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Section 7: Combat


Section 7: Combat

Rules Modifications, Clarifications, and Additions

Initiative/PHB2 pg.93

The Individual Initiative Optional Rule is in use for the individual player characters while the Group Initiative Optional Rule is in use for the DM.

The round is broken down into ten six-second segments which corresponding with the initiative rolls (1-10) in that one minute round.  All action takes place in that round, no one goes before 1 or after 10.  The exception to this is spells, which will activate when the required time has passed, segments (or rounds/turns) even if that will take until the following round. 

In addition to the modifiers listed in Table 40: Initiative Modifiers, DMG2 (pg.55), the DEX-based Reaction Adjustment is applied to the character's individual initiative roll.  The modifier is used in its opposite form (+2 bonus becomes -2 bonus or -1 penalty becomes +1 penalty) when applied to the initiative die roll.


DEX
Modifier
DEX
Modifier
DEX
Modifier
DEX
Modifier

1
+6
4
+2
16
-1
21-23
-4

2
+4
5
+1
17-18
-2
24-25
-5

3
+3
6-15
(0
19-20
-3


In the case of simultaneous initiative, apply the modifiers from Table 41: Optional Initiative Modifiers, DMG2 (pg.55), primarily “weapon speed,” during that segment only to determine the order.  With few exceptions, natural attacks always go first in a segment.  Spell activation (when the casting is complete) always goes last in a segment.

Combat/PHB2 pg.100

The Parrying Optional Rule is in use.  The Pole Arms and Weapon Frontage Optional Rule are in use.  The Aerial Combat Tournament and Optional Rules are in use.

The STR-based Attack and Damage modifiers DO NOT apply to fired missile weapons; exceptions may include special weapons such as Great (Strength) Bows or specific magical weapons (DM’s discretion).  The STR-based Attack and Damage modifiers apply ONLY to thrown missile weapons designed specifically for throwing and ONLY at short range; exceptions may include some special weapons and/or specific magical throwing weapons (DM’s discretion).
Called Shots/DM Addition

A Called Shot is an aimed attempt to hit a particular part of an opponent’s body.  By declaring a Called Shot, it may be possible to obtain a roll under the Advanced Critical Hit System rule.  If a called shot is declared only one attack may be made that round regardless of the characters normal number of attacks or number of weapons the character uses. Armor, shield, and off-hand weapon parrying is allowed, but only one parry of any type may be attempted.


An opponent’s AC is based on getting a random hit anywhere.  Specific parts of the body are harder to hit due to size, mobility, location, or any combination of the three.


Body Part Targeted
Modifier


Abdomen/Torso
-2


Arm/Shoulder/Leg/Tail
-3


Hand/Elbow/Knee/Foot
-4
Head/Throat/Wrist/Heart/Ankle/Genitals
-6


If the called shot is successful, the hit is treated as if a natural “20” was rolled; see Advanced Critical Hit System below.

Special Damage/DM Addition
Coma: Coma, meaning deep sleep, is a state of extreme unresponsiveness, in which a character exhibits no voluntary movement or behavior.  In a deep coma, even painful stimuli are unable to affect any response, and normal reflexes may be lost.  Any character that is reduced to negative hit points must make a System Shock roll when treated (healed to 0hps).  If successful, then there are no additional effects.  If the check fails, however, the character has slipped into a coma.  The duration and lasting effects, if any, are determined randomly.

In cases of long or extreme duration the character may suffer from improper treatment.  The type of care that the character receives will be a determining factor in whether the character survives to the end of the duration or dies of starvation, dehydration, disease, or other ailment.  The character will also suffer physical effects due to being bedridden.  The character temporary looses one point of STR, DEX, and CON per month (“actual” time, not rolled duration) while in a coma.  The character will regain a point of each ability score per week while recovering.

At the end of the duration a second System Shock check is made to determine if the character recovers with or without disabilities.  This roll is modified by various factors listed in the table below. 

