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INTRODUCTION

Arms Law & Claw Law ® deals with the integration of armed and
unarmed combat into a fantasy role playing environment. It is
designed to be used as as one of the three comerstones of the
Rolemaster™ system or as the melee and missile combat system
for other FRP games. In the latter case, it can be used as a whole
orin parts. Now reformatted and reorganized, 2nd Edition AL&CL
can add flavor, realism, and depth to your campaign without
sacrificing playability.

AL&CL has been designed to provide a logical, detailed,
manageable procedure for resolving combat between individuals
and small groups. Although this system may be unwieldy for
melees involving more than 30 combatants, the guidelines can
easily be simplified for such situations.

In addition to the comprehensive set of standard rules, optional
rules are provided to provide even greater detail and depth. A
Gamemaster should examine each of these rules to determine if it
is appropriate for his game and world system.

Certain simplifications and organizational devices have been
used to increase playability. Nonetheless, consistence and flavor
are emphasized. After all, the world of combat is a exciting one
indeed.

KEY FEATURES
» A fantastic medieval melee and missile combat system with
individual attack tables for thirty weapons and statistics for
dozens more.

+ A dozen attack tables that integrate the size, instincts, and fighting
patterns of a wide variety of animals. monsters. and practitioners
of the martial arts .

» Ten Critical Strike Tables for: Slashing, Puncturing, Krushing,
Grappling, Unbalancing, Tiny Animal Attacks, Large Crea-
tures, Super-Large Creatures, Martial Arts Striking, and Martial
Arts Sweeps & Throws.

* A Fumble table and a Moving Maneuver table.

« Comprehensive rules cover every essential aspect of armed and
unarmed combat in a FRP environment: fumbles, parrying,
moving, maneuvering, critical damage, initiative determination,
orientation, armor, and much more.

THE TABLES

The Arms Law tables are organized by a numbering system that
begins with "8."; while the Claw Law tables are organized by a
numbering system that begins with "11." This numbering system
is the result of the fact that the two parts were originally published
as separate products: AL in 1980 and CL in 1982.

This 2nd Edition of Arms Law & Claw Law maintains that
numbering system even though all of the tables are grouped
together by type: i.e., all critical tables together, all attack tables
together, etc. In addition, all of the tables are found in back of this
product for ease of use. We decided to maintain the original
numbering scheme because most of the ICE products in print refer
to these tables by the original numbering scheme.

In order to help alleviate some of the problems caused by this
organization, we have provided a Table Index found on the last few
pages and the Table of Contents found on pages 2 and 3.
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1.1 ROLEMASTER

Rolemaster (RM) is ICE's complete fantasy role playing sys-
tem, combining Arms Law & Claw Law (AL&CL), Spell Law®
(SL), and Characrer Law & Campaign Law™ (ChL&Cal.). The
"non-boxed” rules in AL&CL are designed to be used with the
standard Relemaster system. The rules in ChL&Cal are intended
to coordinate and combine all of the individual RM systems. Thus
the rules in ChL&CalL should take precedence over the rules in the
other individual products when the complete RM system is used.

Rolemaster has 5 separately indexed sets of rules:

Arms Law & Claw Law ...............(AL or AL&CL)
Spell Law .suinsiiunaninsimmms s GOk
Characrer Law ..........ccoieveieereecniiisesinan (ChL)
Campaign Law ......cccoevivevvirnernennn, (CaL or CpL)

Rolemaster. ...........cccoocvvceeececccceccevceeceec . (RM)

In general, a specific rules "section” in Relemasteris referenced
by using the abbreviation for the appropriate set of rules, the word
"Section", and the appropriate section number (or numbers or
range of numbers). Forexample, this textisin AL&CL Section 1.0.
If a section is referenced without an abbreviation, that section can
be found in the same set of rules as the reference. Forexample, this
text is in Section 1.0.

ROLEMASTER SUPPLEMENTARY MATERIAL
Rolemasteris supported by a variety of play aids. Such products
can decrease the time and effort required for the creation of an
exciting game, and increase the amount of realism and detail
obtained during play. These play aids include:

Creatures & Treasure™ (C&T)— ICE's compendium of informa-
tion and statistics for three key elements of fantasy role playing:
creatures, treasures, and encounters. It also includes guidelines
and statistics for dozens of new races.

The Rolemaster Companions™ (RMCs) — Compendiums of new
spell lists, new professions, new races, new monsters, and a
variety of other optional matenal, rules, and guidelines.

The Shadow World™ Series — Modules and adventures in a rich,
self-contained fantasy environment designed specifically for
use with for RM, but which can be used as isolated or hidden
areas in any GM's campaign world.

ICE's Middle-earth ® Series — A wide variety of rules, guidelines,
and modules for use with fantasy role playing in J.R.R. Tolkien's
Middle-earth.

Note: For readability purposes, these rules use standard
English grammar when referring to persons of uncertain
gender: i.e., masculine pronouns. In such cases, these
pronouns are intended to convey the meanings: shelhe, his/
her, etc.



1.2 OTHER FRP SYSTEMS

If you wish to use AL&CL with another FRP system, just
read the material given in the Boxed sections like this one
found throughout the rules. These Boxed sections give
suggested guidelines and information that are useful when
integrating AL&CL into your non-Rolemaster FRP game.

In addition, Section 10.0 provides further guidelines for
non-Rolemaster GMs; specifically role players who use the
AD&D® system®.

*AD&D ' is TSR's rademark for fawtasy role plaving products. and these
references are in ne way meant to indicate that ICE has a ficense from TSR

with vegard ro this or any of our products,

1.3 DICE ROLLING
CONVENTIONS

Each die used in AL&CL is a 20-sided dice which gives a result
between 0 and 9. If two of these dice are used, a variety of results
can be obtained. However, results between | and 100 are the
primary basis of the AL&CL system (i.e.. RM is a "percentile"
system).

Note: 20-sided dice can be obtained at your local hobby and
game stores.

PeRCENTILE ("1-100") RoLLs

1-100 Roll — Most of the rolls in Rolemaster are "1-100" rolls
(also called "D 100" rolls). To obtain a 1-100 result roll two dice
together — one die is treated as the "ten's” die and the other as
the "one's" die (designate before rolling, please)., Thus a random
result between 01 and 100 (a "00" is treated as 100) is obtained.

Example: The GM asks a player to make a 1-100 roll. The
mwodice are rolled; the ten's die is a "4" and the one’s die is
a"7". Thus the resultis "47".

Low Open-ended Roll — To obtain a "low open-ended roll"
first make a 1-100roll. A roll of 01-05 indicates a particularly
unfortunate occurrence for the roller. The dice are rolled again
and the result is subtracted from the first roll. If the second roll
is 96-00, then a third roll is made and subtracted, and so on
until a non 96-00 roll is made. The total sum of these rolls is
the result of the low open-ended roll.

Example: The GM asks a player to make a low open-
ended roll, and the initial rollis a 04 (i.e., between 01 and
05). A second roll is made with a result of 97 (i.e.,
between 01 and 05): so a third roll is made, resulting in
a 03. Thus, the low open-ended roll that the GM re-
quesied is -96 (= 04 - 97 - 03).

High Open-ended Roll — To obtain a "high open-ended roll"
firstmake a 1-100roll. A roll of 96-00 indicates a particularly
fortunate occurrence for the roller. The dice are rolled again
and the result is added to the first roll. If the second roll is 96-
00, then a third roll is made and added. and so on until a non
96-00 roll is made. The total sum of these rolls is the result of
the high open-ended roll.

Example: The GM asks a player to make a high open-
ended roll.and the initial rollis a 99 (i.e., berween 96 and
100). A second roll is made with a result of 96, so a third
roll is made with a result 04. Thus, the high open-ended
roll that the GM requested is 199 (= 99 + 96 + (4).

Open-ended Roll — An open-ended roll is both high open-
ended and low open-ended. \

Non-"1-100" RoLLs

1-10 Roll — In instances when a result (roll) between | and 10 is
required, only one die is rolled. This gives a result between (0 and
9, but the O is treated as a 10. Such a roll is referred to as "1-10"
or "DI10",

1-5 Roll — Roll one die, divide by 2 and round up ("1D5").

1-8 Roll — Roll one die; if the result is 9 or 10, reroll untila | to
8 result occurs ("1D8").

2-10 Roll — Roll two dice, divide each result by 2 (round up), and
then add the two results to obtain the "2-10" ("2D5") result.

Other Required Rolls — Any other required rolls are variants of
the above.

Unmopiriep Rowrs (UM)

Certain results on some rolls indicate an immediate effect and no
modifications are considered. These rolls are marked on the
appropriate charts with a UM. For example, all weapon attacks
result in a fumble if the initial unmodified 01-100 roll falls within
the fumble range of the weapon.

[ARMS LAW & CLAW LAW 5]
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DEFINITIONS

The majority of unique terms found in AL&CL are not described
below; rather they are usually described when they are used in the
text. The terms defined below are frequently used or they are very
important for using and understanding AL&CL.

Action: An action is the activity which a character may perform
during a round (10 seconds).

Attack Roll: A "Roll" that is used to determine the results of a
melee or missile attack.

Chance: Often in AL&CL an action or activity has a "chance” of
succeeding or occurring, and this chance is usually given in the
torm of # %. This means that if a roll (1-100) is made (see below)
and the result is less than #, then the action or activity succeeds
(or occurs): otherwise it fails. Alternatively. youcanroll (1-100)
and add the result to the #,; if the result is greater than 100, then
the action or activity succeeds (or occurs); otherwise it fails.

Combat Roll: See "Attack Roll."

Concussion Hits: See "Hits."

Critical Strike: Unusual damage due to particularly effective
elemental attacks. Note; The term "critical” will often be used
instead of "critical strike”.

Defensive Bonus (DB): The total subtraction from the combat roll
due to the defender's advantages, including bonuses for the
defender's quickness, shield, armor, position, and magic items.

