MODIFICATORI PER LA THAC0:

	Situazione
	Modificatore

	Attaccante in posizione più elevata
	+ 1

	Difensore invisibile
	- 4

	Difensore in equilibrio precario
	+ 2

	Difensore addormentato o bloccato
	Automatico o ucciso

	Difensore stordito o prono
	+ 4

	Difensore colto di sorpresa
	+ 1

	Arma da lancio, lunga gittata
	- 5

	Arma da lancio, media gittata
	- 2

	Attacco dal fianco
	+1

	Attacco alle spalle
	+ 2 (ladri +4)

	Carica
	+ 2 (no bonus DEX e CA -1)



MODIFICATORI PER L’INIZIATIVA:

	Situazione Specifica
	Modificatore

	Velocizzato
	- 2

	Rallentato
	+ 2

	In posizione più elevata
	- 1

	Pronto a ricevere la carica
	- 2

	A piedi su terreno scivoloso, guado
	+ 2

	Guado in acque piuttosto profonde
	+ 4

	Ambiente estraneo (sott'acqua…)
	+ 6

	Impedimenti (intrappolato, bloccato, in salita)
	+ 3

	In attesa
	+ 1

	Attacco con arma
	Fattore velocità dell'arma

	Soffio
	+ 1

	Lancio di un incantesimo
	Tempo di lancio

	Mostro taglia minuscola
	0

	Mostro taglia piccola
	+ 3

	Mostro taglia media
	+ 3

	Mostro taglia grande
	+ 6

	Mostro taglia enorme
	+ 9

	Mostro taglia gargantua
	+ 12

	Doti magiche innate
	+ 3

	Oggetti magici vari
	+ 3

	Oggetti magici pozioni
	+ 4

	Oggetti magici anelli
	+ 3

	Oggetti magici verghe
	+ 1

	Oggetti magici pergamene
	Tempo di lancio della magia

	Oggetti magici bastoni
	+ 2

	Oggetti magici bacchette
	+ 3


ATTACCO CON LO SGUARDO:

Azione


Percentuale di incontrare lo sguardo

Attaccando o sorpreso



       Automatico

Cercando di evitare lo sguardo



20%

Occhi chiusi (Thac0 –4)



  0%

Dando le spalle usando uno specchio (Thac0 –2)

  0%


ATTERRAMENTO (Knock Down)
Taglia
KD
dado
Mod.


Minuscolo
 3       
d4
-2   
TS contro morte o cade prono.

Piccolo
 5
d6
-1   
Il “Mod.” indica il passaggio  

Medio
 7
d8
       
alla categoria di dado 

Grande
  9
d10   
+1
superiore.
Enorme
 11
d12    
+2 
MODIFICATORI PER IL RIPARO (CA):

	Il bersaglio è:
	Riparo
	R. leggero
	Il bersaglio è:
	Riparo
	R. leggero

	Nascosto al 25%
	- 2
	- 1
	Nascosto al 75%
	- 7
	- 3

	Nascosto al 50%
	- 4
	- 2
	Nascosto al 90%
	- 10
	- 4



MOSSE SPECIALI ED EFFETTI DEI COLPI MIRATI

Mosse Speciali
Modificatori ed Effetti della mossa
Afferrare*

Thac0 vs CA0, avversario Thac0 vs CA4, vince il miglior scarto. Afferra



il bersaglio (o l'oggetto), Check di FOR per il possesso.

Bastonare*
Thac0 –8, danni x 5%= Probabilità di K.O. (max 40%)

Bloccare
Thac0 vs CA4, avversario Thac0 normale, vince il miglior scarto, L'arma 


dell'avversario viene pressata contro di lui

Colpire con scudo
Danni = bonus di FOR + 1d3(s.piccolo) +1d4 (s.medio) +1d5 (s.grande)

Copertura

Solo all’inizio, si vince l’iniziativa, con armi da lancio o con sorpresa.

Disarmare*
Thac0 vs CA0, avversario Thac0 vs CA4, vince il miglior scarto. Con


un’arma a due mani si ha un bonus di +4, non si può disarmare un’arma


di due gradi più grandi di quella posseduta. Le armi ad una mano volano


via (1d8 x 50cm) le armi a due mani o lo scudo vengono spostati.

Guardia

Si tiene sotto controllo una casella, automaticamente si vince l’iniziativa.

Immobilizzare*
1d4 bonus a chi si difende su ognuno, Thac0 vs CA senza armatura, con 



un +1 per ogni PG tentante; -4 per ogni differenza di taglia, -4 se il 



difensore ha più di due gambe. Infine un Check di FOR da parte 



dell’immobilizzato.

Parare

Riduce la CA di ½ del livello, ½+1 se guerriero, unica mossa.

Ritirata

Metà FM, senza lanciare magie né attaccare.

* Colpo mirato: deve essere dichiarato prima dell'inizio. +1 sul tiro per l'iniziativa

Effetti dei colpi mirati:

Parti
Modificatore
Effetto se si raggiunge “Paralizzato” (1/4 PF)

del corpo
Thac0

o “Fuori Uso” (1/2 PF)

Torso
-0
Nessun effetto 

Testa
-8*
1d6:
1) Accecamento: +4 su tiro per colpire dell’attaccante




2) Assordamento: il personaggio non ci sente




3) Atterramento: il personaggio finisce a terra




4) Stordimento: prova di Destrezza con -4




5) Accecamento e Assordamento: come sopra




6) Stordimento e Atterramento: come sopra

Braccia
-4*
Gli cade l'arma, lo scudo non migliora la CA

Gambe
-4*
Prova di Destrezza per restare in piedi

Punti Critici 
-8*
Movimento dimezzato, +2 sul tiro dell'attaccante 


AZIONI PERMESSE E PENALITA IN UN ROUND:

Azioni senza Muoversi e nessuna penalità

- Attacco con arma da mischia
- Lanciare una magia

- Bere una pozione

- Attacco con arma da lancio
- Guardia, Copertura o Parata
- Accendere una torcia

- Combattimento disarmato
- Uso di un oggetto magico
- Fasciare un compagno

- Raccogliere un’arma

- Frugare un PNG o un PG
- Provare ad aprire porta

- Piantare un chiodo

Azione con metà Fattore Movimento e 2 punti di penalità nell’iniziativa

- Attacco con un arma da mischia


- Dichiarare una carica

- Attacco con arma da lancio a FF dimezzato

- Guardia

- Combattimento disarmato


- Ritirata

Azione con intero Fattore Movimento e 4 punti di penalità nell’iniziativa

- Dichiarare una carica, aggiungere il 50% al FM ed ottenere un attacco alla fine del round.

- Muoversi fino al limite del proprio Fattore Movimento.

- Correre, raddoppiando il proprio Fattore Movimento.

- Sprintare triplicando il proprio Fattore Movimento, dopo un Check di FOR.

FATICA

Movimento e Attacchi causano la spesa di un Punto Fatica.(2 se affaticato).

Affaticato: L’ingombro passa alla categoria successiva. Esausto: aumenta ancora.

Con un round di riposo e TS Paralisi riuscito si passa alla categoria di fatica precedente, ogni round si ha un +1 cumulativo al TS.

CHOC CORPOREO: Si effettua un tiro di choc corporeo ogni volta che si subiscono più di 50 pf in una volta sola. Se si fallisce il tiro si muore. Si effettua altresì il tiro ogniqualvolta si subiscano, tutte insieme, un numero di ferite pari alla metà delle proprie in quel momento. Se viene fallito si va a 0 punti ferita, con le conseguenze del caso.

CONTROLLO MORALE:

2d10, se maggiore del morale si continua!