Factor 
Modifier

Age Category, Adolescent
-15% bonus

Age Category, Adult
+5% penalty

Age Category, Middle Aged
+10% penalty

Age Category, Old Aged and Venerable
+25% Penalty

Cure Critical Wounds
-20% bonus

Duration, Long [2]
+1 penalty per “day” rolled

Duration, Extreme [3]
+2 penalty per “month” rolled

Head Injury (incl. Critical Hit)
-10% bonus

Initial Check Failure
[1]

Poison
-20% bonus

NOTES: [1] – penalty equal to the amount the first check was missed by; [2] – adolescents suffer no penalty; [3] – adolescents suffer only a +1 penalty.

If successful, the character fully recovers with no disabilities.  If the check fails, however, the character suffers a disability.  The effect disability is determined randomly.

It is possible to treat a coma victim with magic.  A cure serious wounds spell cast on a character in a coma will reduce the duration one category.  A cure critical wounds spell cast on a character in a coma will reduce the duration two categories and will grant a -20% bonus to the second System Shock check.  A heal cast on a character in a coma will end the coma and the character awakens fully recovered (no second check required).

Disease, Rotting: Various creatures and monsters inflict a rotting-type disease (may be in addition to other damage) that causes the victim to slowly suffer its affects.  The victim will begin to notice unusual ailments (symptoms) which progressively worsen over a number of days equal to the victim’s CON.  The symptoms appear and progress as the disease causes more damage.  The victim suffers from bad breath, lethargy, pale complexion, abdominal cramps, blood in spittle/urine/excrement, and a foul body odor.  After the initial period, the victim begins to suffer more detrimental affects.  The victim begins to lose one point of CON per day, one point of STR every other day, and one point of DEX every third day.  When any ability score reaches zero the victim dies.

Life-Force (Energy) Drain: When a victim is hit by an undead or any other source, that has a special attack or effect of draining life-force (Experience Levels), they may not automatically loose the level(s).  A roll is made to determine the random effect of the drain.

Poison: Please note that the term “poison” includes natural and chemical poisons, toxins and brews, and the information that follows applies to all three.

Most poisons have a listed onset time (usually in rounds).  If an onset is not specified in the poison description, then the onset is the number of rounds equal to the victim's CON.  For natural poisons subtract the attacking creature’s level/HD from the onset time.  Most poisons do not take full effect instantly upon onset.  If an effect is not listed/described as “instant,” then the poison’s full effect will take place in the number of rounds equal to the victim's CON (for natural poisons, minus the attacking creatures level/HD).  The effects of the poison are gradual as shown below:
· Death: Victim loses one point of CON per round until death.

· Paralytic: Victim loses one point each from STR and DEX per round until the character is fully paralyzed.

· Debilitative: Victim loses one point each from CON and STR per round with until the character is disabled.

In all cases, the loss of the ability score includes the loss of benefits and gaining of penalties.  All lost ability score points are restored in 2d6 hours (divide lost points by number of hours for points per hour restored).

Undead Paralysis: When a victim is hit by an undead or other source, that has a special attack or effect of causing an undead-type paralysis, they may not automatically suffer full-body paralysis.  A roll is made to determine the random effect of the paralyzation.  The length of the paralysis depends on creature or source and is rolled randomly as well.

Exhaustion/DM Addition


Exhaustion most commonly comes into play during encounters where a character, or creature, is in continuous melee for an extended period.  If the character is in continuous melee for the number rounds equal to or greater then his CON, the character must make a CON check.


If unsuccessful, the character suffers a -1 penalty attacks and damage, and a +1 penalty to AC and ability score checks.  The penalties are accumulative increasing one per round beyond his CON until the encounter is over.

If successful, the character can continue fighting for the number of rounds equal to the difference between the die roll and his CON.  At the end of this period, the penalties will begin with a -1 penalty attacks and damage, and a +1 penalty to AC and ability score checks per round from this point onward.  No other checks are made.

After the encounter is over the character must make a System Shock check.  If unsuccessful, the character is rendered unconscious (a roll of “00” indicates death).

DM’s Note: Spell Casting Exhaustion

Cast spells (excl. innate) takes a great deal of mental and physical energy which takes a toll on the caster both mentally and physically.  If a spell caster casts all the spells that he is able to in a single day, he will suffer from extreme fatigue.  The character must make a System Shock check.  If successful, the character suffers a four penalty to attack rolls, damage, AC, ability score checks, and saving throws.  If unsuccessful, the character is rendered unconscious.
Character Death/DMG2 pg.74

The Hovering on Deaths Door Optional Rule (Modified) is in use.