Dice Roll: See "Roll."

Experience Level (Level): A character's level is a measure of his
current stage of skill development, and usually is representative
of his capabilities and power.

Fire: To make a missile attack (verb) or missile attack(s) (noun).

Fumble: An especially ineffective attack or mishandling of a
weapon which yields a result that is disadvantageous for the
attacker.

Gamemaster (GM): The gamesmaster, judge, referee. dungeon-
master, etc. The person responsible for giving life to a FRP game
by creating the setting, world events and other key ingredients.
He interprets situations andrules, controls non player characters,
and resolves conflicts.

Hits (Concussion Hits): Accumulated damage, pain, and bleeding,
that can lead to shock, unconsciousness, and sometimes death
(also called Concussion Hits). Each character can take a certain
number of hits before passing out (determined by his "Body
Development” skill).

Initiative: The factor that determines which the order in which
combatants resolve their attacks. i.e., the combatant with the
highest initiative attacks first.

Level: See "Experience Level."

Maneuver Roll: A ro/l that is used to determine the results of a
maneuver.

Maneuver: An aclion performed by a character that requires
unusual concentration. concentration under pressure, or a risk
(e.g.,climbing arope, balancing on a ledge, picking a lock. etc.).
Maneuvers requiring movementare "Moving Maneuvers" (MM),
and other maneuvers are called "Static Maneuvers" (SM).

Melee: Hand-to-hand combat (i.e., combat not using projectiles,
spells, or missiles) where opponents are physically engaged —
be it a fistfight, a duel with rapiers, or a wrestling match.

[6 ARMS LAW & CLAW LAW |

Missile weapon: In Rolemaster this indicates a low velocity
airborne projectile, usually from a manually fired weapon. Such
weapons include an arrow from a bow, a quarrel from a cross-
bow,astone from asling, etc. Thrown weapons are also included
in this area. Normally, missile weapons do not include projec-
tiles fired by explosions or other high-velocity propulsion means
(e.g., guns are "projectile weapons").

Offensive Bonus (OB): Each character has an "offensive bonus"
when he is using a weapon — this OB includes bonuses for the
character's stats, superior weapon, skill rank, magic items, etc.
This OB is added lo any attack rolls that are made when he is
using that weapon.

Orientation Roll: A roll representing a character's degree of
control following an unusual action or surprise.

Parry: The use of part of a character's offensive capability to effect
an opponent's attack,

Profession (Character Class): A character’s profession is a reflec-
tion of his training and thought patterns; in game terms, it affects
how much effort is required 1c develop skill in various areas of
expertise.

Projectile weapon: As opposed o amissile weapon, this indicates
a device which mechanically fires a high-velocity projectile
(e.g., a gun).

Realm: All spells and the power required to cast spells are
classified in the three "realms” of power: Essence, Channeling,
and Mentalism.

Resistance Roll (RR): A dice roll which determines whether or not
a character successfully resists the effect of a spell, poison,
disease, or some other form of adversity.

Roll: In AL&CL two different colored 20-sided dice are used to
resolve any activity requiring a "Roll": such dice are available in
most hobby and toy stores. Each of these dice has two sets of the
numbers: 0,1,2,3.4,5,6,7,8, and 9. These dice can be used to
obtain a variety of results. These various results are described in
Section 1.3,

Round: The time (10 seconds) required to perform one action,

Self-reloading: Refers to any weapon which reloads (or re-
charges) itself and is ready for another shot almost immediately
(i.e., it is capable of two attacks in the same round). Most
projectile weapons fall into this category, while normal bows
and thrown weapons do not. Normally self-reloading weapons
only occur in FRP games in the form of magic items.

Shot: A missile attack.

Skill: Training in an area which influences how effectively a
character is able to perform a particular action or activity. "Skill
Rank” is a measure of the effectiveness of a specific skill,

Stat (Characteristic): One of 10 physical and mental attributes
which are considered most important to an adventurer in a FRP
game. Stats dictate how well a character develops his skills,
moves, fights, takes damage. absorbs information. etc.

Static Action (Static Maneuver): An action performed by a
character which requires unusual concentration, Jor thought
under pressure, and does not involve pronounced physical
movement.

Swing: A melee attack (noun) or to make a melee attack (verb).

Target: The term "target(s)" refers to the being(s), animal(s),
object(s). and/or malerial that a melee attack, missile attack, or
spell attempts to affect.
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THE TACTICAL COMBAT SEQUENCE

The Rolemaster tactical combat sequence is based on a time
frame of 10 second battle rounds and one minute turns (i.e., 6
rounds equal one turn). Normally, each combatant is allowed one
attack roll per round, whether itbe a spell, missile (bow and thrown
fire), or melee. The rationale behind allowing missile and melee
combatants only one roll every ten seconds is that, though he or she
may actually swing or fire more often than this, only one effective
attack is made in a given round. The other swings/shots are
assumed to be nullified by a shield, movement, a weapon, and/or
fate.

The basic principle to keep in mind is that each action takes a
percentage of a round to complete. For example, one can view a
physical attack as at least a 50% activity, casting a spell as a 75%
activity, preparing a spell as a 90% activity, and movement as a
0-100% activity. Thus someone that casts a spell may not make
another attack. -

The time allotted to each round may vary with the game
system and the preference of the GM, but the following
sequence of action is recommended with rounds or turn
segments of 6 to 10 seconds each.

CHANGES FROM 1sT Eprmion AL&CL

2nd Edition AL&CL and Rolemaster assume that missile (bow
and thrown weapon) attacks take 50% activity as opposed to the
normal 75% for Ist Edition RM. For consistency, both 2nd Edition
RM and ICE's science fiction RPG, Space Master, use this 50%
figure with very specific “reloading™ times.

Even though they are not normally encountered in an FRP game,
allowances have been made for multi-shot (i.e., self-reloading)
weapons like revolvers, submachine guns, and plasma repeater
rifles. After all, certain magic items might have this capability.

The RM “Missile™ phases are now called “Fire™ phases, and
there are now two Fire Phases (and of course, two Fire Result
Phases). Only hand weapons which do not require reloading may
fire in both phases (e.g., not a bow, crossbow, or single shot
firearm). Examples are revolvers, automatic pistols, and assault
rifles from our world. These weapons can be fired more easily and
frequently, and are thus offered two rolls during the round se-
quence. Details of exactly how self-reloading weapons are to be
used are found later in this section. If you do not have self-
reloading weapons in your game just ignore Fire Phase (B) and Fire
Result Phase (B).

3.1 THE BATTLE ROUND
SEQUENCE

The expanded Rolemaster combat round sequence is shown
below, with the new additions asterisked.

| — Spell Action Phase

2 — Spell Results Phase

3 — Spell Orientation Phase
4 — Fire Phase (A)

5 — Fire Result Phase (A)

6 — Movement/Maneuver Phase
7 — Fire Phase (B) *

8 — Fire Result Phase (B) *
9 — Melee Phase

10 — Melee Result Phase

11 — Final Orientation Phase

SPELL PHASE
All combatants who will cast (or prepare) a spell during this
round must specify any pertinent information to the GM (spell
type, target, option to wait for opportunity fire, etc.). If any spells
are to be cast/prepared, they would also be specified in this phase.

SPELL RESULTS PHASE

All “*cast” (not prepared) spells specified in the previous phase
are resolved simultaneously, unless an exception is indicated by
the system or the GM. Effects are applied immediately, except
spells held on opportunity.
* Movement/Maneuver is reduced to amaximum of 25% of normal

for those who have cast a spell this round, and 10% for those who

have prepared a spell.

SPELL ORIENTATION PHASE

All combatants who performed unusual activities during the
previous phase (e.g., Teleportation, Leaving, etc.) must make an
orientation roll to determine how well they have adapted them-
selves to their new surroundings. Anexceptionally low roll might
incapacitate them for the remainder of the round and prejudice
their chance for successful action in the next round, while an
exceptionally high roll would indicate the best possible result
(intermediate values should be adjusted by the GM if necessary).
The GM must determine what constitutes unusual activity within
the context of the situation.

FIRE PHASE (A)

All combatants who will fire during this phase must specify
missile lype, target/target area, and any other pertinent informa-
tion. Users of self-reloading weapons (e.g., usually automatic/
semi-automaltic projectile weapons) are able to fire in both this and
Fire Phase B. Users of missile (bow) weapons and thrown
weapons may fire in either phase, but only one. Exception:
theoretically a character with a throwable weapon in each hand
may throw one in Fire Phase (A) and one in Fire Phase (B).

« Spell casters/preparers may not fire.
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FIRe REsuLT PHASE (A)

All missile attacks specified in the previous phase are resolved
simultaneously, unless an exception is indicated. All results are
applied immediately. In the following phases, all Phase (A) firers
have 50% of their activity left and thus may:

« Melee with a -50 mod to OB; or
« Move/maneuver at 50% of normal; or
+ Fire normally in Fire Phase (B) (self-reloading weapons only).

MOVEMENT/MANEUVER PHASE

All combatants in play may move up to the maximum of their
movement allowance (depending on any activity engaged in
during the earlier phases, and the movement system being used, see
Section 7.2). Success or failure of an extraordinary maneuver must
be resolved as indicated in Section 7.1,
» Normally, drawing a weapon takes 20% of normal activity while

changing weapons takes 50% of activity,

FIRE PHASE (B)

Same as Fire Phase (A), except that a character may not fire if
he has done any of the following this round:

+ Cast/prepared a Spell.

« Fired in Fire Phase (A) and moved/maneuvered.

= Moved/maneuvered more than 50% of normal allowance.

« Been incapacitated and/or failed an orientation or maneuverroll.

Fire ResuLT PHASE (B)
Essentially the same as Fire Result Phase (A).