- Sono stati colti di sorpresa

- Devono affrontare forza soverchianti

- Un alleato è ucciso con la magia

- È caduto il 25% dei membri del loro gruppo

- È morta la metà dei componenti del gruppo

- Viene ucciso un compagno dopo che il gruppo è stato dimezzato

- Il capo diserta o viene ucciso

- Combattono contro una creatura che non riescono a colpire per via delle sue protezioni magiche

- Ricevono l’ordine di compiere una missione molto rischiosa

- Subiscono tentazioni varie (corruzione, tentativo di furto…)

- Ricevono l’ordine di agire come retroguardia (per proteggere una ritirata)

- Ricevono l’ordine di scaricare o usare una carica di un loro oggetto magico personale e potente

- Ricevono un’offerta di resa

- Sono accerchiati completamente

Modificatori per la situazione:

	Abbandonato dai compagni
	-6

	Capo di allineamento diverso
	-1

	Creatura caotica
	-1

	Creatura che combatte contro l’odiato nemico
	+4

	Creatura che combatte contro esseri in grado di lanciare incantesimi
	-2

	Creatura che ha da 4 a 8+ dadi vita
	+1

	Creatura che ha da 9 a 14+ dadi vita
	+2

	Creatura che ha 15 o più dadi vita
	+3

	Creatura che ha perso il 25% dei PF
	-2

	Creatura che ha perso la metà dei PF
	-4

	Creatura colta di sorpresa
	-2

	Creatura legale
	+1

	Difende la tana
	+3

	È stato ucciso l’alleato più potente
	-4

	Ha come alleato un essere in grado di lanciare incantesimi
	+2

	Il PNG è stato trattato bene
	+2

	Il PNG è stato trattato male
	-4

	Inferiorità numerica 3 a 1 (o più)
	-4

	Inferiorità numerica avversario 3 a 1 (o più)
	+2

	Non è stato ucciso nessun nemico
	-2

	Non riesce a colpire l’avversario
	-8

	Per ogni altro controllo nel round
	-1

	Terreno che offre vantaggi difensivi
	+1


VISIBILITA: Limiti

Condizioni

Movim.
Statico
Tipo
ID         Dettaglio

Cielo Limpido

1.350
900
450
90
9

Nebbia Fitta, tormenta
9
9
5
5
3

Nebbiolina, neve

450
180
90
27
9

Nebbia normale

90
45
23
14
9

Pioggerellina, vapore

900
450
225
27
9

Notte di luna piena

90
45
27
9
5

Notte di luna nuova

45
18
9
5
3

Crepuscolo

450
270
135
27
9

OSCURITA: I diversi gradi

Condizioni

Thac0
Danni
TS
CA

Chiaro di luna

(leggera nebbia)

-1
normale
-1*
-0

Luce delle stelle

(luna nuova, nebbia fitta)
-3
1/2
-3*
-2

Oscurità completa

(incantesimo, Dungeon buio)
-4
Annul.
-4
-4

* Si applica solo ai TS che implicano la possibilità di schivare il colpo 

PROIETTILI  A DISPERSIONE:

Tipo
Area       Colpito diretto    Schizzi

Acido
 D= 30 cm
  2d4 ferite
      1 ferita


Acquasanta D= 30 cm  1d6+1
      2

Olio (inf.)
 D= 90 cm
  2d6/1d6
      1d3

Veleno
 D= 30 cm
  speciale
    speciale

VELENI:

Classe
Metodo
Insorg.
Potenza

A
Iniettato
3d10 min.
15/0

B
Iniettato
2d6 min.
20/1d3

C
Iniettato
1d4+1min.
25/2d4

D
Iniettato
1d2 min.
30/2d6

E
Iniettato
Immediato
Morte/20

F
Iniettato
Immediato
Morte/0

G
Ingerito
2d6 ore
20/10

H
Ingerito
1d4 ore
20/10

I
Ingerito
2d6 min.
30/15

J
Ingerito
1d4 min.
Morte/20

K
Contatto
2d4 min.
5/0

L
Contatto
2d4 min.
10/0

M
Contatto
1d4 min.
20/5

N
Contatto
1 minuto
Morte/25

O
Iniettato
2d12 min.
Paralisi 2d6 ore

P
Iniettato
1d3 ore
Debolezza 1d3 giorni

Debolezza: Punteggi di abilità dimezzati.
QUALITA DELLE SERRATURE:

	Qualità
	Modificatore

	Cattiva
	+30

	Scadente
	+15

	Buona
	0

	Eccellente
	-20

	Superiore
	-40

	Magistrale
	-60


Le percentuali sono valide se si hanno gli arnesi giusti, altrimenti penalità da –5 a –60%. Il tempo impiegato 1d10 r


TIRI SALVEZZA DEI PERSONAGGI:



             Par, Vel     Ver, Bas   Pietrif.      Soffio     Incant.

Preti      o morte     o bacch.   o metam.

           

1-3
10
14
13
16
15

4-6
9
13
12
15
14

7-9
7
11
10
13
12

10-12
6
10
9
12
11

13-15
5
9
8
11
10

16-18
4
8
7
10
9

19+
2
6
5
8
7

Vagabondi

1-4
13
14
12
16
15

5-8
12
12
11
15
13

9-12
11
10
10
14
11

13-16
10
8
9
13
9

17-20
9
6
8
12
7

21+
8
4
7
11
5

Guerrieri 
0
16
18
17
20
19

1-2
14
16
15
17
17

3-4
13
15
14
16
16

5-6
11
13
12
13
14

7-8
10
12
11
12
13

9-10
8
10
9
9
11

11-12
7
9
8
8
10

13-14
5
7
6
5
8

15-16
4
6
5
4
7

17+
3
5
4
4
6

Maghi

1-5
14
11
13
15
12

6-10
13
9
11
13
10

11-15
11
7
9
11
8

16-20
10
5
7
9
6

21+
8
3
5
7
4
ARMATURE
	Nome
	PD
	Bonus VS
	malus

Abil
	CA

Des

	
	
	T
	P
	C
	
	

	Armatura Completa
	45
	+4
	+3
	0
	-6
	+1

	Armatura da Campo
	40
	+3
	+1
	0
	-6
	+1

	Brigantina
	20
	+1
	+1
	0
	-3
	+3

	Corazza a Bande
	30
	+2
	0
	+1
	-7
	+1

	Corazza a Scaglie
	20
	0
	+1
	0
	-5
	+2

	Corazza a Strisce
	30
	0
	+1
	+2
	-7
	+1

	Corazza ad Anelli
	15
	+1
	+1
	0
	-5
	+2

	Corazza di Cuoio
	10
	0
	–2
	0
	-1
	+4

	Corazza di Cuoio borchiata
	15
	+2
	+1
	0
	-3
	+3

	Corazza di Maglia di Ferro
	25
	+2
	0
	-2
	-5
	+2

	Corazza di Pelle
	20
	0
	–2
	0
	-5
	+2

	Corazza di Piastre
	35
	+3
	0
	0
	-7
	+0

	Corazza di Piastre di Bronzo
	30
	+2
	0
	-2
	-7
	+0

	Corazza Imbottita
	10
	0
	–2
	0
	-1
	+4


Scudi:


Punti Danno

Buckler

10

Medio

25

Pavese

35

Piccolo

10

Elmi:

Calotta

5

Cappuccio

15

Celata

25

Celata Aperta
20

Grande Elmo
35

Punti Danno Subiti = int (PF/10) +1

Se i PD dell’armatura sono dimezzati  > CA +1

Se i PD dell’armatura sono ridotti a un quarto  >  CA +2
TIRI SALVEZZA DEGLI OGGETTI: (1d20, se minore si rompono)
	Oggetto
	Acido
	Distr
	Disint
	Caduta
	F.mag
	F.norm
	Gelo
	Fulm
	Elett

	Carta ecc.
	16
	7
	19
	-
	19
	19
	2
	19
	2

	Corda
	12
	2
	19
	
	10
	6
	2
	9
	2

	Cristallo, pietra
	3
	17
	18
	
	3
	2
	2
	14
	2

	Cuoio
	10
	3
	19
	8
	6
	4
	3
	13
	2

	Legno sottile
	9
	13
	19
	2
	11
	9
	2
	10
	2

	Legno spesso
	8
	10
	19
	2
	7
	5
	2
	12
	2

	Metallo
	13
	7
	17
	2
	6
	2
	2
	12
	2

	Oli
	16
	
	19
	3
	19
	17
	5
	19
	16

	Osso, avorio
	11
	16
	19
	
	9
	3
	2
	8
	2

	Pozioni
	15
	
	19
	6
	17
	14
	13
	18
	15

	Stoffa
	12
	
	19
	
	16
	13
	2
	18
	2

	Vasellame
	4
	18
	19
	11
	3
	2
	4
	2
	2

	Vetro
	5
	20
	19
	14
	7
	4
	6
	17
	2





SOTTO L’ACQUA:

Respirazione: Si può trattenere il fiato per un n° round = 1/3

COS arrotondato per eccesso. Sotto sforzo la metà.