A character with a high CON will be able to survive longer after suffering serious wounds then a character with a low CON.  To represent this, for every two CON points above 10 (round up), the PC/NPC can be reduced one more hit point below 0hps; see below.


CON
HPs
CON
HPs
CON
HPs
CON
HPs

≤10
-10
15-16
-13
20
-15
25
-18

11-12
-11
17-18
-14
21-22
-16

13-14
-12
19
-15
23-24
-17
If cast prior to death, the Priest’s spell deaths door, NeHB (pg.79), will allow a character to survive until he/she reaches a negative HP value equal to their CON.

Bleeding caused by some critical hits may be added to the standard below zero bleeding rate (1 hp per round), see “Critical Hit Effects, Bleeding” below.

Advanced Critical Hit System

Critical Hit Confirmation Process/DM Addition
When a natural "20" is rolled on a "To Hit" die roll, maximum damage is applied and a possible Critical Hit may have occurred.  If a roll of a natural “20" is needed to hit this rule still applies.  However, if a roll greater then a “20” is needed to hit then this rule does not apply (no automatic maximum damage and no possible critical hit confirmation).  If a Called Shot was declared, and the modified “To Hit” roll was successful, then this is treated as though a natural “20” was rolled (maximum damage is applied and a confirmation role may be made).

To confirm a possible critical hit, a second attack roll is made on 1d20 with the THAC0 based on the attacker’s unadjusted level-based THAC0 only (this gives fighter-types a higher chance to score critical hits then spell casters at higher levels).  If the second roll is successful, then a Critical Hit has occurred.

Hit Location Explanation: The critical hit charts require two die rolls: one to determine the location of the hit, and the other to determine the severity or effect.  The hit location die used, if any, depends on the attack: called shot, low attack, level attack, or high attack. 

Critical Hit Chart Explanation: There are three types of weapons: bludgeoning, piercing, and slashing.  Most weapons are assigned a type; if a weapon does not have a type; it cannot roll on a critical hit chart, although it can still inflict maximum damage.  These three weapon types are compared to three target types: humanoids, animals, and monsters.

Specific Injury Descriptions

The critical hit charts include a number of specific injuries that go beyond a simple loss of hit points.  Wounds are divided into five degrees of severity: grazed, struck, injured, broken, and finally shattered, severed, or crushed.  Wounds should be recorded on the character sheet.  Attack and movement penalties remain until the injury that created the penalty has healed.  Wounds are always accompanied by some loss of hit points, but a specific injury isn't damage per se; consider it a temporary penalty that the character has to put up with until it is restored.  Severe injuries can temporarily reduce a character's maximum allowable hit points.

Grazed: A cure light wounds (CLW) spell or other healing magic capable of restoring ≥4 hp will heal a graze.  The CLW spell does not have to actually restore that many points; it just must be capable of doing so.  Grazes also heal naturally as if they were a loss of 1d6 hp.

Struck: Injuries of this type can be healed by a CLW spell or other healing magic capable of restoring ≥5 hp of damage.  Struck areas heal naturally as if they were a loss of 2d6 hp.

Injured: A cure serious wounds (CSW) spell or other healing magic capable of restoring ≥10 hp can also repair the injury.  They heal naturally as if they were a loss of 10d6 hp.  Injuries almost always entail serious combat penalties for the wounded character.  Injured arms, legs, or tails reduce a character to 75% of his normal hit points.  An injury to the abdomen, torso, or head reduces a character to 50% of his normal hit points.

Broken: The previous two injury categories are considered to include minor breaks or cracks; this category is reserved for severe fractures.  Broken bones can be mended by a CSW spell that is devoted just to knitting the bone; unlike grazed, struck, or injured, the character regains no hit points from a spell used in this way.  Broken bones heal naturally as if they were 20d6 lost hit points.  Broken arms reduce a character to 75% of his normal hit points.  Broken ribs or legs reduce a character to 50% of his normal hit points.  Any other broken bones reduce a character to 25% of his normal hit points.