MELEE PHASE

All characters may make a melee attack except those who have
used more than 50% of their activity for the round. That is, they
may not have done any of the following this round:
« Cast or prepared a spell.
« Fired in Fire Phase (A) and moved/maneuvered.
« Moved/maneuvered and fired in Fire Phase (B).
» Fired in Fire Phase (A) and fired in Fire Phase (B).
* Moved/maneuvered more than 50% of normal allowance.
» Been incapacitated and/or failed an orientation or maneuver roll.

MELEE RESULT PHASE
Within each group of combatants attempting to melee attack
each other, attacks are conducted according to the following
sequence:

1) Determine order in which combatants will attack by comparing
initiative (Quickness, and other factors, depending on circum-
stance); see Section 6.1.

2) First combatant attack and result are applied immediately.

3) Second combatant, third combatant, etc., attack and apply
results in order,

4) First combatant attacks with any useable second weapon, if any
(e.g., he entered melee with a weapon in each hand, he is hasted,
etc.).

5) Second, third combatants, etc., attack with second weapon, if
any.

FINAL ORIENTATION PHASE
In the judgment of the GM, any combatant who has been under
significant pressure (e.g., surprise), or has made an unusual ma-
neuver may be required to make an orientation roll, which may
affect his ability to act in the next round.
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3.2 EXCEPTIONS

OPPORTUNITY ACTION

Combatants may plot opportunity action if they wish to perform
a combat activity in a following phase of the current round or a
following round. For example, a combatant may wish to withhold
casting a spell until he sees who is moving where, and then cast.
Opportunity action is announced during the correct phase for the
desired action. Movement restrictions apply as if the combatant
had actually performed the action during the correct phase. A
combatant who has planned opportunity action can take no other
action (except reduced movement) until the action is performed or
cancelled. Opportunity action occurs first in a phase, unless
otherwise indicated by the GM.

Example: During the spell phase, a combatant with a
prepared spell announces opportunity spell casting. He may
then cast the spell in any of the following phases of this and
the following rounds. Until he casts the spell, he may neither
melee, fire, nor make extraordinary maneuvers. He is also
reduced 10 25% of his normal movement until the round after
he casts the spell or until he cancels this opportunity action.
During a fire phase of some following round, a character
attempts to fire a bow. The spell user who has planned
opportunity fire now casts his spell, resolving it before the
bow may be fired. [f the bowman is killed or incapacitated
by the spell, the attack will not take place.

OPPORTUNITY FIRE

A combatant may claim Opportunity Fire during any phase of
the combat round that he would normally be able to fire, and does
not (see above). He may then fire normally during a subsequent
phase of the same round or a following round (and would resolve
his fire before other combatants). Opportunity Fire must be
claimed against a known foe (or group of foes in the same location).
[tmay also be claimed against a terrain feature or specific area (like
a window, portal, the corner of a building, etc.).

Example: Nandar is in combat with several minions of
Mormiresiil. During Fire Phase (A), he claims Opportunity
Fire on a specific minion he knows is hiding behind a big
rock. During the Movement and Maneuver Phase of the next
round, the minion breaks from cover and tries to run to a
gully where all of his buddies are. He never makes it;
Nandar throws his dagger during the Movement and Ma-
neuver Phase and drops him.

Movement is restricted to 25% of normal until the action is taken
orcancelled. A combatant who has declared Opportunity Fire may
take no other action (except reduced movement) until the Oppor-
tunity Fire is performed or cancelled. Opportunity Fire occurs first
in any given phase unless otherwise indicated by the GM. No
character may fire more than once in a given phase.

Example: Assume the same situation as given in the ex-
ample above. However, this time the minion steps out from
behind the rock during the Movement and Maneuver Phase,
but Nandar holds his Opportunity Fire. The nextphase of the
combat round is Fire Phase (B). Nandar decides that he
wants to take his shot now, and fires (i.e., throws) first.
Nandar s player also wants 1o take his normal Fire Phase
(B) shot with the dagger in his other hand, but the GM
indicates (quite correctly) that no combatant may fire twice
in the same phase. Nandar's player says that is unfair. The
GM says (quite correctly) that Nandar' s player is unreason-
able, The game then quickly degenerates into a fist-fight and
next week, Nandar's player doesn't show up to the game.



OB PeNALTIES FROM MOVEMENT/MANEUVER
[f a character moves/maneuvers and then fires in Fire Phase (B)
or melees in Melee Phase, he takes an OB mod to that attack. The
OB mod is -5 for every 5% moved/maneuvered. In order to fire or
melee, the character must have moved/maneuvered less than 51%
of his normal allowance and may not have performed any other
activity.

UsING MissILE FIRE WHILE IN MELEE
Normally, a combatant cannot throw or fire missiles while
engaged in melee. For these purposes, a combatant is engaged in
melee if?:
1) A foe attacked him in the previous melee phase, and
2) That foe is still within striking distance (i.e., usually within
5-10), and

3) That foe's action for the current round is to melee the combatant.

3.3 ORIENTATION ROLLS

When required by the GM, a combatant must make an orienta-
tion roll to determine his degree of self-control and awareness. The
GM must determine the difficulty of the orientation, then the
combatant makes the orientation roll in the same manner as a
maneuver (see Section 7.1). Failure means disorientation and no
further action is allowed for that round. Success means that the
combatant is under control and aware of the situation, and may take
further action that he would normally be allowed. The stat bonus
used for orientation rolls is Intuition and the skill bonus is based on
the Perception skill.

Example: Suppose a minion of Mormiresiil sneaks up on
Darien the Dragonlord, who is preparing to cast an illusion
spell. During the final orientation phase, the GM directs
Darien to make an orientation roll to see if he notices the
minion sneaking up behind him. Since the minion made a
successful maneuver (a stalking maneuver) to sneak up on
Darien, the GM assigns a degree of difficulty of "Very
Hard". Darien's roll will be modified by +5 for his good
Intuition, by +40 for his Perception skill rank of 8, and by -
20 because Darien is unusually unobservant when prepar-
ing spells. He rolls a 56 for a net maneuver roll of 81 (56 +
5+40-20). Cross-indexing on Table 8.2.2, we get a result
of "40". This means that Darien only has a 40% chance of
noticing the minion; Darien makes a second roll of 72 and
thus is completely oblivious to the danger approaching him
fromthe rear. The GM should not allow Darien to take any
actions to react to the threat of the minion.

3.4 MOVEMENT CONFLICTS

When two or more combatants attempt to perform conflicting
movements or maneuvers (such as two characters who are headed
for the same space), the GM may choose to resolve the conflict by
having the combatants in question make maneuver rolls (see
Section 7.0). If one character succeeds and the other fails, the result
is obvious. Otherwise;

» The conflict can be considered a draw, and movement for the
involved parties can be terminated at the point of conflict;

or

» The GM can use a comparison of maneuver rolls (higher roll
having choice of position) and by common sense. A combination
of the two is possible, where one of the characters, due to
position, might have an add to his maneuver roll, but phenome-
nal luck could still beat him.

In these cases of conflicting movement, the GM will have to
ultimately decide himself the outcome of the conflict. The maneu-
ver rolls of the involved parties are intended to aid him in his
decision.

3.5 CANCELING ACTION

During a round an action declared by a combatant may be
canceled before it would otherwise be resolved. A character who
has canceled his action may perform one of the following alterna-
tive actions:

» Melee with half of his normal OE, or
* Move half his normal (not running) movement, or
» Make a maneuver modified by -30

The alternative action chosen must be performed when the other
actions of that type are normally resolved.

3.6 HASTE AND SPEED

Certain spells will modify the normal turn sequence to some
degree. The most common of these modifications will be Hasre (or
Speed). A person who is hasted will basically have 200% normal
activity, but must abide by the sequence restrictions. That is,
whatever activity the person takes will have to occur in the proper
phase (thus, a hasted person could not move, fight and then move
again, denying his adversary the chance to swing back). A hasted
person could fire a bow, move, and then melee, or attack twice in
a melee phase (once at the beginning and once at the end).

* A hasted character may not fire more than twice a round.

» Casting more than one spell/round is still prohibited.

Note: The effects of Haste on spell casting is covered in SL
Section 7.4.

Note: Haste also has certain liabilities: e.o., a hasted
character expends exhaustion points (see Section 7.2) at
double normal rate, a wounded character bleeds at double
normalrate, etc. A GM should consider the ramifications of
Haste very carefully before using it in his game.
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DEFENSIVE CAPABILITIES

[n combat there are many variables which affect the severity of
an attack. The defender has several factors which work in his
favor, including: armor, shield, quickness, special items, and the
ability to parry (i.e., forgo one’s attack effectiveness in the interest
of self-preservation). Armor is the basic classification of protec-
tion, while all other defensive capabilities are expressed in terms
of a Defensive Bonus (DB) which will modify the attacker’s
combat roll in the defender’s favor.

8.2.4 ARMOR TABLE
Minimum Maximum Missle Quick-
Armor  Maneuver Mancuver Attack ness
Type Mod.* Mod.t Penalty: Penalty§
1 0 0 0 0
2 0 0 0 0
3 0 0 0 0
4 0 0 0 0
5 0 0 0 0
6 0 -20 5 0
7 -10 -40 15 10
8 -15 -50 15 15
9 -5 -50 0 0
10 -10 -70 10 5
11 -15 -90 20 15
12 -15 -110 30 15
13 -10 -70 0 5
14 -15 -90 10 10
15 -25 -120 20 20
16 -25 -130 20 20
17 -15 -90 0 10
18 -20 -110 10 20
19 -35 -150 30 30
20 -45 -165 40 40

* — Minimum maneuver modification applied to a combatant
fully trained in maneuvering while wearing the given armor
type. See ChL Section 3.4

t — Maximum maneuver modification applied to acombatant
totally untrained in maneuvering while wearing the given
armor type. See ChL Section 3.4.

i — The missile attack penalty acts as a modification to the
missile OB for a combatant wearing the given armor. This
is meant to reflect the disadvantageous effect of armor worn
on the arms of a combatant.