Movimento: Chi sa nuotare può muoversi per ½ FM x 9 metri.

Con ingombro o con armatura non può nuotare, affonda, ma

può camminare sul fondo ad 1/3 del suo FM. Si può nuotare

a velocità doppia se si supera una prova di forza.

Visibilità: In acqua dolce 15 metri, che cala di 3 metri in tre

metri. Nell'acqua salata si parte da 30 metri.

Luce: Quando c'è brutto tempo la visibilità si riduce alla metà

o meno. La luce artificiale, quando presente, illumina la metà.

Infravisione: Mai oltre la visione concessa per i sotterranei.

Combattimento: Le gittate si dimezzano. Le specie non

acquatiche hanno un +4 all'iniziativa nel combattimento ravvicinato. Le creature non acquatiche hanno un -4 nel colpire.

SCACCIARE I NON MORTI:
Liv. Chierico (Paladino 2 liv. in più)


1     2     3     4     5     6      7     8      9      10-11   12-13
14 +

Scheletro o 1 DV
10   7     4
   S     S     D    D     D*  D*      D*       D*
 D*

Zombi

13   10   7
   4     S
S     D    D
   D*      D*        D*
 D*

Ghoul o 2 DV
16   13   10   7     4
S     S     D
   D        D*        D*
 D*

Ombra o 3 DV
19   16   13  10    7
4     S     S
   D        D
         D*
 D*

Wight o 5 DV
20   19   16  13   10
7     4      S
    S        D
         D
 D*

Ghast

-      20   19  16   13    10    7     4
    S        S
         D
 D

Wraith o 6 DV
-      -     20
  19   16    13   10     7
    4         S
         S
 D

Mummia o 7 DV
-      -     20
  19   16    13   10     7
    4         S
         S
 S

Spettro o 8 DV
-      -      -
   -     20    19   16    13   10        7
         4 
 S

Vampiro o 9 DV
-      -      -
   -      -     20    19    16   13      10
         7
 4

Fantasma o 10 DV
-      -      -
   -      -
-     20    19   16       13        10
 7

Lich o 11 DV e più
-      -      -
   -      -
-      -      20   19      16
        13
 10

Speciale

-      -      -
   -      -
-      -       -
   20       19        16
 13


ARMATURE E ARMI INSOLITE
	Metallo
	CA
	Peso
	Costo
	Thac0
	Danni
	PD

	Adamantite
	+1
	-25%
	*500
	+1
	
	*3

	Mithril
	+1
	
	*300
	+1
	+1
	*2

	Bronzo
	-1
	
	*0.66
	-1
	-1
	*0.66

	Acciaio Elfico
	
	-50%
	Regalo
	+2
	+1
	*2

	Acciaio Extra
	
	-10%
	*2
	
	+1
	*1.5

	Oro
	-4
	+100%
	Peso +*3
	-2
	-4
	*0.5

	Ferro
	
	+25%
	
	
	
	*0.8

	Argento
	-2
	
	Peso +*2
	
	
	*0.7


ARMI INSOLITE
	Qualità
	Thac0
	Ferite
	Rottura

	Scadente
	-1
	-1
	1-5 con 1d20

	Media
	
	
	1 con 1d20

	Superiore
	+1
	Oppure +1
	

	Eccezionale
	+1
	+1
	


IL MOVIMENTO:

Camminare = 9xFM a round.

FM 6 = 54m al min.


FM 12 = 108m al min.

In un dungeon o simili 3xFM a round, affrettando il passo -1 sulla sorpresa e +1 agli avversari, non si notano trappole, porte segrete ed elementi insoliti.

Jogging= 2x(9xFM) a round, per un numero di round uguali al punteggio di COS. Poi check di COS per ogni round, se fallisce il PG deve fermarsi a riposare per tanti round quanti ne ha fatti a passo di jogging. Quindi potrà riprendere il jogging.

Corsa= 3x(9xFM) Se il personaggio supera una prova di Forza può andare al triplo della velocità normale. Se la supera con penalità -4 può andare a velocità quadrupla. Se la supera con penalità -8 può andare a velocità quintupla. Se fallisce può tenere il passo che aveva in precedenza e in quell'inseguimento non potrà più provare ad andare a quella velocità. La corsa comporta un check di COS ogni round con penalità -1, -2, -3 a seconda del tipo, cumulativo per ogni round. 

Marcia Forzata = 1.33xFM Ogni giorno si effettua una prova di COS. Dal secondo giorno in poi si applica una penalità di -1 cumulativa. In caso di più personaggi si fa la media dei punteggi di COS. Se si fallisce ci vuole mezza giornata di riposo oppure si continua a velocità normale. Ogni giorno di marcia forzata comporta una penalità cumulativa di -1 sulla Thac0. Per eliminare la penalità di un giorno bisogna riposare mezza giornata.

All'aperto
Punti spesi per percorrere un chilometro e mezzo, da togliere dal fattore movimento del personaggio:

Arbusti, sottobosco

2

Brughiera


4

Campi


½ 

Colline basse

2

Colline ripide (pendici dei monti)



4

Deserto sassoso

2

Deserto sabbioso

3

Foresta fitta 

4

Foresta media

3

Foresta rada

2

Ghiacciaio


2

Giungla fitta

8

Giungla media

6

Montagne alte

8

Montagne basse

4

Montagne medie

6

Palude 


8

Pianura incolta, prateria 
1

Terre desertiche e selvagge
2

Tundra 


3
Sentieri
          ½ x(costo terreno)

Strade in pianura e foreste
½ 

Modificatori per il terreno:

Burrone 


+1

Caldo torrido 

+1

Crinale 


+1

Dirupo 


+3

Fango 


x2

Fiume 


+1

Gelo 


+1

Gola

+0.5

Nebbia fitta
+1

Neve normale
x2

Neve tormenta
x4

Pioggerellina 
+1

Pioggia forte 
x2

Pioggia torrenziale 
x3

Ruscello 

+1/2

Tempesta di neve 
+2

Tempesta di sabbia
x3

Venti di tempesta 
+2
SCALATE: Probabilità di base

Categoria 

Probabilità

Ladro con alpinismo
% scalare pareti + 10%

Ladro

% scalare pareti

PG con alpinismo
40% + 10% per punto

Scalatore

50%

Scalatore inesperto
40%


Modificatori scalate

Situazione


Modificatore

Appigli abbondanti (rami, sporgenze, alberi)
+40%

Corda



+55%

Rientranza



+25%

Tipo di Armatura Indossata:

corazza a strisce, a bande

-25%

corazza di piastre


-50%

corazza a scaglie, di maglia

-15%

corazza di cuoio borchiata, imbottita
-5%


Razza del personaggio:

nano



   -10%

gnomo



   -15%

halfling



   -5%

ingombro (per ogni punto in meno)
   -5%

Condizioni della superficie da scalare:

leggermente scivolosa (bagnata o friabile)
   -25%

scivolosa (ghiacciata, fangosa)

   -40%

se lo scalatore ha perso più della metà dei PF   -10%
GLI INCONTRI

Le Reazioni

	2d10
	A
	I
	M
	O

	2-3
	A
	A
	A
	F

	4-5
	A
	A
	C
	F

	6
	A
	A
	C
	C

	7
	A
	I
	C
	C

	8
	I
	I
	C
	C

	9
	I
	I
	C
	M

	10-11
	I
	I
	M
	M

	12
	C
	C
	M
	M

	13
	C
	C
	M
	O

	14
	C
	C
	M
	O

	15
	C
	M
	M
	O

	16-18
	M
	M
	O
	O

	19-20
	O
	O
	O
	O





Legenda

A = Amichevole

I = Indifferente

M = Minacciosa

O = Ostile

C = Cauta

F = Fuga

La Distanza degli incontri

Situazioni o terreno

Distanza

Entrambi i gruppi sorpresi
1d6 m

Un gruppo sorpreso

2d6 m

Nessuna sorpresa:

