ACCRIBUCE CHCECKS

ATTRIBUTE CHECK ATTRIBUTE MODIFIERS
NECIEINION 1 [ 23 [ 45 | 68 | 912 [ 1315 [ 1617 [ 18-19
d20 + Attribute Mod +Level/ 4 3 2 1 0 1 ) )
HD+Miscellaneous to CC
SIEGE DESCRIPTION
PRIMARY Challenge Class (CC)  Class abilites, saving throws and other situations require an attribue check t6 resolve. The
CLASS ATTRIBUTES attribute check result must be greater than or equal to the challenge class./T6 determifie CC
) combine the CB+CL+other modifiers as needed.
Fighter/Ranger Strength
. ) Challenge Base (CB)  The CB is 12 for primary attributes or 18 for secondary attributes.
Rogue/Assassin Dexterity
Barbari L Constituti Challenge Level (CL)  The CL is the level of difficulty of the action attefapted or the reactiomimade as deterimined by
arbarian/Mon OISR the Castle Keeper. EX: A 2™ level trap has a CL of 2.
Wizard/Illusionist Intelligence Attribute Attribute modifiers are added to attribute &hecks.
Cleric/Druid Wisdom Character Level/Hit A character’s level or monster’s hit dice are added to attribute checks.
Knight/Paladin/Bard ~ Charisma Dice

COMBATCT

Charge 4+ to attacker’s damage, -4 to the attacker's AC TO HIT..d20:+ Attribute Mod +Level Based BtH/HD+ Miscellaneous
Dodge 47 to defender’s AC AC: 10 +"Armor + Shield + Attribute Mod + Miscellaneous
Disengaging -2 to defender’'s AC COVER AC ADJUSTMENT
Disarm* attacker must hit AC 18 + defender’s HD or level 1/4 cover +2 AC
Evade +4 defender’s AC against one opponent 1/2 cover +4 AC
Flank +1 to attacker’s to hit 3/4 cover +6AC
. Full cover +10 AC
Rear +2 to attacker’s to hit
Two Weapons -3 to attacker’s primary and -6 to attacker’s off hand RANGED
COMBAT MODIFIERS
* y fi i oue, cleric aladin can di )
Only fighter, ranger, knight, rogue, cleric and paladin can disdrm Short 0
Medium -2
l:TNARMED Long 6
COMBAT MODIFIERS
Grapple Defenders AC is base 15, madified by dexterity, strength and size. For every size larger than the attacker the defender gains a +2 AC, for every
size smaller the attackemthesdefender suffersa -2AC. Attackeriadds strength bonus.
Pummel Defenders AC is treated as normak, Attacker adds bonus to hit and damage modifier. A successful hits inflicts 1-2 points of sub-dual damage.
Overbearing Defenders AC s base 15, modified by dexterity, strength and size. For every size larger than the attacker the defender gains a +2 AC, for every
size smaller the attacker the defendersuffers a -2 AC. Attacker adds strength bonus. If the hit is successful the defender is knocked down and
takes 1-2 points of subduial damage. An attacker cannot knock down a defender two sizes larger.
Touch Adl defendersthave a base AG, 10, modified by dexterity, magic items and spells.
SURPRISE* MODIFIERS *Surprise: When two separate parties could be
Cau@iliReJ/Con Bcd A5 surprised, both groups or individuals must make a gy TUATIONAL COMBAT MODIFIERS
: 4 wisdom check. If both fail they are both surprised
Actively searching i3 and nothing occurs. Initiative would be rolled as Defender prone or blind +5
Normal activity +0 norlmallto begin combat.‘ If both parties' succeed at Defender prone and defenseless +10
Runni oo 3 their wisdom check, neither are surprised. If one
UNLE OFCHArging - party succeeds and the other fails, the party that Defender at lower elevation +1
BISEPH¢ or unaware 3 failed is surprised. Defender stunned or cowering +2
LIQUID COMBAT DAMAGE AREA OF DMG SAVING THROW  Defender invisible or attacker blind _10
AFFECT *
Melee attack from mount or unstable platform -2
Acid 5 feet 1-12 dex save for half
Ranged attack from mount or unstable platform —4
Flammable gel 5 feet 2-12 con save for half )
Defender 1/4 concealed (light fog) -2
Flammable liquid (oil, greek fire, etc) 10 feet 1-8 dex save for half
Defender 1/2 concealed (dense fog) —4
Gas (poison, etc) 20 feet 2-8 con save for half
Defender 3/4 concealed (near darkness) -6
Holy Water/Unholy Water** 2 feet 1-8 n/a
Y Y Defender completely concealed -10
Poison 1 foot 1-2 con save for half

*The area of affect is calculated in diameter.