§ — An armor Quickness penalty can reduce or cancel a
combatant's Quickness stal bonus for his DB (see Section
4.4.2). Unlike those penalties above, this penalty can only
reduce the armor wearer's Quickness stat bonus. It will not
reduce a combatant's overall DB below the level that it
would be at with a zero Quickness stat bonus.
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4.1 ARMOR

Rolemaster armor is the basic protective capability assigned to
the material covering the body, and is divided into five categories
of four Armor Types (ATs) each (for a total of 20 types):

Cloth-Skin Base
Soft Leather Base
Rigid Leather Base

Chain Mail Base

Plate Base

CLOTH-SKIN BASE
Normal cloth attire, robes, and normal animal hides.

Skin (AT 1): — Normal clothing, assumed if other covering is not
specified.

Robes (AT 2); — Full-length rebes normally worn by spell users
and certain other combatants; e.g., a spell user might wear robes
that are his spell bonus item (see SL Section 6.1.2).

Light Hide (AT 3): — The natural hide of certain classes of
animals, both normal and unusual (e.g., Deer, Dog ,Wolf).

Heavy Hide (AT 4): — The natural hide of certain classes of
animals, both normal and unusual (e.g., Buffalo, Elephant,
Bear). The Gamemaster will have to decide on the armor type of
the creatures that populate his game.

SoFT LEATHER BASE
The heavy outer garments normally worn as weather protection
by certain civilians and as combat protection by some militia and
irregulars. Note that this category of armor was called "Pliable

Leather" in earlier editions of AL&CL.

Leather Jerkin (AT 5): — A leather vest-like covering without
arms and reaching only to the waist or mid-thigh.

Leather Coat (AT 6): — A leather coat covering the arms and to
mid-thigh.

Reinforced Leather Coat (AT 7): — A leather coast covering the
arms and to mid-thigh, but with either rigid-leather sections or
metal sections sewn in for reinforcement.

Reinforced Full-Length Leather Coat (AT 8): — A reinforced
leather coat (as above) that covers fo the lower leg.



8.2.5 SHIELD-PARRY TABLE
Bonus Bonus Weight
Versus Versus In Parry

Shield Type Melee Missile Pounds Limitations

Wall Shield 30 40 45-50 None

Full Shield 25 25 25-30 None

Normal Shield 20 20 15-20 None

Target Shield 20 10 5-10 None

Maine Gauche 15% 0 1-3 Cannot parry missile attacks.

One-Handed Arms 3% — Cannot parry missile attacks.

Two-Handed Arms o5 — Cannot parry missile attacks. Against One-handed
weapons a maximum of 50% of wielder's OB may
be used to melee parry.

Pole Arms 5% 0 - Cannot parry missile attacks. Against non-pole
arms a maximum of 50% of wielder's OB may be
used to melee parry.

Terrain (variable) — To be determined by the referee (e.g., a stone wall
could be used to "parry" a missile attack).

# — Can only be used if weapon not used to attack with or if 100% of OB is used to parry (see Section 4.3).

RiGID LEATHER BASE
Rigid leather armor and the rigid hide covering of creature like
certain reptiles and of fantastic creatures such as Dragons.
Leather Breastplate (AT 9): — A rigid breastplate covering the
torso to mid-thigh and part of the upper arms.
Leather Breastplate and Greaves (AT 10): — As above, but with
leather greaves covering the forearms and lower legs.
Half-Hide Plate (AT 11): —Rigid-leather armor which covers the
body completely, and the hide of certain creatures that contain at
least a few rigid plates (e.g., Rhinoceros, Alligator).
Full-Hide Plate (AT 12): — As half-hide plate above, except that
the rigid leather or plates are harder and/or more plentiful (e.g.,
Turtles, certain Dragons, Giant Crabs),

CHAIN MAIL BASE

Metal chain link armor, metal scale armor, and the hides of

certain fantastic creatures.

Chain Shirt (AT 13): — A chain mail shirt covering the torso to
mid-thigh and half of the upper arms.

Chain Shirt and Greaves (AT 14). — Asabove, but with greaves
on the forearms and lower legs.

Full Chain (AT 15);: — Chain mail covering most of the body and
legs in the form of a shirt and leggings.

Chain Hauberk (AT 16): — A full-length chain mail coat split
from the waist in the front and back to facilitate movement.
Certain Dragons may be of this armor type.

PLATE BaSE
Rigid armor of metal plates and the heaviest animal hides.
Metal Breastplate (AT 17): — A metal breastplate plus smaller
plates covering the torso to mid-thigh and part of the upper arms.

Metal Breastplate and Greaves (AT 18): — As above, but with
greaves on the forearms and lower legs.

Half Plate (AT 19): — Rigid plate armor covering the body, but
with chain mail between the plates, at the joints, and covering the
legs.

Full Plate (AT 20): — Rigid plate armor as half plate above, but
with plates overlapping at joints, and plate armor covering the
legs.

ARMOR PENALTIES
Due to its weight and constrictive nature, there are penalties
associated with wearing armor while attempting to maneuver,
defend, and throw/fire missiles. These penalties are detailed in the
Armor Table (8.2.4), Section 4.3, Section 5.2, and Section 7.0.

4.2 SHIELDS

Shields are represented in combat by a bonus to the wielder's
Defensive Bonus. In addition, when fighting with one or two
weapons, one weapon may be used as a "shield," but may not be
used for an attack in the same round. A shield bonus may only be
used against one opponent's attack(s) per round.

These bonuses and other factors concerning shields and parry-
ing are summarized in the Shield-Parry Table (8.2.5).
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4.3 PARRYING

A defender may wish to place more emphasis on personal
defense than is implicit in the RM combat system. Therefore, a
combatant may wish to sacrifice some orall of his Offensive Bonus
(OB) with the weapon he is presently using, in order to increase his
DB (see Section 4.4). Such an action is called parrying, though it
may be thought of in many combat situations as dodging.

The premise of sacrificing offensive capabilities in order to
increase one's defensive capability is a fundamental component in
the Rolemaster.

PARRYING MELEE ATTACKS
A defender may parry a melee attack during the Melee Phase of
the combat round by switching any or all of his OB (with the Melee
weapon he is using during the Melee Phase) to DB. All paints of

OB so switched are converted to enhance DB.

= The designation of this "OB/DB split" is done for all combatants
at the beginning of the Melee Phase.

» To parry a Melee attack, the defender must be aware that he will
be subject to the attack.

« He must also have a shield, suitable terrain, or a Melee weapon.
Some weapons may only be used to parry with a certain percent-
age of the wielder's OB.

« A combatant may only parry the foe that he attacks.

« If a combatant elects to parry with a weapon with his entire OB,
he receives the "shield" bonus for his weapon. However, he must
still make an attack with a+0 OB. These bonuses are listed on
the Shield-Parry Table (8.2.5).
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PARRYING MISSILE FIRE
As with melee parrying, a defender parrying a missile may
reduce his OB, in whole or in part, and shift that bonus to his DB.

To parry a missile attack:

+ The defender must be aware that he will be subject to the attack.

» He must also have a shield (a weapon won't do) or suitable terrain
with which to parry the missile.

» When parrying missile fire, the shift must be declared at the
beginning of Fire Phase (A) and is only applicable against one
missile attack.

» Parrying a missile attack requires 50% of a character's normal
activity for a round.

PARRYING LIMITATIONS

A combatant may use part of his OB for missile parrying,
another part for melee parrying, and another part for amelee attack;
but the sum of these may not exceed his normal OB total. A
summary of parrying limitations may be found in the Shield-Parry
Table (8.2.5).

Example: Miidek has a DB of 50 and an OB of 85. He

parries a missile (using his shield) during the Missile Phase

with 25 of his OB, resulting ina DB against that attack of 75.

Then,during the Melee Phase, he parries a melee attack with

10 of his OB, resulting in a DB of 60 against that attack.

Thus, he has a 50 OB left for his own melee attack for the

round.

THE IMPORTANCE OF PARRYING

AL&CLisbased upon the assumption that characters will use the
option of parrying to protect themselves. In a face to face battle,
only berserkers, idiots, and desperate characters always use their
entire offensive bonusin attack. Such characters usually do not last
long unless they have something special going for them (e.g.,
incredible armor, incredible luck, super healing facilities, etc.). In
most situations a character will and should use part of his offensive
bonus to attack with and the rest to increase his defensive bonus
and thus protect himself. Of course, in certain situations it is often
wise for a character to attack with his entire offensive bonus. For
example, when attacking a foe who cannot attack back; or perhaps,
when facing multiple opponents.

4.4 DEFENSIVE BONUS

The sum of all bonuses and penalties which affect the defender’s
susceptibility to being hit and damaged in combat is called the
Defensive Bonus (DB), It is the number which is subtracted from
the attacker’s combat roll. The defender’s DB is composed of
bonuses forsuperior/inferiorarmor, Quickness, position and cover,
special items. and Adrenal Defense skill bonus. A defender may
also parry (i.e., dodge) incoming attacks by forgoing a portion of
his own attack ability (see 4.3). The Defensive Modification Table
(8.2.6) summarizes the factors which affect a defender's DB.

Defensive Bonus =
+ Armor Quality Bonus
+ (Quickness Stat Bonus - Armor Quickness Penalty)
+ Adrenal Defense Skill Bonus
+ Position and Cover Bonuses
+ Spell Bonuses
+ Special Item Bonuses
+ Shield Bonus (see Section 4.2)
+ Parrying Bonus (see Section 4.3)



8.2.6 DEFENSIVE MODIFICATIONS TABLE
Effect | Category and Notes

+ (variable) | Armor quality bonus, Adrenal Defense bonus,
(Quickness stat bonus - armor Qu penalty),
spell bonuses, special item bonuses. These
factors are usually fixed for a given character.
(See Section 4.4.)