Nebbia fitta  o fumo

3d6 m

Giungla o foresta fitta

1d10x3 m

Foresta rada

2d6x3 m

Arbusti, sottobosco

2d12x3 m

Praterie, scarso riparo

5d10x3 m

Notte o interno di dungeon
Limite visibilità




Modificatori della Sorpresa

Altro gruppo
Mod. gruppo

Silenzioso


-2

Invisibile


-2

Emana odori (fumo, puzza)
+2

Ogni 10 membri

+1

Mimetizzato
       da -1 a –3

Compagnia dei PG

In fuga


-2

Poco illuminata

-1

Al buio


-4

Presa dal panico

-2

Anticipa L'attacco

+2

Sospettosa


+2

Condizioni atmosferiche

Pioggia


-1

Nebbia fitta

-2

Calma piatta

+2



SEGUIRE TRACCE

Terreno

Modificatore

Allentato o fangoso

+4

Sottobosco fitto, roveto

o canneto


+3

Rade impronte, polvere
+2

Terreno normale, parquet
0

Terreno Ghiaioso, acqua bassa   -10

Ogni due creature presenti

nel gruppo


+1

Ogni 12 ore da quando

l’impronta è stata lasciata
-1

Per ogni ora di neve, pioggia,

o nevischio

-5

Illuminazione scarsa (luna, luce

lunare o delle stelle)

-6

La compagnia inseguita cerca

di occultare le tracce

-5

FATTORI MOVIMENTO MODIFICATI: (E INGOMBRO)

	Forza
	12 (6)
	11(5)
	10(5)
	9(4)
	8(4)
	7(3)
	6(3)
	5(2)
	4(2)
	3(1)
	2(1)
	1(1)

	3
	2,5
	
	
	3
	
	
	
	3,5
	
	4
	
	

	4-5
	4,5
	5
	5,5
	6
	6,5
	7
	7,5
	8
	8
	8,5
	9
	9,5

	6-7
	9
	10,5
	12
	13
	14,5
	16
	17
	18,5
	20
	21
	22,5
	24

	8-9
	16
	18
	20,5
	22,5
	25
	27
	29,5
	31,5
	34
	36
	38,5
	40

	10-11
	19
	21
	23,5
	26
	29
	31,5
	34
	37
	39,5
	42,5
	45
	47,5

	12-13
	20,5
	24
	27,5
	31
	34,5
	38,5
	42
	45,5
	49
	52,5
	56,5
	60

	14-15
	25
	29,5
	34
	38,5
	43
	47,5
	52
	56,5
	61
	65,5
	70
	74,5

	16
	31,5
	36
	40,5
	45
	49,5
	54
	58,5
	63
	67,5
	72
	76,5
	81

	17
	38,5
	43,5
	49
	54,5
	60
	65,5
	70,5
	76
	81.5
	87
	92,5
	97,5

	18
	49,5
	55,5
	61
	67
	73
	79
	84,5
	90,5
	96,5
	102
	108
	114

	Nullo
	Leggero
	Modesto
	Pesante
	Grave


Effetti dell'Ingombro: Modesto: Thac0 -1; Pesante: Thac0 -2 CA +1; Grave: Thac0 -4 CA +3


LANCIO DI PERGAMENE (non proprie):

Percentuale di fallimento: 5% per ogni livello di differenza fra quello del PG e quello necessario per l’incantesimo.

Se il PG fallisce deve consultare la seguente tabella:

	Livelli di Differenza
	Fallimento
	Effetto Contrario

	1-3
	95%
	5%

	4-6
	85%
	15%

	7-9
	75%
	25%

	10-12
	65%
	35%

	13-15
	50%
	50%

	16 e più
	30%
	70%


LESIONI SPECIFICHE:

Nota: Si applicano solo se si fallisce il TS contro morte.

Escoriazione: Si cura con 4pf con Cura Ferite Leggere, o col riposo dopo 1d6pf.

Colpo: Si cura con 5pf con Cura Ferite Leggere, o col riposo dopo 2d6pf. Fino ad allora malus di –2 sul colpire, o simili, se applicabili.

Ferita: Si cura con 10pf, con Cura Ferite Gravi, o col riposo dopo 10d6pf. Ferita a braccio o gamba il totale dei PF si riduce al 75%, se addome, torso o testa al 50%.

Rottura: Si cura con Cura Ferite Gravi (i pf non si sommano!) o col riposo dopo 20d6pf. Rottura del braccio si va al 75% dei pf, gamba o costola al 50%, altrimenti al 25%.

Distruzione: Si cura con 20pf con Cura Ferite Critiche, o col riposo dopo 10d6pf. Distruzione di un arto si va al 50% dei pf, altrimenti al 25%.

Recisione: nessuna mossa per 2d10 sett. o 1d6 round se passa Choc Corporeo. Si va al 50% pf.


EFFETTO DEI COLPI CRITICI:

Sanguinare: 1d2pf a turno. Ogni volta si fa un TS contro morte, se riesce la ferita si chiude.

S.maggiore: Cura Ferite Leggere, 5pf o tramite abilità cura. Un Pg con prova INT può ridurre il danno a “sanguinare”. Perdita di 1d2 dei suoi pf a round.

S.grave: Cura Ferite Leggere o 5pf la riportano a “maggiore”. Cura Ferite Gravi o 10pf la riportano a “sanguinare”. Cura Ferite Critiche o Guarigione la guariscono. L’uso dell’abilità cura fatta a –4 la porta a “maggiore”. Perdita di 1d6x10% dei suoi pf a round.

IL SISTEMA DEI CRITICI

Si ha un critico quando un Personaggio ottiene un 18-19-20 con il dado e supera di almeno 5 punti il tiro necessario a colpire.

Arma vs taglia creatura      Effetto      Dado

Arma < taglia creatura
minore      1d6

Arma = taglia creatura
maggiore   2d4

Arma > taglia creatura
Grave        2d6

Arma due volte la taglia
Mortale     2d8

TIRO SALVEZZA CONTRO MORTE!!!

Per evitare l’effetto critico.

Un critico fa sempre doppi danni, tripli se la differenza di taglia fra l’arma e l’attaccato e maggiore o uguale a due!

Bludgeoning vs. Humanoids
d10 roll
Location

1–2

Right leg

3–4

Left leg

5

Abdomen

6–7

Torso

8

Right arm

9

Left arm

10

Head

Location: Legs (Right 1–2, Left 3–4)
1–3
No unusual effect

4
Victim knocked down

5
Knee struck, knockdown, 1/2 move

6
Foot broken, 1/2 move

7
Armor damaged, leg injured if target has no armor to cover legs, 1/4 move

8
Hip broken, minor bleeding, no move

9
Armor damaged, leg broken if target has no armor to cover legs, no move

10
Knee shattered, no move, –2 penalty to attacks

11
Hip shattered, minor bleeding, no move or attack

12    Leg shattered, no move or attack, major bleeding from compound fractures

13+
As 12 above with tripled damage dice

Location: Abdomen (5)

1–3
No unusual effect

4
Victim stunned 1d6 rounds

5
Abdomen struck, victim stunned 1 round and reduced to 1/2 move

6
Armor damaged, victim stunned 1d6 rounds, triple damage if no armor

7
Abdomen injured, 1/2 move, –2 penalty to attacks

8
Abdomen injured, minor internal bleeding, 1/2 move and –2 penalty to attacks

9
Armor damage, abdomen injured, minor bleeding, 1/2 move and –2 penalty to attacks

10
Abdomen injured, no move or attack, minor internal bleeding

11
Abdomen crushed, no move or attack, major internal bleeding

12
Abdomen crushed, victim reduced to 0 hit points with severe internal bleeding

13+
As 12 above with tripled damage dice

Location: Torso (6–7)