**Holy Water can only be used this way against undead and evil elemental and extraplanar
creatures. Unholy water can only be used this way against paladins, lawful good clerics, and good
elementals and extraplanar creatures.



(MONSCTERS SAVING CTHROWS

MONSTER COMBAT RESOLUTION NPC/CHARACTER SAVING THROW

TO HIT: d20 + HD + Miscellaneous

d20 + Attribute Mod +Level+Miscellaneous to CC

UNDEAD DESCRIPTION SAVE TYPE Categories
Common Common undead are non-sentient, automaton-like b vsi o
undead such as skeletons and zombies. Strengt Paralysis, Constriction
Intelligence Arcane Magic, Illusiofi
Extraordinary Extraordinary undead are semi-sentient undead of great . - .
. e Divine Magic, Cgénfusion,
power that usually have special abilities .
Wisdom Gazé Attack, Polymorphy
Unique Unique undead are rare and powerful creatures of strong Petrification
will and intelligence such as vampires and liches. Dexterity Breath Weapon, Traps

Disease, Energy Drain,

INTELLI- MENTAL GIANT DAMAGE Constitution
GENCE STRENGTH STRENGTH BONUS PoiSon
Charisma Death Attack, Charm, Fear
1-2 Animal 19 +3 Variable: Spells
3-5 Inferior 20 +4
6-8 Low 21 )
9.12 Average 2 45 d20 +Hit Dice4Miscellaneous to CC
13-15 High 23 +5 MONSTER
SAVES PRIMARY ATTRIBUTE
16-17 Superior 24 +6
18-21 Clatan I HEIGHT Physical Strength/Dexterity/Constitution
22.25 Supra-Genius Menftal Wisdom/Intelligence/Charisma
26+ Deific | Size <5 ft. Both All attributes are primary
Medium 5fe - Tt None All attributes secondary
Large >7 ft.
MONSTER EXPERIENCE POINTS GA(C PLA
HD | BASE | PERHP [ 1 I I  CUMURANCE
1 5 1 2 4 5 CATEGORY EFFECT
2 10 2 10 None No Effect
3 20 3 10 15 20 Licht Move reduced by %, +1 Challenge Level to all
18 dexterity based checks
4 40 4 20 50 40 Moderat Move reduced by Y2, +2 Challenge Level to all
5 80 5 40 60 30 oderate dexterity based checks
Move reduced by %, +4 to Challenge Level to all
6 120 6 60 90 120 sty dexterity based checks, lose dexterity bonus* to AC
7 180 7 90 135 180 Overburdened Move reduced to 1 foot per round, automatically fail all
8 250 8 125 900 250 verburdene dexterity based checks, lose dexterity bonus* to AC
* = Note that losing one’s dexterity bonus only applies if the character’s dexterity
9 400 9 200 300 400 modifier is positive, if the character has a dexterity modifier that is negative, the
10 600 10 300 450 600 negative penalty still applies.
11 750 11 375 550 750 VISION LIGHT
12 950 12 425 650 950 Darkvision The ability to see in SOURCE RANGE”
13 1200 13 600 900 1200 complete non-magical Brazier/Cresset 50 feet
darkness up to 60 feet. ~ .
14 1500 14 750 1 100 1500 (Jalnp Flre, smaH 30 feet
Deepvision The ability to see in .
15 1900 15 900 1400 1900 impenetrable non. Camp Fire, large 100 feet
16 2100 16 1000 1500 2100 magical darkness up to Candle 5 feet
120 feet.
12 2300 17 1200 1800 2300 i S Lantern BT sl
usk Vision uskvision allows one .
5 2600 18 1300 2000 2600 Bseemstlightor | B T 40 fect
19 2900 19 1500 2200 2900 moonlight as if it were Maglcal Dagger 10 feet
dusk. Magical Sword 20 fee
20 3250 20 1700 2500 3500 Lo Vi N ol agieal Swor eet
Special I: This category includes three or more attacks per round, spell use of 1*-3" leve Twilight Vision Things are clearly Torch 40 feet

(or equivalent spell-like abilities), and unique abilities such as tracking, hiding, or back visible under starlight
attacks. and moonlight for up

Special II: This category includes 5 or more attacks per round, damage of 4d6 or more to 1 mile.