Crushed, Shattered, or Destroyed: Limbs that suffer this kind of catastrophic injury may never be usable again; hits to the torso, abdomen or head of this magnitude are often lethal.  If the victim survives, he will never naturally recover to his normal self.  A limb damaged this way will be useless for the rest of his life, and hits anywhere else will leave the victim incapacitated.  The victim will be bedridden for at least 1d8 months before he can even regain a semblance of mobility.  A cure critical wounds (CCW) spell or other healing magic capable of restoring ≥20 hp of damage can repair the damage of this kind of injury.  In addition, the bones of the affected area (if any) are assumed to be broken and may require another application of healing magic to repair (see above).  Destroyed arms reduce the victim to 75% of his normal hit points.  Destroyed shoulders, hips, or legs reduce the victim to 50% of his normal maximum hit points.  Any other wounds of this magnitude reduce the victim to 25% of his normal total.

Severed: The only way to undo this kind of damage is by means of a regeneration spell.  The shock of losing a limb will prevent a character from moving independently or attacking for 2d10 weeks.  A character that "only" loses a hand or a foot may actually be able to perform limited activities after being stunned 1d6 rounds, but only by passing a System Shock roll.  However, characters who sustain such massive injuries are best off abandoning the field to their enemies.  The loss of a limb will reduce a character's maximum normal hit points by 25% for a partial loss, or 50% for a more catastrophic loss.  If the character can compensate with a wooden leg or hook, the hit point loss may be reduced by one step.

Critical Hit Effect Descriptions

There are several possible effects of injuries caused by critical hits: bleeding, attack penalties, movement penalties, knockdowns, dropped weapons or shields, and possible armor or shield damage.  Some of these conditions are temporary while others remain until the injury that created the effect is healed.

Bleeding:

· Minor: Results in the loss of 1d2 hp per turn until the wound is magically healed or bound.  In addition, there is a chance that minor bleeding will stop on its own.  The character may roll a saving throw vs. death magic each time he suffers damage from minor bleeding; if he is successful, the bleeding stops.  Anybody can stop minor bleeding by applying a bandage or otherwise addressing the injury.

· Major: Results in a loss of 1d2 hp per round until the wound is magically healed or bound.  The Hovering at Death’s Door Rule represents major bleeding.  Major bleeding can be stopped by a CLW spell (the victim recovers hit points, too), the healing of ≥5 hp of damage by any other magical means, or by a successful use of the healing proficiency.  If the wound is bound by an untrained character, make an Intelligence check for the would-be medic.  If he fails, he is unable to help.  If he makes the check, the bleeding is reduced to minor.

· Severe: The victim will loose 1d6x10% of his full hit point total every round.  A CLW spell (or ≥5 hp of healing) will reduce severe bleeding to major bleeding; a CSW spell (or ≥10 hp of healing) reduces it to minor bleeding; and a CCW or heal spell stops it altogether.  An untrained character has no chance to bind a torso, abdomen, or head wound with severe bleeding, but a successful use of the healing proficiency with a -4 penalty reduces severe bleeding to major bleeding.

Attack Penalties: Many critical hits result in an attack penalty applied to either all attacks with the particular limb that was injured or to all attacks, casting spells, or any other combat action except moving or using magical items.

Movement Penalties: Hits to the legs and body may penalize a character's ability to move.  If the character's movement is limited, he may not charge, run, or sprint; he can only move by using the reduced rate.  A character with no movement at all can drag himself on the ground with a movement rate of 1.

Knockdowns: If a critical hit calls for a knockdown, the victim is still entitled to a saving throw vs. paralyzation @ +1 per level to avoid falling down.

Armor and Shield Damage: Some critical hits call for possible damage to armor or shield.  If the victim has no armor at that location, the blow is usually assumed to have more severe effects than if the character was protected.  If the creature struck does have a shield or armor to deflect the blow, it may be damaged if the chart calls for it.  The armor or shield must roll an item saving throw vs. crushing blow.  A damaged shield is useless.  If armor is damaged, only the location struck is useless, and it no longer contributes to the overall AC of the suit.  Refer to the rules for Partial Armor.

Advanced Fumble System

Fumble Process/DM Addition
When a natural "1" is rolled on a "To Hit" die roll, the attack misses and a fumble has occurred.  If a roll of a natural “1" is the minimum roll needed to hit this rule still applies.  A natural “1” is always a fumble.