1–3
No unusual effect

4
Knockdown, stunned 1d4 rounds

5
Torso struck, victim stunned 1 round and reduced to 1/2 move

6
Shield damage, torso struck, 1/2 move

7
Armor damage, torso struck, 1/2 move, –2 penalty to attacks

8
Torso injured, minor internal bleeding, no move or attack

9
Ribs broken, minor internal bleeding, 1/2 move, –2 penalty to attacks

10
Ribs broken, major internal bleeding, no move or attack

11
Torso crushed, victim reduced to 0 hit points with severe internal bleeding

12
Torso crushed, victim killed

13+
As 12 above with tripled damage dice

Location: Arms (Left 8, Right 9)
1–3
No unusual effect

4
Hand struck, weapon/shield dropped

5
Arm struck, shield damage/weapon dropped

6
Hand broken, –2 penalty to attacks/shield dropped

7
Armor damage, arm broken if victim has no armor to cover limb

8
Shield damage, arm broken, stunned 1 round

9
Weapon dropped, arm broken, stunned 1d4 rounds

10
Shoulder injured, no attacks, minor bleeding

11
Arm shattered, 1/2 move, no attacks, minor bleeding

12
Shoulder shattered, no move or attacks, major bleeding

13+
As 12 above with tripled damage dice

Location: Head (10)
1–3
No unusual effect

4
Victim stunned 1d6 rounds

5
Head struck, helm removed, victim stunned 1 round; –2 penalty to attack rolls if victim had no helm

6
Head struck, –2 penalty to attacks

7
Helm damaged, face injured, stunned 1d6 rounds, 1/2 move, –4 penalty to attacks

8
Skull broken, helm damaged, victim reduced to 0 hit points and unconscious 1d4 hours

9
Face crushed, minor bleeding, no move or attack, Cha drops by 2 points 
permanently

10
Head injured, unconscious 1d6 days, lose 1 point each of Int/Wis/Cha permanently

11
Skull crushed, reduced to 0 hit points, major bleeding, Int, Wis, Cha all drop by 1/2 permanently

12
Skull crushed, immediate death

13+
As 12 above with tripled damage dice

Bludgeoning vs. Animals

d10 roll
Location

1
Right foreleg/wing

2
Left foreleg/wing

3
Right hind leg

4
Left hind leg

5
Tail (for snakes or fish, 1–5 is tail hit)

6–7
Abdomen

8–9
Torso/chest

10
Head

Location: Legs/Wings (1–4)

1–3
No unusual effect

4
Victim knocked down

5
Knee struck, victim reduced to 2/3 move

6
Foot/wrist broken, 2/3 move

7
Leg injured, 2/3 move, –2 penalty to attacks

8
Hip broken, minor bleeding, no movement, –2 penalty to attacks; wing hit forces crash landing

9
Leg broken, 2/3 move, minor bleeding; wing hit forces immediate landing

10
Knee shattered, 1/3 move, –2 penalty to attacks

11
Hip/shoulder shattered, minor bleeding, no move or attack; wing hit forces crash landing

12
Leg/wing shattered, no move or attack, major bleeding from compound fractures

13+
As 12 above with tripled damage dice

Location: Tail (5)

1–5
No unusual effect

6
Tip of tail struck; if prehensile, any items carried are dropped, –2 penalty to tail attacks due to pain

7–8
Tail injured, normal animals must save vs. death or retreat in pain; lose any tail attacks

9–10
Tail broken, lose any tail attacks, 1/2 move if animal uses tail for movement

11
Tail crushed, victim stunned 1–3 rounds, lose any tail attacks, no movement or attacks if animal uses tail for movement

12
Tail crushed, pain reduces creature to 1/2 move and –2 penalty on any attack, minor bleeding; no move or attack if animal uses tail for movement

13+
As 12 above with tripled damage dice

Location: Abdomen (6–7)

1–3
No unusual effect

4
Victim stunned 1d6 rounds

5
Abdomen struck, victim stunned 1 round and reduced to 1/2 move

6
Abdomen struck, victim stunned 1d6 rounds, reduced to 1/2 move

7
Abdomen injured, 1/2 move, –2 penalty to attacks

8
Spine broken, no move, –4 penalty to attacks

9
Abdomen injured, minor bleeding, 1/2 move and –2 penalty to attacks

10
Abdomen injured, no move or attack, minor internal bleeding

11
Spine crushed, no move or attack, major internal bleeding

12
Abdomen crushed, victim reduced to 0 hit points with severe internal bleeding

13+
As 12 above with tripled damage dice

Location: Torso (8–9)

1–3
No unusual effect

4
Knockdown, stunned 1d4 rounds

5
Torso struck, victim stunned 1 round and reduced to 1/2 move

6
Torso struck, stunned 1d6 rounds, 1/2 move

7
Spine struck, 1/2 move, –2 penalty to attacks

8
Torso injured, minor internal bleeding, no move or attack

9
Ribs broken, minor internal bleeding, 1/2 move, –2 penalty to attacks

10
Ribs broken, major internal bleeding, no move or attack

11
Spine crushed, victim reduced to 0 hit points with severe internal bleeding

12
Torso crushed, victim killed

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Victim stunned 1d6 rounds

5
Snout struck, animal must save vs. death or retreat in pain for 1d10 rounds

6
Head struck, –2 penalty to attacks

7
Jaw injured, stunned 1d6 rounds, 2/3 move, –4 penalty to all attacks

8
Skull broken, animal reduced to 0 hit points and unconscious 1d4 hours

9
Snout/face crushed, minor bleeding, 1/3 move, no bite attacks, –4 penalty to all other attacks

10
Head injured, unconscious 2d4 hours, reduced to 1/2 move and –4 penalty to all attacks for 1d3 months

11
Skull crushed, reduced to 0 hit points, major bleeding, Int, Wis, Cha all drop by 1/2 permanently

12
Skull crushed, immediate death

13+
As 12 above with tripled damage dice

Bludgeoning vs. Monsters

d10 Roll
Location

1
Right foreleg/claw/wing

2
Left foreleg/claw/wing

3
Right hind leg

4
Left hind leg

5
Tail (for snakelike or fishlike monsters, 1-5 is tail hit)

6–7
Abdomen

8–9
Torso/chest

10
Head

Location: Legs/Wings (1–4)

1–3
No unusual effect

4
Victim knocked down

5
Knee struck, victim reduced to 2/3 move, –2 penalty to attacks with that 
appendage 

6
Foot/wrist broken, 2/3 move, –4 penalty to attacks with that appendage

7
Limb injured, 2/3 move, –2 penalty to all attacks

8
Hip broken, minor bleeding, 1/3 move, no attacks with limb; wing hit forces crash landing

9
Limb broken, 2/3 move, minor bleeding; wing hit forces immediate landing

10
Knee shattered, 1/3 move, –2 penalty to all attacks

11
Hip/shoulder shattered, minor bleeding, 1/3 move, –4 penalty to all attacks; wing hit forces crash

12
Leg/wing shattered, no move, –4 penalty to all attacks, major bleeding from compound fractures

13+
As 12 above with tripled damage dice

Location: Tail (5)

1–5
No unusual effect

6
Tip of tail struck; if prehensile, any items carried are dropped, –2 penalty to tail attacks due to pain

7–8
Tail injured, lose any tail attacks

9–10
Tail broken, lose any tail attacks, if creature uses tail for movement reduced to 1/2 move

11
Tail crushed, victim stunned 1–3 rounds, lose any tail attacks, no movement if monster uses tail for movement and –4 penalty to all attacks

12
Tail crushed, pain reduces creature to 1/2 move and –2 penalty on any attack, minor bleeding; if animal uses tail for movement, no move or attack

13+
As 12 above with tripled damage dice

Location: Abdomen (6–7)

1–3
No unusual effect

4
Victim stunned 1d4 rounds

5
Abdomen struck, victim stunned 1 round and reduced to 2/3 move

6
Abdomen struck, victim stunned 1d6 rounds, reduced to 2/3 move

7
Abdomen injured, 1/2 move, –2 penalty to attacks

8
Spine injured, 1/3 move, –4 penalty to attacks

9
Abdomen injured, victim stunned 1d3 rounds, minor bleeding, 1/3 move and –2 penalty to attacks

10
Abdomen injured, no move or attack, minor internal bleeding

11
Spine crushed, no move or attack, major internal bleeding

12
Abdomen crushed, victim reduced to 0 hit points with severe internal bleeding

13+
As 12 above with tripled damage dice

Location: Torso (8–9)

