook*

Attached
Hdd

Javein, Sone®
One-handed
Two-handed

Knife
Bone'
Sone*

Lasso’

Main- gauche1

Net*

Nunchakut
Polearm

Naginata®
Tetsubo®

Sai 1

Shuriken®

Spear, Long3
One-Handed
Two-Handed®

Spear, Stone®
One-handed

Two-handed
Stiletto!
Sword

Cutlass®

Drusus

Katana®
One-handed
Two-handed

Rapi ot
Sabret
Wakizashi®

Ssp 2
lgp 2
5p 3
1sp 1
2p 1
100gp 3
3p/6 1
20p 2
5¢p 2
5¢p 2
5¢p 2
3cp 12
5¢cp 12
5p 3
3gp 2
5gp 10
lgp 3
8gp 10
2090 7
5 2
3sp 1
5gp 8
5gp 8
8cp 5
8cp 5
5p 12
12gp 4
0gp 3
100gp 6
100gp 6
15gp 4
17gp 5

50¢gp 3
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1d3
1d4
1d4+1

1d2
1d3

1d8

1d4
1d4

1d4
1d4+1

1d2
1d2

1d4

1d6

1d8
1d8
1d4
1d4

1d8
2d6

1d4
1d6
1d3

1d6
1d6+1

1d10
2d6

1d6+1
1d6+1
1d8

1d2
1d3
1d4

1d2
1d2

1d6

1d3
1d3

1d4
1d6

1d2
1d2

1d3

1d6

1d10
1d8
1d2
1d4

1d8+1
3d6

1d6
204
1d2

1d8
1d8+1

1d12
2d6

1d8+1
1d8+1
1d8
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3
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Thiswegpon isintended for one-handed use, and may not be used two-handed.
This weapon isintended for one-handed use, but may be used two-handed.
Thisweapon is intended for one-handed or two-handed use.

This wegpon isintended for two-handed use only.

This wegpon inflicts double damage when firmly set to receive a charge.
The"Type' category is divided into Bludgeoning (B), Piercing (P), and Slashing

(S). Thisindicates the type of attack made, which may dter the weapon's
effectiveness againg different types of armor. See the optiond rule in the Player's
Handbook, page 90.