+ (variable) | Shield bonus (see the Shield-Parry Table 8.2.5).
+ (variable) | Parrying bonus (see Section 4.2)

+20 | Half "Soft" cover (see Section 4.4.4) *,

+40 | Full "Soft" cover (see Section 4.4.4) *.

+50 | Half "Hard" cover (see Section 4.4.4) *,
+100 | Full "Hard" cover (see Section 4.4.4) *.

+ (variable) | Miscellaneous (determined by Gamemaster).

Note: Modifications are cumulative unless nored otherwise.

* — Only one of these modifications can be applied at any
given time.

ARMOR QUALITY (4.4.1)

Especially good armor in terms of material, construction, or
enchantment does not change that armor’s basic type, but rather
adds a bonus to the wearer’s DB. Conversely, shoddy armor will
incur a penalty to the wearer’s DB. Itis highly recommended that
Superior Armor bonuses rarely exceed +10 or +15. See RM
Section 7.3 in ChL&Cal.

Example: Miraj, a rather successful Ranger, wears a Chain
Shirt and Greaves (AT 14) taken from the lifeless body of a
Jollower of the Bearer of the Root. The GM has decided that
this armor is of superior construction (being make by a
highly revered Dwarven smith) and so awards it a +10
quality bonus. This armor is thus AT 14(10).

QUICKNESS STAT BONUS (4.4.2)

A combatant’s DB is modified by his Quickness stat bonus or
penalty. If the defender is wearing certain types of cumbersome
armor, his Quickness stat bonus may be reduced or eliminated
completely (but never below zero); see the Armor Table (8.2.4). A
defender only has his Quickness stat bonus factored into his DB if
he is aware that he is in a combat situation and is free to move.

Example: Skhan,a T'sbalic warrior, has a temporary Quick-
ness stat score of 98 (good roliing, Skhan!). Unencumbered
by armor, Skhan is AT 1(20) (i.e., his DB is 20) when in a
combat situation and free to move. Skhan now puts on an
metal breastplate which reduces his Quickness stat bonus by
10. Now when he is in combat, barring other modifiers,
Skhan is AT 17(10).

ADRENAL DEFENSE (4.4.3)

As described in the ChL&CaL Section 3.8, Adrenal Defense is
askill which adds to adefender's DB. This is a very restrictive DB
factor. Normally, the combatant must be aware of his attacker, may
not be carrying any heavy items or any weapons (other than those
he uses in a weapon kata), and may not be wearing armor. If a
defender is using Adrenal Defense, the full skill bonus may be used
against Melee attacks. while only half of the normal skill bonus
may be used against missile attacks.

POSITION AND COVER (4.4.4)

The GM may award a variable bonus to a defender if his position
is judged to be advantageous. Penalties due to a defender’s
disadvantageous position are reflected in modifications to the
attacker’s Offensive Bonus (see Section 5.0).

Such bonuses against missile attacks should be based upon the
percentage of the defender’s body protected and the ability of
cover to stop incoming fire.

Here are some sample missile attack cover bonuses:

Half "Soft" Cover.....evenrevinnn 20
Full "Soft" Cover ....oumnennnnn.. +40
Half "Hard" Cover .....cccccceeereee. 50
Full "Hard" Cover ......coccerveernen. +100

Note: If a combatant is completely protected by cover, and
is making no attack himself, the GM may rule that no atack
may be made against him.

Example: Miildek, wondering why he ever joined the Con-

Sfused Young Lords, finds himself defending behind a low
stone wall against the combined forces of Mormiresil and
Arxdukanga. During combat, Milldek stands to fire his bow.
The wall rises to his waist, protecting him from his foes’
missile fire. The GM awards Miildek a cover bonus of 50 1o
his DB (maybe overly generous, but the GM knows that
Miildek is going to need every bit of it).

SPELLS (4.4.5)

Certain spells may increase a combatant’s DB. Such spells are
described in Spell Law.

SPECIAL ITEMS (4.4.6)

There may be special items (usually magic items) in a GM’s
campaign which will impart a DB to their possessors. These may
range from unique magical artifacts to lucky charms, Theirdesign/
strength is subject to the GM’s devising.

SHIELDS (4.4.7)

Asdescribed in Section 4.2, a shield or a weapon used as a shield
will impart a bonus to the wearer’s DB against one attack.

PARRYING (4.4.8)

As described in Section 4.3, a defender may commit part of his
OB 1o increase his DB against one attack.
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OFFENSIVE CAPABILITIES

The success of an attack will depend heavily on the weapon or
weapon combination used (Section 5.1) and the offensive capa-
bilities possessed by the attacker (Section 5.2). The offensive
factors which can affect an attack roll include: expertise. physical
prowess, experience, superior/inferior weapon(s), weapon combi-
nation, special equipment, position, status of the defender and
status of the attacker. The sum of all bonuses and penalties related
to the attacker is called the Offensive Bonus (OB).

5.1 WEAPON COMBINATIONS

A combatant's capabilities in combat are often dependent upon
what weapons he uses. The normal weapon combinations are: no
melee weapon, one-handed weapon, a one-handed weapon with a
shield, a two-handed weapon, and two one-handed weapons.

No MeLEE WEAPON

Normally a combatant without a melee weapon may not attack
and may not parry with his OB (see Section 4.3). However, if such
acombatant has a substantial object capable of blocking a weapon
blow in his hands (e.g., a stool, a mattress, a log, a body), he may
parry with half of his largest melee OB. In such a case, a GM may
even allow the combatant to make an attack. (For example, a log
might be a-10clubattack.) Anobject used to parry in this manner
may be broken or damaged (see ChL Section 7.3.6).

In a similar manner, a combatant may "parry” with suitable
terrain features (e.g., dodge around a ftree, duck under a large
branch, step hehind a door). As always, the GM is the final judge
as to the appropriateness of such "parrying” situations.

ONE-HANDED WEAPONS
A combatant armed with a single one-handed weapon may
attack once per round and parry normally (see Section 4.3).

ONE-HANDED WEAPONS WITH A SHIELD
A combatant armed with a one-handed weapon and ashield may
attack normally once per round and parry normally (see Section
3.3). Such acombatant may use his shield bonus for his DB against
one foe and then use his parry bonus against the foe he attacks.
Alternatively, he may use both bonuses against the same foe.

PoLE ArRwmS

For normal human-sized creatures, these types of weapons
require both hands to wield. Thus, they can not be used with a
shield. A combatant using a pole arm may only use 50% of his OB
to parry an opponent using a weapon that is not a pole arm.

Combatants in the second line should be allowed to strike past
friendly combatants (front line) if they are using pole arms. This
serves tosimulate the effectiveness of organized groups of fighters
with pole arms, The GM should determine whether the front line
combatants and second line combatants are adequately trained for
this type of combat.
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Two-Hanpep WEAPONS
For normal human-sized creatures, these types of weapons
require both hands to wield. Thus, they can not be used with a
shield. A combatant using a two-handed weapon may only use
509 of his OB to parry an opponent using a one-handed weapon.

Two ONE-HANDED WEAPONS
A combatant may use a one-handed weapon in each of his hands.

He is assumed to be right-handed (the same rules apply in reverse

for left handed combatants). When a combatant develops skill

with (i.e., trains with) a weapon, he must develop the skill with his
right hand and skill with the left hand separately (see ChL Section

3.0).

* Any weapon used in the left hand automatically gets a -20
modification to the combatant's OB with that weapon.

* The combatant may attack with both weapons in the same round,
or he may attack with only one and use the other for its "shield"
bonus versus melee (see Table 8.2.5).

» A combatant must direct both his attacks (and parry) against the
same target.

« If a combatant uses part of his offensive bonus for parrying, he
must decrease both his weapon OBs by that amount.

TuroOWN WEAPONS

If a stationary combatant is trained with a particular type of
throwing weapon, he may throw that weapon using 80% of his
normal OB and still melee in the same round with only a -20
modification to his melee OB. Such a combatant may only use a
one-handed weapon or a one-handed weapon and a shield on the
round that he throws the weapon. (He is assumed to be holding his
melee weapon in his non-throwing hand.)

5.2 OFFENSIVE BONUS

The Offensive Bonus is added to the attacker’s combat roll
during the resolution of a given attack. Below is a descriptive
listing of the factors which contribute to a combatant’s OB for a
specific weapon and a specific situation, The Offensive Modifica-
tion Table (8.2.7) summarizes the factors which affect a defender's
DB.

Offensive Bonus =
+ Skill Bonus (expertise)
+ Stat Bonus
+ Level Bonus
+ Weapon Bonus
+ Spell Bonuses
+ Special ltem Bonuses
+ Position Bonuses (Table 8.2.7)
+ Status Bonuses/Penalties (Table 8.2.7)
- Parrying Bonus (Section 4.3)
- 20 if weapon used in left hand (Section 5.1)
+ Range Modifications (on atiack table)
- Reloading Penalty
- Armor Missile Attack Penalty (Table 8.2.4)



SKILL — Expertise (5.2.1)

A combatant with expertise in handling a certain weapon

receives a "skill bonus" for his OB.

Expertise in Rolemaster is measured in terms of skill ranks
(see ChL Section 3.0). The higher the number of skill ranks
one possesses in a given weapon skill, the higher the resultant
OB will be. Normally, this bonus is:

= +5 for each of skill ranks | to 10

8.2.7 OFFENSIVE MODIFICATIONS TABLE

Effect

Category and Notes

+ (variable)

Skill bonus, stat bonus, level bonus, weapon
quality bonus, spell bonuses, special item
bonuses, These factors are usually fixed for a
given character. (See Section 4.4.)

- (variable)

Parrying bonus (see Section 4.3).

If weapon used in left hand (see Section 5.1).

Range modifications (see individual attack
tables).

« +2 for each of 10 skill ranks 11 to 20 .,
++1 for each of 10 skill ranks 21 to 30 + (variable)
» +!/2 for every skill rank over Skill Rank 30,

B les A ; i Sl R 13 ol - (variable) | Reloading penalty (see Section 5.2.12).
ixample: A combatant with Skill Rank 13 with a mace i . I P - )
would have a skill bonus with the mace of 56 = (10x5) + (3 (Variable) | Arwor ihissile-arak penalty (see Tahle:8.24).
a2 +15 | Flank attack.