1–3
No unusual effect

4
Knockdown, stunned 1d4 rounds

5
Torso struck, victim stunned 1 round and reduced to 2/3 move

6
Torso struck, stunned 1d6 rounds, 2/3 move

7
Spine struck, 1/2 move, –2 penalty to attacks

8
Torso injured, minor internal bleeding, 1/3 move, –4 penalty to all attacks

9
Ribs broken, minor internal bleeding, 1/2 move, –2 penalty to attacks

10
Ribs broken, major internal bleeding, no move or attack

11
Spine crushed, victim reduced to 0 hit points with severe internal bleeding

12
Torso crushed, victim killed

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Victim stunned 1d4 rounds

5
Jaw struck, –2 penalty to any bite attacks

6
Head struck, stunned 1 round, –2 penalty to attacks

7
Jaw injured, stunned 1d4 rounds, 2/3 move, no bite attacks

8
Skull broken, monster reduced to 1/4 normal hit points and unconscious 2d10 turns

9
Snout/face crushed, minor bleeding, 1/3 move, no bite attacks, –4 penalty 

to all other attacks

10
Head injured, unconscious 1d10 turns, reduced to 1/2 move and –4 penalty to all attacks for 3d6 days

11
Skull crushed, reduced to 0 hit points, major bleeding, Int, Wis, Cha all drop by 1/2 permanently

12
Skull crushed, immediate death

13+
As 12 above with tripled damage dice

Slashing vs. Humanoids

d10 Roll
Location

1–2

Right leg

3–4

Left leg

5

Abdomen

6–7

Torso

8

Right arm

9

Left arm

10

Head

Location: Legs (Right 1–2, Left 3–4)

1–3
No unusual effect

4
Leg struck, minor bleeding

5
Leg struck, minor bleeding; 1/2 move

6
Leg injured, major bleeding, 1/2 move

7
Armor damaged; leg injured if target has no leg armor, 1/2 move, major bleeding

8
Knee shattered, major bleeding, no move, –4 penalty to any attacks

9
Armor damaged, leg struck, minor bleeding, 1/2 move; if target has no leg armor, leg severed at knee, severe bleeding, no move or attack

10
Hip shattered, no move or attack, severe bleeding

11
Leg severed, severe bleeding, no move or attack

12
Leg severed at thigh, no move or attack, victim reduced to 0 hit points 
with severe bleeding

13+
As 12 above with tripled damage dice

Location: Abdomen (5)

1–3
No unusual effect

4
Abdomen grazed, minor bleeding

5
Abdomen struck, victim stunned 1 round and reduced to 1/2 move with minor bleeding

6
Armor damaged; victim stunned 1d6 rounds, major bleeding, 1/2 move if no armor

7
Abdomen injured, major bleeding, 1/2 move, –2 penalty to attacks

8
Abdomen injured, severe bleeding, 1/2 move, –4 penalty to attacks

9
Armor damage, abdomen injured, minor bleeding, 1/2 move and –2 penalty to attacks; if no armor, victim at 0 hit points, major bleeding

10
Abdomen injured, no move or attack, severe bleeding

11
Abdomen injured, victim at 0 hp, severe bleeding

12
Abdomen destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Torso (6–7)

1–3
No unusual effect

4
Torso grazed, minor bleeding

5
Torso struck, victim stunned 1 round, reduced to 1/2 move with minor bleeding

6
Shield damage, torso struck, 1/2 move & minor bleeding

7
Armor damage, torso struck, 1/2 move, –2 penalty to attacks; if no armor, torso injured, no move or attack, severe bleeding

8
Torso injured, major bleeding, 1/2 move, –4 penalty to attacks

9
Shield damage; torso struck, –2 penalty to attacks; if no shield, torso injured, severe bleeding, no move or attack

10
Torso injured, severe bleeding, no move or attack

11
Torso destroyed, victim reduced to 0 hit points with severe bleeding

12
Torso destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Arms (Left 8, Right 9)

1–3
No unusual effect

4
Hand struck, weapon dropped, minor bleeding; no effect on shield arm

5
Arm struck, shield damage/weapon dropped, minor bleeding

6
Hand injured, –2 penalty to attacks/shield dropped

7
Armor damage, arm struck, minor bleeding; if no armor, arm injured, major bleeding

8
Hand severed, stunned 1 round, major bleeding, shield or weapon dropped

9
Armor damage, arm broken; if no armor, arm severed, stunned 1d6 rounds, major bleeding

10
Shoulder injured, no attacks, major bleeding

11
Arm severed, severe bleeding, 1/2 move

12
Arm severed, no move or attacks, severe bleeding

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Head grazed, stunned 1d3 rounds, minor bleeding

5
Head struck, helm removed, victim stunned 1 round; –2 penalty to attack rolls, minor bleeding if victim had no helm

6
Head struck, minor bleeding, victim blinded for 2d4 rounds by blood in eyes

7
Helm damaged, face injured, stunned 1d6 rounds, minor bleeding, 1/2 move, –4 penalty to attacks

8
Skull broken, helm damaged, victim reduced to 0 hit points, major bleeding

9
Throat injured, severe bleeding

10
Skull destroyed, victim reduced to 0 hp, severe bleeding, Int, Wis, Cha all drop by 1/2 permanently

11
Throat destroyed, victim killed

12
Head severed, immediate death

13+
As 12 above with tripled damage dice

Slashing vs. Animals

d10 Roll
Location

1
Right foreleg/wing

2
Left foreleg/wing

3
Right hind leg

4
Left hind leg

5
Tail (for snakes or fish, 1–5 is tail hit)

6–7
Abdomen

8–9
Torso/chest

10
Head

Location: Legs/Wings (1–4)

1–3
No unusual effect

4
Leg struck, minor bleeding

5
Knee struck, 2/3 move, minor bleeding

6
Leg injured, major bleeding, 2/3 move

7
Foot/claw injured, 2/3 move, minor bleeding, –2 penalty to attacks with that limb

8
Hip injured, major bleeding, 1/3 movement, –2 penalty to attacks; wing hit forces crash landing

9
Leg/wing severed at midpoint, 1/3 move, major bleeding; wing hit forces uncontrolled fall

10
Knee destroyed, major bleeding, 1/3 move, –2 penalty to all attacks

11
Hip/shoulder destroyed, severe bleeding, no move or attack; wing hit forces crash landing

12
Leg/wing severed at mid-thigh, no move or attack, severe bleeding

13+
As 12 above with tripled damage dice

Location: Tail (5)

1–5
No unusual effect

6
Tip of tail struck; if prehensile, any items carried are dropped, minor bleeding, –2 penalty to tail attacks

7–8
Tail injured, minor bleeding, normal animals must save vs. death or retreat; no tail attacks

9–10
Tail severed near end, major bleeding, lose tail attacks, move reduced by 
1/3 if creature uses tail for movement

11
Tail severed, victim stunned 1–3 rounds, lose tail attacks, major bleeding, no movement or attacks if animal uses tail for movement 

12
Tail severed, stunned 1–3 rounds, major bleeding, 1/2 move and –2 penalty on any attack; if animal uses tail for movement, no move or attack

13+
As 12 above with tripled damage dice

Location: Abdomen (6–7)

1–3
No unusual effect

4
Abdomen grazed, minor bleeding

5
Abdomen struck, victim stunned 1 round and reduced to 2/3 move, minor bleeding

6
Abdomen struck, victim stunned 1d6 rounds, reduced to 2/3 move, minor bleeding

7
Abdomen injured, 1/3 move, minor bleeding, –2 penalty to all attacks

8
Spine injured, no move, minor bleeding, –4 penalty to attacks

9
Abdomen injured, major bleeding, 1/3 move and –2 penalty to attacks

10
Abdomen injured, no move or attack, major bleeding

11
Spine destroyed, no move or attack, major bleeding, victim paralyzed

12
Abdomen destroyed, victim reduced to 0 hit points with severe bleeding

13+
As 12 above with tripled damage dice

Location: Torso (8–9)