The player must roll for the random effects of the fumble which ranges from breaking the weapon to critically hitting himself or a companion.

Miscellaneous Combat Information

Instant Kill/DMG1 pg.75

This rule is used for an attempted instantaneous kill of a helpless (stunned, held, paralyzed, sleeping, and etc.) victim during melee combat.  If a character takes at least one round to kill one helpless victim success is automatic.  If a character tries to kill more then one victim per round, then a roll for each victim is needed.  A character can make a number of instant kill attempts equal to his normal number of attacks with a melee weapon.

On the table below, cross-reference the attacker's level/HD with victim's level/HD for the base percentage, and then apply appropriate modifiers to get the final percentage needed for success.

Instant kill modifiers:


+ attacker's INT [1]
-5% per victim [3]


+10% for Warriors
-15% if not immobilized [4]


+15% for Rogues
+5% for Tiny/Small


-20% for Wizards
-10% for Giant


+ victim's AC if >0 [1,2]
-20% for Huge


- victim's AC if <0 [1,2]
-40% for Gargantuan

NOTES: [1] – as percentage; [2] – no DEX or shield bonus; [3] – after the first; [4] – stunned, asleep, entangled, webbed, and etc.


Level of victim


≤1
2-3
4-5
6-7
8-9
10
12
14
16
≥18


≤1
50
45
35
25
10
01
--
--
--
--


2-3
60
55
45
35
20
05
--
--
--
--


4-5
65
60
50
40
25
10
01
--
--
--


Level
6-7
75
70
60
50
35
20
10
01
--
--


of
8-9
90
85
75
65
50
35
25
15
01
--


killer
10-11
99
95
85
75
60
45
35
25
10
01 


12-13
100
100
95
90
75
60
45
35
20
10


14-15
100
100
100
99
90
80
65
55
35
25


16-17
100
100
100
100
100
95
80
70
45
35


≥18
100
100
100
100
100
100
99
90
55
45

Detect Invisibility/DMG1 pg.60

Invisibility may make you visually undetectable; however, it does not prevent those you are hiding from detecting your presence through other means.  Your scent, the sounds you make, footprints in the dirt, the movement of brush or grass, and the swirl of dust as you walk can give you away.  Once it is believed that an invisible creature is in the area, a check can be made once a round for possible detection of invisible being. 

To determine the chance of detection, on the table below, cross-reference the detector's level/HD and INT score for the base roll, then apply appropriate modifiers to get the final roll needed for success.  For creatures with keen senses (hearing or smell) modify the base detection number by adding their level/HD.  For creatures with keen senses (hearing or smell) without INT, no base detection number (--), and/or with <7 level/HD, use their level/HD (ignoring pluses), as the base detection number.  Once successful, the invisible being is detected and will remain detected for the duration of the encounter.

Invisible Being based die roll modifiers:


+2 if stationary or flying
+3 if normally invisible


-1 if walking 1/2 - full MV
+2 if silenced/moving silently


-2 if jogging x2 MV
-1 if moving on noisy ground


-4 if running (x3 MV
-1 if wearing noisy armor

Detector based die roll modifiers [2,3]:


-2 if alerted
+2 if walking 1/2 - full MV


-2 Observation NWP [1]
+4 if jogging/running (x2 MV


-1 Alertness NWP [1]
+1 if moving on noisy ground


-1 Tracking NWP [1]
+1 if wearing noisy armor

NOTES: [1] – requires successful skill check; [2] – creatures with keen senses add level/HD; [3] – creatures with keen sense but without INT/base detection number/ less then 7HD use level/HD as base.


Intelligence Score of Detector


0-1
2-4
5-7
8-10
11
13
15
17+


7/7 & 7+
--
--
--
--
--
--
--
1


8/8 & 8+
--
--
--
--
--
--
1
2


9/9 & 9+
--
--
--
--
--
1
2
3


Level/HD
10/10
--
--
--
--
1
3
4
5


of
11/10+ & 11
--
--
--
1
3
5
6
7


Detector
12/11+ & 12
--
--
1
3
5
7
8
9


13/12+ & 13
--
1
2
5
7
9
10
11


14/13+ & 14+
1
2
3
7
9
11
13
15


15/15+ & up
1
3
4
9
11
13
16
19

2
48