+20 | Rear attack.
+20| Surprise.

+20 | Stunned foe *.
+30| Downed foe *,
Prone foe *,

STATS — Physical Prowess (5.2.2)

A combatant with extraordinary physical strength and/or agility
may receive a "stat bonus" for his OB. For unusually weak and/or
clumsy characters this bonus may actually be negative. +50

-10 | Wounded more than 25% (concussion hits).
See the Bonuses for Unusual Stats Chart below and ChL -10 | Wounded more than 50% (concussion hits).

Sections 2,0 and 15.1.4.
cetions 24 an -10| Wounded more than 75% (concussion hits).

W T Applicable Stat
ea]\[:[:Tec L pps:::n fh ¢ -20 | Drawing a weapon (also applies to movement).
Bows, Slings Aviligty -50| Changing weapons (also applies to movement).
Tht.'own St:angth - (variable) | Moving (normally the % of possible movement

Example: Elor has a Strength of 95, so his melee stat bonus paualy thepenality);

is +15.

+ (variable) | Miscellaneous (to be determined by the GM).

Note: Modifications are cumulative unless noted otherwise.
* — Only one of these modifications can be applied at any

BONUSES FOR UNUSUAL STATS CHART

given time.

1-100 D100 D20 3-18 2-12
Stat Bonus  Bonus Stat Stat .

102+ +35 +7 20+ 17+ ; LEVEL (Ex.pe"ence) (523)

Certain character professions get a bonus to their OB based on
101 +30 +6 19 15-16 : ) )
their level of experience,

100 +25 +5 18 13-14
98-99 +20 +4 e 12 See the descriptions of character professions to determine
95-97 15 43 16 i if a given combatant is entitled to such a bonus to the OB (see
90)-94 +10 5 15 11 ChL Section 4.0).
85-89 +5 +1 14 10 Profession Bonus per Level of Experience
75-84 +5 +1 13 % Fighter +3/level up to 20th, +1/level over 20th

. 60-74 0 (4} s 8 Thief +2/level up to 20th (max. of 40)

40-59 0 0 10-11° 7 Rogue +3/level up to 20th (max. of 60)
25-39 0 0 S 6 Warrior Monk +2/level up to 20th (max. of 40)
15-24 -5 -1 8 5 Monk, Ranger, Bard +1/level up to 20th (max. of 20)
10-14 -5 -1 7 4 Other Professions  no level bonus

59 -10 -2 6 3 Example: A 23rd level Fighter would have a Level Bonus of

3-4 =15 -3 5 — +63 =(20x3) + (3 x 1), while a 23rd level Thief would only

2 220 ot 4 2 have a Level Bonus of +40 = (20 x 2).
1 =05 i 4 2
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WEAPON QUALITY (5.2.4)

Weapons remarkable in material, construction, or workmanship
may add a bonus to a combatant’s OB (or a penalty for inferior
weapons), Itis strongly suggested that bonuses for superior quality
weapons rarely exceed +10 or +15 (see RM Section 7.3 in
ChL&Cal).

Todetermine the weapon bonus for a non-thrown missile attack,
average the firing device's (i.e., bow or sling) bonus with missile's
(i.e., arrow, quarrel, or stone) bonus and round off.

Example: A +10 composite bow firing a +5 arrow would
have a weapon bonus of +8 = (10 + 5) + 2.

SPELLS (5.2.5)

Certain spells may increase a combatant’s OB. Such spells are
described in Spell Law.

SPECIAL ITEMS (5.2.6)

There may be special items (usually magic items) in a GM’s
campaign which will imparta OB modification to their possessors.
These may range from unique magical artifacts to lucky charms,
Their design/strength is subject to the GM'’s devising.

POSITION (5.2.7)

At the GM’s discretion, a bonus or penalty may adjust a
combatant’s OB if his position is determined to be somehow
superior or inferior to his opponent’s. See the Offensive Modifi-
cations Table (8.2.7).

Unless stated otherwise, position bonuses are cumulative. For
example, a surprise rear attack would get a total position bonus of
at least +55: +20 for surprise, +20 for rear attack, and +15 for a
flank attack. A non-surprise rear attack would get a total position
bonus of +35.

— D

STATUS (5.2.8)

A summary of the various status modifiers to an OB are listed in
the Offensive Modifications Table (8.2.7).

PARRYING (5.2.9)

As discussed in Section 4.3, a combatant's OB is lowered for a
specific attack by the amount he uses to parry.

LEFT-HAND USE (5.2.10)

As discussed in Section 5.1, a weapon used in the left hand
receives a special -20 OB medification.

RANGE (5.2.11)

There is a modification to the firer's OB based upon the distance
from the firer to the target. These modifications range from +30 to
-75 and are provided on the Weapon Attack Tables (8.3.1-8.7.4).

The missile ranges given on each of the attack tables are the
maximum ranges for which each of the given OB modifications
apply. For example on the Composite Bow Attack Table (8.5.2),
attacks made at a range of 0'- 10" are modified by +25, attacks at a
range of 11'-100' receive no modification, attacks at 101'-200' are
modified by -35, attacks at 201'-300" are modified by -60, and
attacks over 300" are not allowed.
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RELOADING (5.2.12)

The preparation (i.e., reloading) time required between missile
attacks is dependent upon the type of weapon and how accurate the
firer is attempting to be. The chart below gives the firer's OB
penalty due to reloading,

RELOADING CHART (result is the OB penalty)

Number of Preparation Rounds
Weapon 0 1 2 3
Short Bow 10 0 0 0
Composite Bow 20 0 0 0
Long Bow 30 0 0 0
Light Crossbow na 20 0 0
Heavy Crossbow na 30 10 0
Sling 10 0 0 0

na = not allowed

The actof firing the weapon always takes one round and requires
50% of the firer's activity (as specified earlier in the rules). A
combatant preparing a shot (i.e., reloading) may still take 20% of
his normal activity. The figures presented in the table assume the
bow is strung and arrows (or quarrels or pellets) are available in
quiver (or pouch). If a bow has to be strung, the following rounds
are added to the preparation time:

Short Bow ......ccccccivninicnciinna. +2 rounds
Composite Bow ...................+3 rounds
Long BOW .....ccvevvvnicienvnnen +3 rounds

Note: See Section 9.4 for optional reloading rules that
express reloading in terms of a combatants % activity for a
round.

ARMOR MISSILE ATTACK PENALTIES
(5.2.13)

A combatant making a missile attack receives a penalty to his
OB if he is wearing armor that covers his arms. This includes
armor types 6, 7, 8, 10, 11, 12, 14, 15, 16, 18, 19, and 20. The
specific penalties are summarized on the Armor Table (8.2.4),

5.3 MOUNTED COMBAT

A combatant faces none of the combat movement restrictions
when riding an animal (i.e., the animal moves). However, the
combatant must be trained in controlling the horse and fighting
from horseback in order to be effective. Depending upon his
training and background, a mounted combatant can use anywhere
from 0% to 100% of his normal OB. This restriction is not in effect
if the horse is completely stationary (i.e., moving at more than a
slow walk or not bucking).

The OB of a mounted combatant is based upon his normal OB,
his riding skill bonus, and bonusgs for the mount:

Mounted OB =
Normal OB x (Riding skill bonus + special bonuses) + 100

The Riding skill bonus is described in ChL Section 3.6. The
chart presented in this section includes some suggested special bo-
nuses based upon the mount.

Certain weapons are at maximum effectiveness only when used
mounted on a moving animal. The mounted lance falls into this
category. As a result, the spear table should be used if a lance is
used on foot or on an animal that is nor moving faster than a walk.
A full gallop should give a special +20 modification to the OB for
an attack by a mounted lance.



MOUNT QUALITY RIDING BONUSES
(numbers are cummulative)
WIIA HOTSE vviveeereereeee e rasen e sne =20
PP ROSE i iisssmsssisaniniassinserssarimivssivsiesiss -10
ARENOTSe s v
WAL NOTSE 1.oecrnerevsnnsseninensnsssessssrnsrusssesnsons +20
very intelligent horse ..., +10

The chart below gives some rider percentages for those not
using ChL&Cal.

untrained rider .......coouvee. =30 and 0% of bonus
novice rider.......c.ccecievniienneennen. 10% of bonus
trained rider ..........coccervinecraneenn.. 30% of bonus
expert rider ... 80% of bonus
master rider............cceceiviecnee 100% of bonus
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COMBAT RESOLUTION

A melee swing or missile attack is resolved by cross-indexing
the net attack roll with the target's armor type (AT) on the correct
Attack Table for the weapon being used. The effects of Failures
and Critical Strikes are found on the correct Fumble Table or the
appropriate Critical Strike Table. Ineach fire phase, all attacks are
treated as simultaneous. For melee, first determine the order in
which the combatants will swing; then resolve each attack in
sequence, implementing the results immediately.

6.1 INITIATIVE
DETERMINATION

The quickest combatant normally swings first in a melee. but
this may be be modified based on a number of factors, including
weapon size, weight, etc.

Each combatant should total his initiative points; these points
are summarized on the Initiative Determination Table (8.2.8). The
combatant with the largest total swings first, then the second
largest total, and so on. After all combatants that have melee
attacks have made one attack, those capable of making a second
melee attack (i.e., those with two weapons or those hasted) calcu-
late their initiative points for their second attacks. These attacks
are then resolved as outlined above.

6.2 ATTACK RESOLUTION

The net attack roll representing the swing/missile is the attack
roll (high open-ended) plus the Attacker’'s OB minus the De-
fender’s DB. Referring to the Attack Table corresponding to the
attacker’s weapon or attack type, this result is cross-indexed with
the Defender's armor type on to arrive at the result of the swing/
fire. The armor types are the numbers, 1-20, across the top and
bottom of each attack chart.