1–3
No unusual effect

4
Torso grazed, minor bleeding

5
Torso struck, victim stunned 1 round and reduced to 2/3 move, minor bleeding

6
Torso struck, stunned 1d6 rounds, minor bleeding

7
Spine struck, major bleeding, 2/3 move, –2 penalty to attacks

8
Torso injured, severe bleeding, no move or attack

9
Ribs broken, major bleeding, 1/3 move, –4 penalty to attacks

10
Ribs broken, severe bleeding, no move or attack

11
Spine destroyed, victim reduced to 0 hit points with severe bleeding

12
Torso destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Head grazed, stunned 1 round, minor bleeding

5
Snout struck, minor bleeding, animal must save vs. death or retreat for 1d10 rounds

6
Head struck, minor bleeding, –2 penalty to attacks

7
Throat injured, major bleeding, 2/3 move, –4 penalty to all attacks

8
Skull broken, animal reduced to 0 hit points, major bleeding

9
Snout/face destroyed, major bleeding, 1/3 move, no bite attacks, –4 penalty to all other attacks

10
Head injured, reduced to 0 hp, severe bleeding; 1/3 move and –4 penalty to all attacks for 1d3 months

11
Throat destroyed, severe bleeding

12
Head severed, immediate death

13+
As 12 above with tripled damage dice

Slashing vs. Monsters

d10 Roll
Location

1
Right foreleg/claw/wing

2
Left foreleg/claw/wing

3
Right hind leg

4
Left hind leg

5
Tail (for snakelike or fishlike monsters, 1–5 is tail hit)

6–7
Abdomen

8–9
Torso/chest

10
Head

Location: Legs/Wings (1–4)

1–3
No unusual effect

4
Leg grazed, minor bleeding

5
Knee struck, 2/3 move, minor bleeding

6
Leg struck, minor bleeding, 2/3 move

7
Foot/claw injured, 2/3 move, minor bleeding, –2 penalty to attacks with that limb

8
Hip injured, major bleeding, 1/3 movement; wing hit forces crash landing

9
Leg/wing severed at midpoint, 1/3 move, major bleeding; wing hit forces uncontrolled fall

10
Knee destroyed, major bleeding, 1/3 move, –2 penalty to attacks with affected limb

11
Hip/shoulder destroyed, major bleeding, no move, –4 penalty to attacks; wing hit forces crash landing

12
Leg/wing severed at mid-thigh, no move or attack, severe bleeding

13+
As 12 above with tripled damage dice

Location: Tail (5)

1–5
No unusual effect

6
Tip of tail struck; if prehensile, any items carried are dropped, minor bleeding, –2 penalty to tail attacks

7–8
Tail injured, minor bleeding, monster suffers –2 penalty to all attacks due to pain; no tail attacks

9–10
Tail severed, major bleeding, no tail attacks; if creature uses tail for movement, 1/3 move

11
Tail severed, victim stunned 1 round, lose tail attacks, major bleeding; 1/3 movement, –4 penalty to attacks if monster uses tail for movement

12
Tail severed, stunned 1 round, major bleeding, 1/2 move and –2 penalty on any attack; if animal uses tail for movement, no move or attack

13+
As 12 above with tripled damage dice

Location: Abdomen (6–7)

1–3
No unusual effect

4
Abdomen grazed, minor bleeding

5
Abdomen struck, victim stunned 1 round,  minor bleeding

6
Abdomen struck, victim stunned 1d3 rounds, reduced to 2/3 move, minor bleeding

7
Abdomen injured, 1/2 move, minor bleeding, –2 penalty to all attacks

8
Spine injured, 1/3 move, minor bleeding, –4 penalty to all attacks

9
Abdomen injured, major bleeding, 1/3 move and –2 penalty to attacks

10
Abdomen injured, 1/3 move, –4 penalty to attacks, major bleeding

11
Spine injured, no move or attack, major bleeding, victim stunned 1d6 
rounds

12
Abdomen destroyed, victim reduced to 0 hit points with severe bleeding

13+
As 12 above with tripled damage dice

Location: Torso (8–9)

1–3
No unusual effect

4
Torso grazed, minor bleeding

5
Torso struck, victim stunned 1 round, minor bleeding

6
Torso struck, stunned 1d3 rounds, minor bleeding

7
Spine struck, minor bleeding, 2/3 move, –2 penalty to attacks

8
Torso injured, major bleeding, 1/3 move, –4 penalty to attacks

9
Ribs injured, major bleeding, 1/3 move, –4 penalty to attacks

10
Ribs broken, severe bleeding, 1/3 move, no attack

11
Spine broken, major bleeding, no move or attack

12
Torso destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Head grazed, minor bleeding

5
Snout struck, minor bleeding, monster must save vs. death or retreat for 1 round

6
Head struck, minor bleeding, –2 penalty to attacks

7
Throat injured, major bleeding, 2/3 move, –2 penalty to all attacks

8
Skull injured, monster reduced to 2/3 move, major bleeding, –2 penalty to all attacks

9
Snout/face injured, major bleeding, 1/3 move, no bite attacks, –2 penalty to all other attacks

10
Head injured, reduced to 0 hp, major bleeding; 1/3 move and –4 penalty to all attacks for 1d3 weeks

11
Throat destroyed, severe bleeding

12
Head severed, immediate death

13+
As 12 above with tripled damage dice

Piercing vs. Humanoids

d10 Roll
Location

1–2
Right leg

3–4
Left leg

5
Abdomen

6–7
Torso

8
Right arm

9
Left arm

10
Head

Location: Legs (Right 1–2, Left 3–4)

1–3
No unusual effect

4
Leg grazed, victim knocked down

5
Leg struck, minor bleeding

6
Leg injured, minor bleeding, 2/3 move

7
Armor damaged; leg injured if target has no leg armor, 1/2 move, major bleeding

8
Knee broken, minor bleeding, 1/3 move, –4 penalty to any attacks

9
Armor damaged, leg struck, minor bleeding, 2/3 move; if target has no leg armor, leg broken, major bleeding, 1/3 move, –4 penalty to attacks

10
Hip broken, no move or attack, major bleeding

11
Leg broken, severe bleeding, no move or attack

12
Leg destroyed, no move or attack, severe bleeding

13+
As 12 above with tripled damage dice

Location: Abdomen (5)

1–3
No unusual effect

4
Abdomen grazed, minor bleeding

5
Abdomen struck, victim stunned 1 round and reduced to 2/3 move with minor bleeding

6
Armor damaged; victim stunned 1d4 rounds, minor bleeding, 2/3 move if no armor

7
Abdomen injured, major bleeding, 1/2 move, –2 penalty to attacks

8
Abdomen injured, severe bleeding, 1/2 move, –4 penalty to attacks

9
Armor damage, abdomen injured, minor bleeding, 1/2 move and –2 penalty to attacks; if no armor, victim at 0 hit points, major bleeding

10
Abdomen injured, 1/3 move, no attack, severe bleeding

11
Abdomen injured, victim at 0 hp, severe bleeding

12
Abdomen destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Torso (6–7)

1–3
No unusual effect

4
Torso grazed, minor bleeding

5
Torso struck, 2/3 move with minor bleeding

6
Shield damage, torso struck, 2/3 move & minor bleeding

7
Armor damage, torso struck, 2/3 move, –2 penalty to attacks; if no armor, torso injured, no move or attack, severe bleeding

8
Torso injured, major bleeding, 1/2 move, –4 penalty to attacks

9
Shield damage; torso struck, –2 penalty to attacks; if no shield, ribs broken, severe bleeding, no move or attack

10
Ribs broken, severe bleeding, no move or attack

11
Torso destroyed, victim reduced to 0 hit points with severe bleeding

12
Torso destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Arms (Left 8, Right 9)

1–3
No unusual effect

4
Hand struck, weapon dropped, minor bleeding; no effect on shield arm

5
Arm struck, shield damage/weapon dropped, minor bleeding

6
Hand injured, –2 penalty to attacks/shield dropped

7
Armor damage, arm struck, minor bleeding; if no armor, arm injured, minor bleeding

8
Arm broken, victim stunned 1 round, minor bleeding, shield or weapon 



dropped

9
Armor damage, arm injured, –2 penalty to attacks or shield dropped; if no armor, arm broken, stunned 1d6 rounds, major bleeding

10
Shoulder injured, no attacks, major bleeding

11
Arm destroyed, major bleeding, 2/3 move

12
Arm destroyed, no move/attack, major bleeding

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Head grazed, stunned 1d3 rounds, minor bleeding