* Range is in radius.

for a single attack, spell use of 4™-7™ level or equivalent, and extraordinary powers like
invisibility or etherealness.
Special III: This category includes death attacks, petrification attacks, and spell use of 8"

level and higher (or equivalent). Castles & Crusades® is a registered trademark of Troll Lord games.



WCEAPON & ARMOR SCATCISCICS

WEAPONS DMG.  RNG.! WEAPONS DMG.  RNG. WEAPONS DMG. RNG.! Ensemble, Roman +6  30lbs.
Full Chain Suit +6 45 Ibs.
Axe, Battle 1d8 — Mace, Heavy 1d8 — Aclis 1d4 20 ft. Plate Mail +7 45 Ibs.
Axe, Bearded* 3d4 — Mace, large 1d10 — Arrows (20) as bow _ Ensemble, Roman +7 45 Ibs.
Axe, Hand/ 1d6 10 fe. Mace, Light 1d6 — Arrows (12) I T _ Full Plate +8 50 Ibs.
Throwing Main Guache > 1d4+1 — Arrow, Silver (2) as bow _ Polish Hussar +8 50 Ibs.
Axe, Piercing 1d8+1 — Man Catcher # 1d4 o Blowpipe 1 10ft.
Honded + e B Maul® 11 - Bolas 14 20fc SHIELDS AC. WT
Bardiche 2d4 - Morningstar 2d4 — Bolts (12) as x-bow —
9 Ring 1d10 — Bow, Long 1d6 100 ft. Buckler +1 750 2 1bs.
Bec De Corbin? 1d10 — S [ 2 R .
oo i o iy Bow, Long Compsite 1d8 110 fe. Shield, Small Steel +1 51bs.
gl m‘K l :lo 1£ -~ Partisan * 1d8 - Bow, Short 1d6 60 ft. Shield, Small Wooden  +1& 3 Ibs.
rass Knuckles — .
X ) Pick, Heavy 1d6 — Bow, Short Compsite 1d8 70 ft. Shield;Med. Steel +1° 10 Ibs:
Cat-O-Nine-Tails 1d3 — Pick, Light 1d4 . . ;
Costus +1dmg - WIS Crossbow, Light 1d6 80 ft. Shield, Med. Wooden 17 6 Ibs!
Clearer - . Pike® 1d8 - Crossbow, Hand 1d4 30 fid Shield, Large)Steel +1°  151bs.
Club 1d6 1 0ft Poniard * 1d8 - Crossbow, Heavy 1d10 120 ft. Shield, Large Woeden ~ + 110 Ibs.
. Ranseur 2d4 — . .
Crowbill 1d6 o Sop 0 - Dart 1d3 20 ft. Pavis +6* 90 Ibs.
Dagger 1d4 10 fe. P Harpoon 1do 20 1 AC bonus is against one foe in a round.
Scimitar, Great* 2d6 — Javelin d4 30 fd &
Dirk 1d4+1 — ' 2 AC bonus)is against two foes in a round.
Scythe 2d4 — I
Fauchard * 1d6 Rock 1d2 01 3 AC bonus is dgainst three foes in a round
- Sickle 1d4 — i ¢ sefoes matound.
Fauchard Fork * 1d8 — si Taneler 5 1410 Slm‘g 1d4 50 ft. 4 Made to be restedyon the ground and fired over,
Fist 1d2 . ceve fangler _ Whip 1d2 15 fe like a mobile wall."The AC bonus applies to all foes in
Flail, H 1d10 Spear 1de 20fe. front of the shield.
ail, Heavy —
Spear, Long 1d8 — ARMORS AC wT
ooy o «
Flail, Light 1d8 Spear, Wolf 1d8 101 HEDMS AC WT
Flameberge* 2d4+2 — Staff 1d6 - Padded Armor +1 10 Ibs. Armet +6 7 Ibs
Flatchet 1d6+1 — Sword, Bastard 1d10 o Leather Coat 41 10 Ibs. Bacinet 14 7 lbs‘
Fork, Military 1d8 — Sword, Broad 2d4 o Leather Arplor +2 15 Ibs. Benin e 5 lb;
Gauntlet, Spiked ~ 1d3 — ) Ring Mail +3 20 Ibs. ’

. ) Sword, Falchion 2d4 — g Casquetel +2 8 Ibs.
S = — Sword, Long 1d8 = Hide 3 > s Coif, Chain Mail +4 5lbs,
Glaive Guisarme 2d4 - Sword, Rapier 1d6 _ Studded Deather +3 20 Ibs. Coif. Leather 41 2 Ibs
Godentag 1d6+3 — . i . ? .