In certain cases where an attack is especially bad or good,
another roll may be required to determine the results of a Failure
or Critical Strike.

The attack tables include 30 weapons (8.3.1-8.7.4), 10 animal
attack tables (11.1.1-11.2.1), and 2 Martial Arts attack tables
(11.2.2-11.2.3). Each one takes into account the capabilities of the
weapon or attack type as well as the protective factor and mobility
of the armor type.

Tue Arrack RoLL
A swing/missile is represented by rolling percentile dice (high
open-ended, see Section 2.0). The result is the Attack Roll (AR)
for that swing/missile.

8.2.8 INITIATIVE DETERMINATION TABLE
Effect | Category and Notes

+ (1-100) | Quickness stat (1-100 base).

+10 | Strength (applies to the stronger combatant).
+30 | Weapon ready.

0| One-handed weapon.
-10| Two-handed weapon.

+40 | Pole Arm, on Ist round of combat
between 2 opponents.

-20| Pole Arm, after 1st round of combat
between 2 opponents,
+10| Longer weapon when neither opponent is
charging.
+30| Longer weapon when one or both opponents
are charging.
-5 | Two weapon combination.
-10| Shield.
-40 | Surprised.
-40 | Encumbered.
-40 | Wounded more than 50% (concussion hits).

- (variable) | Moving, subtraction equal to % of movement
expended.

Note: Total all applicable modifications; the melee combat-
ant with the higest total attacks first.

Unmobpiriep RoLLs
An Attack Roll of 01-10 may indicate an immediate effect, in
which case, no modifications are applied.

« An unmodified roll of 01-02 for an animal attack or a martial arts
attack (Tables 11.1.1-11.2.3) indicates automatic attack "Fail-
ure”. Such an attack has no effect on the attacker and no effect
on the defender.

« For a weapon attack, if the Attack Roll falls within the weapon's
"Fumble Range"”, the attacker "fumbles™ his weapon (see Section
6.3). These fumble ranges are printed on the appropriate weapon
altack tables (8.3.1-8.7.4). Such an attack has no effect on the
defender may affect the attacker (see Section 6.3).
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"96-100" ArTack RoLL

An Attack Roll is a "high open-ended roll". As outlined in
Section 2.0, if such a roll is between 96 and 100, a particularly
effective attack has been made. The dice are rolled again and the
result is added to the first roll. If the second roll is 96-00, then a
third roll is made and added, and so on until a non 96-00 roll is
made. The total sum of these rolls is the result of the high open-
ended roll; in this case it is the result of the Attack Roll.

Example: An initial Attack Roll is 97, so the dice are rolled
againwitha result of 99. Thus, the dice are rolled again with
a result of 04. This Attack Roll is 98 + 99 + (4, for a total
of 201.

TreE NET ATTACK ROLL
If the Attack Roll does notindicate a Fumble or a Failure, the ner
attack roll is determined by adding the OB to the Attack Roll and
subtracting the defender’s DB.

6.3 FUMBLE RESULTS

If an attack results in a fumble (see Section 6.2), a roll must be
made and cross-indexed on the Fumble Table (8.2.1) with the
column that applies to the weapon being used. The result is
immediately applied to the attacker.

Example: Coma the Half-dwarven Fighter playfully swings
his battle axe at "his friend” Trevor, an Elven Sheeplord. His
attack roll is 04 and thus falls into the fumble range for a
battle axe (i.e., 01-05) — Coma fumbles his weapon. As
Trevor begins to laugh, Coma makes a roll of 83 and cross-
indexes it with the "Hand Arms (2-hand)" column on the
Fumble Table—Coma juggles his weapon for 3 rounds and
thus may not attack; he can still parry. If Trevor can stop
laughing, he can attempt to fry the juggling Half-dwarf with
his magic trident. If Coma's initial roll had been an 06 or
hetter, he would not have fumbled and he would have
resolved his atrack normally.

6.4 NON-FUMBLE/FAILURE
RESULTS

If an attack does not result in a fumble/failure, the net attack roll
is cross-indexed with the defender’s armor type on the appropriate
attack table — Tables 8.3.1-8.7.4 for weapons, Tables 11.1.1-
11.2.1 for animal attacks, and Tables 11.2.2-11.2.3 for martial arts
attacks. Treat net attack rolls of more than 150 as 150.

Example: Mirage makes a net attack roll of 87 and has an

OB of 100 with her composite bow. Her target has an AT of

15 and a DB of 30, so her net attack roll is 157. However,

since this is greater than 150, it is treated as 150. Cross-

indexing AT 15 with a net attack roll of 150, we get a result

of "22EP".

Note that each of the Claw Law Attack Tables (11.1.1-11.2.3)
has four "maximum result” thresholds. An attack's net attack roll
cannot exceed the designated threshold; instead, the maximum
allowed result is used as the net attack roll.

Example: An animal makes a Medium Claw attack against
ATI3. The net attack roll is 132, but the threshold for
Medium antacks is 120. Thus, the net artack roll used is 120,
and the result is "13CP."
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A typical result from a weapon attack table will have three com-
ponents, for example:

22EP

The first component will be a number from 0 on up, which is the
number of concussion hits delivered to the target. The second
component is a letter describing the severity of a critical strike (if
any —no letter indicates that no critical strike was delivered). The
third componentis only presentif the second component is present;
it is a letter indicating the type of critical strike. In the example
above, the target has taken 17 concussion hits and a Puncture type
critical of E level severity. If the critical severity is given but not
the critical type, the critical type is indicated on the appropriate
attack table.

Note: Krush type criticals are indicated by a "K" result in
order to distinguish them from "C" level severity results.

For animal attacks and martial arts attacks there is no third
component. Instead, the critical type is the same forall results from
a given attack table and is provided at the bottom of each table.

CONCUSSION HITS (6.4.1)

A number result from an attack indicates that the defender
receives that many concussion hits.

Each combalant has a limited number of concussion hits (see
ChL Section 2.4 and 3.8). When the limit is exceeded, the
combatant is rendered unconscious and can take no further action
until he is back under the limit. Death may be caused if this limit
is exceed by a certain amount (see ChL Section 3.8).

The point at which death occurs is proportional to the
combatant's physical constitution, and depends on the system
used in the game for deriving physical characteristics. The
GM will have to decide on the point at which death results
(e.g.. 2 times the number of concussion hits causing uncon-
sciousness could resultin the victim's death, or, alternatively,
the number of concussion hits causing unconsciousness added
to the victim's Constitution on a 1-100 scale).

CRITICAL STRIKES (6.4.2)

Aresultof anumber followed by one or two letters indicates that
the defender receives a number of concussion hits (see Section
6.4.1) and a critical strike.

The first letter (or the only letter) indicates the severity of the
critical, The severity of acritical strike (or justcritical) ranges from
'A’ (least severe) to 'E' (most severe) with the letters 'F' indicating
multiple criticals as detailed on the individual animal attack tables.

The second letter (if any) indicates the critical type. Criticals of
this type are: Slash, Puncture, Krush, Grapple, Unbalance, and
Tiny.

If there is only one letter, the critical type is indicated on the
appropriate attack table. Criticals of this type are: Martial Arts
Striking. and Martial Arts Sweeps & Throws.

When a critical is indicated, a second (1-100, not open-ended)
roll is then made and the result is cross-indexed with the severity
of the critical ('A', 'B, 'C", 'D’, or 'E"). The critical table used
corresponds to the critical type.

Certain critical strikes have an 'F' severity, indicating two
normal critical strikes should be applied to the target. A separate
roll is made for each critical and all results are applied cumula-
tively. The type and severity of these criticals is provided at the
bottom of the appropriate attack table.



CRITICALS AGAINST LARGE AND
SUPER-LARGE CREATURES (6.4.3)

Certain unusual creatures are so large and/or powerful that the
normal critical strike tables are not used when they receive critical
strikes. Unusual creatures are separated into (wo categories:

« Large Creatures (Trolls, Giants, Demons, and Undead, etc.).
» Super-Large Creatures (Dragons, very powerful Demons, etc.).

Each category has its own critical strike table that is consulted
if a sufficiently severe critical strike is obtained against them. The
roll for criticals against Large and Super-Large creatures is high
open-ended.

LARGE CREATURE CRITICAL STRIKES

Only critical strikes of severity 'B', 'C', 'D', or 'E' affect large
creatures (i.e., 'A’ severity criticals are ignored). A high open-
ended roll is made and cross-indexed with the weapon type on the
Large Creature Critical Strike Table (8.1.4). The result obtained
is applied immediately.

Note that the severity of the critical strike is irrelevant, except
that it must be of ‘B’ severity or higher. This reflects the fact that
such creatures present such a large target that they are much more
difficult to seriously hurt.

SUPER-LARGE CREATURE CRITICAL STRIKES

Only critical strikes of severity 'D' or 'E' affect super-large
creatures (i.e.,'A",'B', and 'C' severity criticals are ignored). A high
open-ended roll is made and cross-indexed with the weapon type
on the Super-Large Creature Critical Strike Table (8.1.5). The
result obtained is applied immediately.

This table should be consulted of only for creatures such as
Dragons, Dinosaurs, and the most powerful Demons.

SLAYING CRITICALS

Some Large and Super-Large creatures are especially vulner-
able to certain magical weapons (e.g., a Troll is vulnerable to a
weapon of "Troll-slaying"). If a critical is obtained with such a
weapon against a Large or Super-Large creature, the "Slaying"
column on the appropriate table is used.

If acritical strike is obtained when using a weapon of slaying for
a man-sized creature (e.g., an Orc-slaying sword used against an
Orc), the normal critical is resolved and then a second critical is
resolved on the slaying column of the Large Creature Critical
Strike Table (8.1.4).