5
Head struck, helm removed, victim stunned 1 round; –2 penalty to attack rolls, minor bleeding if victim had no helm

6
Eye injured, –4 penalty to all attacks; if helmed, victim is only stunned 1 round instead

7
Helm damaged, face injured, stunned 1d6 rounds, minor bleeding, 2/3 move, –4 penalty to attacks

8
Skull broken, helm damaged, victim reduced to 0 hit points, major 

bleeding

9
Throat injured, severe bleeding

10
Skull broken, victim reduced to 0 hp, major bleeding, Int, Wis, Cha all drop by 1/2 permanently

11
Throat destroyed, victim killed

12
Head destroyed, immediate death

13+
As 12 above with tripled damage dice

Piercing vs. Animals

d10 Roll
Location

1
Right foreleg/wing

2
Left Foreleg/wing

3
Right hind leg

4
Left hind leg

5
Tail (for snakes or fish, 1–5 is tail hit)

6–7
Abdomen

8–9
Torso/chest

10
Head

Location: Legs/Wings (1–4)

1–3
No unusual effect

4
Leg struck, minor bleeding

5
Knee struck, 2/3 move, minor bleeding

6
Leg injured, minor bleeding, 2/3 move

7
Foot/claw injured, minor bleeding, –2 penalty to attacks with that limb

8
Hip injured, minor bleeding, 2/3 movement, –2 penalty to all attacks; wing hit forces crash landing

9
Leg/wing broken, 1/3 move, minor bleeding; wing hit forces crash landing

10
Knee broken, minor bleeding, 1/3 move, –2 penalty to all attacks

11
Hip/shoulder destroyed, major bleeding, no move or attack; wing hit forces crash landing

12
Leg/wing destroyed, no move or attack, major bleeding

13+
As 12 above with tripled damage dice

Location: Tail (5)

1–5
No unusual effect

6
Tip of tail struck; if prehensile, any items carried are dropped, minor bleeding, –2 penalty to tail attacks

7–8
Tail injured, minor bleeding, normal animals must save vs. death or retreat; no tail attacks

9–10
Tail injured, minor bleeding, lose tail attacks; if creature uses tail for movement, 1/3 move

11
Tail destroyed, victim stunned 1–3 rounds, lose tail attacks, major bleeding, no movement or attacks if animal uses tail for movement

12
Tail destroyed, stunned 1d2 rounds, major bleeding, 1/2 move and –2 penalty on attacks; if animal uses tail for movement, no move or attack

13+
As 12 above with tripled damage dice

Location: Abdomen (6–7)

1–3
No unusual effect

4
Abdomen grazed, minor bleeding

5
Abdomen struck, victim stunned 1 round and reduced to 2/3 move, minor bleeding

6
Abdomen struck, victim stunned 1d4 rounds, reduced to 2/3 move, minor bleeding

7
Abdomen injured, 2/3 move, major bleeding, –2 penalty to all attacks

8
Spine injured, 1/3 move, minor bleeding, –4 penalty to all attacks

9
Abdomen injured, major bleeding, 1/3 move and –2 penalty to all attacks

10
Abdomen injured, no move or attack, major bleeding

11
Spine broken, no move or attack, major bleeding, victim paralyzed

12
Abdomen destroyed, victim reduced to 0 hit points with severe bleeding

13+
As 12 above with tripled damage dice

Location: Torso (8–9)

1–3
No unusual effect

4
Torso grazed, minor bleeding

5
Torso struck, victim stunned 1 round and reduced to 2/3 move, minor bleeding

6
Torso struck, stunned 1d4 rounds, minor bleeding

7
Spine struck, minor bleeding, 2/3 move, –2 penalty to attacks

8
Torso injured, stunned 1 round, major bleeding

9
Ribs broken, minor bleeding, 1/3 move, –4 penalty to attacks

10
Ribs broken, major bleeding, no move or attack

11
Spine destroyed, victim reduced to 0 hit points with major bleeding

12
Torso destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Head grazed, stunned 1 round, minor bleeding

5
Snout struck, minor bleeding, animal must save vs. death or retreat for 1d10 rounds

6
Eye injured, stunned 1d3 rounds, –2 penalty to attacks

7
Throat injured, major bleeding, 2/3 move, –4 penalty to all attacks

8
Skull broken, animal reduced to 0 hit points, major bleeding

9
Snout/face destroyed, minor bleeding, 1/3 move, no bite attacks, –4 penalty to all other attacks

10
Head injured, reduced to 0 hp, major bleeding; 1/3 move and –4 penalty to all attacks for 1d3 months

11
Throat destroyed, severe bleeding

12
Head severed, immediate death

13+
As 12 above with tripled damage dice

Piercing vs. Monsters

d10 Roll
Location

1
Right foreleg/claw/wing

2
Left foreleg/claw/wing

3
Right hind leg

4
Left hind leg

5
Tail (for snakelike or fishlike monsters, 1–5 is tail hit)

6–7
Abdomen

8–9
Torso/chest

10
Head

Location: Legs/Wings (1–4)

1–3
No unusual effect

4
Leg grazed, minor bleeding

5
Knee struck, 2/3 move

6
Leg struck, minor bleeding, 2/3 move

7
Foot/claw injured, minor bleeding, –2 penalty to attacks with that limb

8
Hip injured, minor bleeding, 1/3 movement; wing hit forces crash landing

9
Leg/wing broken, 1/3 move, minor bleeding; wing hit forces crash landing

10
Knee destroyed, major bleeding, 1/3 move, –2 penalty to attacks with affected limb

11
Hip/shoulder destroyed, major bleeding, no move, –4 penalty to attacks; wing hit forces crash landing

12
Leg/wing destroyed, no move or attack, major bleeding

13+
As 12 above with tripled damage dice

Location: Tail (5)

1–5
No unusual effect

6
Tip of tail struck; if prehensile, any items carried are dropped, minor bleeding, –2 penalty to tail attacks

7–8
Tail injured, minor bleeding, monster suffers –2 penalty to all attacks due to pain; no tail attacks

9–10
Tail broken, minor bleeding, no tail attacks; if creature uses tail for movement, 1/3 move

11
Tail destroyed, victim stunned 1 round, lose tail attacks, major bleeding; 1/3 movement, –4 penalty to attacks if monster uses tail for movement

12
Tail destroyed, stunned 1d3 rounds, major bleeding, 1/2 move and –2 penalty on any attack; if monster uses tail for movement, no move/attack

13+
As 12 above with tripled damage dice

Location: Abdomen (6–7)

1–3
No unusual effect

4
Abdomen grazed, minor bleeding

5
Abdomen struck, victim stunned 1 round,  minor bleeding

6
Abdomen struck, victim stunned 1d3 rounds, minor bleeding

7
Abdomen injured, 2/3 move, minor bleeding, –2 penalty to all attacks

8
Spine injured, 1/2 move, minor bleeding, –4 penalty to all attacks

9
Abdomen injured, major bleeding, 1/3 move and –2 penalty to attacks

10
Abdomen injured, 1/3 move, –4 penalty to attacks, major bleeding

11
Spine injured, no move or attack, major bleeding, victim stunned 1d6 
rounds

12
Abdomen destroyed, victim reduced to 0 hit points with major bleeding

13+
As 12 above with tripled damage dice

Location: Torso (8–9)

1–3
No unusual effect

4
Torso grazed, minor bleeding

5
Torso struck, victim stunned 1 round, minor bleeding

6
Torso struck, stunned 1d3 rounds, minor bleeding

7
Spine struck, minor bleeding, 2/3 move, –2 penalty to attacks

8
Torso injured, minor bleeding, 1/3 move, –4 penalty to attacks

9
Ribs injured, major bleeding, 1/3 move, –4 penalty to attacks

10
Ribs broken, major bleeding, 1/3 move, no attack

11
Spine broken, major bleeding, no move or attack

12
Torso destroyed, victim killed

13+
As 12 above with tripled damage dice

Location: Head (10)

1–3
No unusual effect

4
Head grazed, minor bleeding

5
Snout struck, minor bleeding, monster must save vs. death or retreat for 1 round

6
Eye injured, stunned 1 round, –2 penalty to attacks

7
Throat injured, major bleeding, 2/3 move, –2 penalty to all attacks

8
Skull injured, monster reduced to 2/3 move, major bleeding, –2 penalty to all attacks

9
Snout/face injured, major bleeding, 1/3 move, no bite attacks, –2 penalty to all other attacks

10
Head injured, reduced to 0 hp, major bleeding; 1/3 move and –4 penalty to all attacks for 1d3 weeks

11
Throat destroyed, severe bleeding

12
Head destroyed, immediate death

13+
As 12 above with tripled damage dice