Sword, Scimitar 1d6 _ Laminar, Leather +3 25 lbs. Helm, G 7 8 b
Guisarme 2d4 — . . iy, Cierls -
Sword, Short 1d6 - Mail Shirt gk 25 Ibs. Helm, N 1 +5 41bs
Halberd 1d10 — . elm, Norma Eb
Sword, Two- 2d6 — Scale Mail +4 30 Ibs. Helm, N 3 7 1bs
Hammer, Light 1d4 20 ft. Handed* Cuir Bouilld +4 25 Ibs €lm, [Norman + S.
. . ’ Helm, Pot +2 6 lbs.
L8 ey U Ll Trident 1d8 10 fe. Breastplate, bronze +4 20 lbs. :
Hatchet 1d4 — Tulwar 1d6 o Bhigadine +4 25 Ibs War Hat +2 6 lbs.
Hook Sword 1d4+1 - Voulge 2d4 — Breastplate, steel +5 30 1bs. Armor Class adjustments for helmets apply to strikes
Hook, hafted 1d6 = The * refers to two-handéd weapons. Mail Hauberk 45 351 against the head only, they do not othewise adjust
Katar 1d4+1 _ 1 Melee weapons with range can also be used S auber ~ - armor class.
Knife 1d2 10 as missile weapons. 2 +2 against chain, plate Coat of Plates +5 45 Ibs. . . . .
d t. scale : . 3Dhis we: an b d as - . Some of the armors include helms at no additional cost:
Lance, He: 1d8#** _ or scale armorsg 18, \veapon CATLBE HSed as Enscmble, Greek + 40 Ibs. Scale Mail includes a Leather Coif; Chain Mail includes a
ance, Heavy a melee weagon or confen, + 1 to the'wielder’s 2 - iy R
q o5 a n‘\e b X Banded Mail +6 40 Ibs. Chain Mail Coif; Plate Mail includes a Normal Helm; Full
Lance, Light 1d6 — AC. 4 This weapon can be used in ‘melee o _— .
) . - Splint Mail +6 45 Ibs. Plate and Polish Hussar includes a Great Helm.
Lucerne 1d12 - to trap a medium or small opponent. 5 This P
Hammer weapotpis designed to disarm opponents. Ensemble, Greek +6 50 Ibs.
TR?@;SRE COINS GEMS EXTRAORDINARY ITEMS MAGIC ITEMS
Tope % to have Coiny Value In %0 have Number of Gem Value % to hav Number of % to hav Number of ~ Max. Xp Value
ype /o to have Gold Pieces o tohave Gems Adjustment /o to have Items /o to have Ttems of Item
1 50% 2d4(x10) 10% 1d4 -10 10% 1d2 5% 1 100
2 55% 4d4 (10) 20% 1d4+1 -8 20% 1d2+1 10% 1 200
3 60% 6d4(x10) 30% 1d4+2 -6 30% 1d2+2 15% 1 300
’J) 4 65% 8d4(x10) 40% 1d4+3 -4 40% 1d2+3 20% 1 500
g 5 70% 2d6(x50) 50% 1d6+2 -2 50% 1d4+2 30% 1d2 800
U'-)-) 6 75% 4d6(x50) 60% 1d6+3 — 60% 1d4+3 40% 1d2 1300
4 7 80% 6d6(x50) 70% 1d6+4 — 70% 1d4+4 50% 1d2 2100
LD 8 85% 8d6(x50) 80% 1d6+5 — 80% 1d4+5 60% 1d2 3400
! 9 90% 2d8(x100) 90% 1d8+4 — 90% 1d6+4 70% 1d3 5500
10 91% 4d8(x100) 91% 1d8+5 — 91% 1d6+5 80% 1d3 —
'\) 11 92% 6d8(x100) 92% 1d8+6 — 92% 1d6+6 90% 1d3 —
12 93% 8d8(x100) 93% 1d8+7 — 93% 1d6+7 92% 1d3 —
13 94% 2d10(x200) 94% 1d10+6 — 94% 1d8+6 94% 1d4 =
14 95% 4d10(x200) 95% 1d10+7 — 95% 1d8+7 96% 1d4 —
15 96% 6d10(x200) 96% 1d10+8 — 96% 1d8+8 98% 1d4 —
16 97% 8d10(x200) 97% 1d10+9 — 97% 1d8+9 99% 1d4 —
17 98% 2d12(x400) 98% 1d12+8 — 98% 1d8+8 100% 1d6 —
18 99% 4d12(x400) 99% 1d12+49 — 99% 1d8+9 100% 1d6 —