CRITICAL INTERPRETATIONS (6.4.4)

Mostof the critical strike results are self-explanatory. However,
certain results may have to be modified due to circumstances.

Example: A target behind a low stone wall is hit by an arrow
and receives a critical calling for damage ro his ankle.
Instead the GM should rule that he is hit in the wrist. Note
that he already receives a defensive bonus for being behind
the stone wall and was hit in spite of it. Similarly, if a critical
strike calling for an unspecified limb to be broken is rolled,
the limb affected should be determined randomly.

OVERALL GUIDELINES

+ All damage (including concussion hits), unless otherwise noted,
is only applicable to the target combatant.

+ Often bleeding, bruises, burns, frostbite, etc. indicated on the
critical strike tables are reflected in the form of additional
concussion hits. This is meant to show the gradual weakening
brought about by shock, bleeding, and pain.

« Next swinglroll can refer to a missile attack, maneuver, spell
attack as well as to a melee attack.

» If a target takes a critical result that lasts for a certain number of
rounds and he has not yet performed his action for the current
round, the current round counts as one of the rounds affected by
the result. Otherwise, the effects begin the round after the critical
is received.

» If an item is indicated as being destroyed by a critical result, it is
automatically destroyed unless it is made of an extraordinary
material (e.g., Mithril) or it is incredibly magical (i.e., an Arti-
fact). In this case, if the GM allows it, the item may make a RR
as described in Spell Law Section 8.5 1o avoid destruction.

CriticAL. & FumsLE REsuULTS
Below we provide guidelines for specific criticals/fumbles.

+#hits—(e.g., "+5 hits”) This many hits (#) are taken in addition
to the normal hit result derived from the attack table used.
Normally, these hits are not increased (i.e., "multiplied") by
strength factors (e.g., certain creatures do "3x" normal damage,
a Strength spell on a character lets him deliver "2x" normal
damage, etc.).

# hits per round — (e.g., "+3 hits per round") Each round after
the critical is taken, the target takes this many (#) additional hits
due to pain and bleeding.

. at -# — (e.g., "Foe fights ar -30)" All of the target's bonuses
(except DB and RRs) are modified by this number (#). These
penalties are cumulative. Certain of these penalties apply only
1o specific skills (e.g., fighting, running, etc.). Alternatively, the
GM may elect to treat these penalties as a percentage modifica-
tion of the target's bonuses (i.e., reduce each bonus by # %).

Must parry # rounds — (e.g.. "must parry 2 rounds") For this
number (#) of rounds. the target may not attack; he may only
parry with half of his OB, and the only other actions allowed are
movement and maneuvers, both modified by at least -25.

Stunned # rounds— For this number (#) of rounds, the target may
not attack, he may only parry with half of his Offensive Bonus
(hisnormal DB due to Quickness, shield, etc. is not affected), and
the only other actions allowed are movement and maneuvers,
both modified by at least -50.

Stunned and unable to parry # rounds (Stunned-No Parry) —
For this number (#) of rounds, the target may not attack, he may
not parry (his normal DB due to Quickness, shield, etc. is not
affected), and the only other actions allowed are movement and
maneuvers, both modified by at least -75.

Down (or out) for # rounds — For this number (#) of rounds, the
target may not perform any actions.

ErrecTts oF "STUN" ROUNDS
During play a combatant may be "stunned" for a number of
rounds due to critical strikes (this includes all "Stunned" rounds, all
"Stunned No Parry” rounds, and all "Down or Out" rounds). All
of these "stuns” due to multiple critical strikes are cumulative.
Normally the total number of rounds of "stuns" decreases by one
each round, with the most severe type of "stun” taking effect first.
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MANEUVERING AND MOVEMENT

Complete maneuvering and movement guidelines can be found
in Character Law & Campaign Law. In this section, we present a
summary of those guidelines as they apply to combat situations.

7.1 MANEUVERING

Complete maneuvering guidelines can be found in ChL Section
3.3. In this section we only present guidelines for moving maneu-
vers and how they apply to combat.

ASSIGNING A DrEGREE ofF DiFricUITY
When a combatant indicates that he wishes to attempt a specific
maneuver, the GM should assign a degree of difficulty and any
special modifications he feels apply. The degree of difficulty is
chosen from those listed across the top of the Maneuver/Move-
ment Table (8.2.2) and listed below:

Routine
Easy
Light

Medium
Hard

Very Hard
Extremely Hard
Sheer Folly
Absurd

If the combatant decides not to proceed with the maneuver, he
may cancel his action as described in Section 3.5. Otherwise, the
combatant makes a maneuver roll. After the maneuver roll is
modified by applicable bonuses and penalties (see Table 8.2.9), the
net maneuver roll is cross-indexed with the degree of difficulty on
Table 8.2.2 to obtain the result.

Note: /1 is important to remember that certain maneuvers
may be deemed impossible by the GM. The player should be
advised that such a maneuver is doomed to failure.

8.2.9 MANEUVER MODIFICATIONS TABLE
Effect | Category and Notes

-35 to +35 | Applicable stat bonus (usually Agility).

-10 | Wounded more than 25% (concussion hits).
-10 | Wounded more than 50% (concussion hits).
-10 | Wounded more than 75% (concussion hits).

- (variable) | Armor, see Table (8.2.4) for maneuver mod.

* (variable) | Applicable skill bonus (see ChL Section 3.0).
+ (variable) | Bonuses due to spells (see SL).

+ (variable) | Unusual absurdities (determined by GM).

* (variable) | Miscellaneous (determined by GM),

Note: Maodifications are cumulative unless noted otherwise.
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MANEUVER RoLL
The outcome of an attempted maneuver is resolved by making
an open-ended roll, 1-100 (see Section 2.0 for a description of
"rolls"). The result of this roll is the maneuver roll.

MANEUVER BONUSES AND PENALTIES
Attempted maneuvers can be atfected by various factors such as
skills, armor and special equipment. Bonuses and penalties for
these factors are outlined in Maneuver Modifications Table (8.2.9).
The sum of these bonuses and penalties is added to the maneuver
roll to determine the net maneuver roll.

MANEUVER RESuLTS
The net maneuver roll is cross-indexed with the degree of
difficulty on Table 8.2.2. The result is usually self-explanatory,
but a percentage result (i.e., anumber) can be interpreted in several
ways by the GM.

« In the case of an all-or-nothing maneuver (i.e., no partial success)
asecond dice roll must be made. If this second roll is equal to or
less than the original percentage result, then the maneuver
succeeds. Otherwise, the mareuver fails.

« If a maneuver can be partially successful, then the original
percentage result is the degree of success.

MANEUVER PROCEDURE SUMMARY
1) The character states the nature of his maneuver,
2) The GM assigns a degree of difficulty and any special moditi-
cations to the maneuver.
3) The character decides whether or not to cancel the maneuver.

4) If he decides not to cancel the maneuver, an open-ended
maneuver roll is made.

5) All applicable modifications are made to the maneuver roll.

6) The net maneuver roll is cross-indexed with the degree of
difficulty on Table 8.2.2.

Example: Suppose a combatant attempts to leap 15 feet over
achasm 11 feet wide. The GM assigns the leap a degree of
difficulty of "Medium.” If the combatant does not cancel his
maneuver, his roll will be modified by -10 for wearing a
chain shirt (AT 13; see Table 8.2.4), by +23 for a excellent
Agility, and by -10 for being wounded (over 25% of hits). He
rolls a 91 for a net maneuver roll of 96 (91 - 10 + 25 -10)).
Cross-indexing on Table 8.2.2, we get a result of V80", This
means that the combarant has leaped 12" (15 x 80%) and
therefore has crossed the chasm safely.

If this maneuver had been io throw a rope around a rock
on the other side of the chasm and the same result had been
obtained, then a second dice roll would have been required.
If the second roll (unmodified) was 80 or less, then the rope
throw would be successful; otherwise, it would fail.



7.2 MOVEMENT

These movement guidelines can also be found in RM Section
7.2 in ChL&Cal.

This section deals with tactical movement (i.e., movement on a
round by round basis) and the effects of carrying encumbering
loads and the results of exertion and exposure to severe elements.

MOVEMENT (7.2.1)

A character's movement rate in a given round is based upon his
Base Movement Rate (Base Rate), his Pace, and possibly a
maneuver roll. A character's movement rate for a given round is
obtained by multiplying the character's Base Rate by his Pace (and
possibly modified by the result of a maneuver roll).

Movement Rate = (Base Movement Rate) x (Pace Multiplier)
x (Maneuver Roll Result / 100)

The assumptions made for this movement system are: (1)a 100
Quickness for a 6' tall Common Man will result in a "world class”
sprinter; and (2) the average character (Quickness 25-74) walks at
3.43 miles per hour.

Base MOVEMENT RATE
The Base Movement Rate for an average Common Man is 50/
round. This can be modified for specific characters by a number
of factors: the Quickness stat bonus, any race stat bonus modifi-
cation, any armor Quickness penalty, a "stride” modification, and
an encumbrance penalty. Each character should be able to calcu-
late several standard Base Movement Rates for various situations

(e.g., carrying all equipment, carrying weapons and armor only,

having dropped backpack, etc.).

Quickness Stat Bonus: The chart below can be used for obtaining
the Base Movement Rate due to stat alone. Simply use the
character’s Quickness stat; the resulting figure is the number of
feet the character can move at a "walking pace” in a ten second
battle round (assuming he is healthy, unencumbered, and has no
armor maneuver penalty).

MOVEMENT RATE CHART
Quickness Base
Quickness Stat Bonus Movement Rate

102+ +35 85'
101 +30 80
100 425 75!
98-99 +20 70!
95-97 +15 65'
90-94 +10 60'
75-89 +5 55!
25-74 0 50'
10-24 -5 45'
5-9 -10 40
34 -15 35
2 -20 30

1 -25 25,

Note: Some GM's may wish o use the average Quickness
and Agility when using this chart (see ChL Section 14.1.2).

Racial Quickness stat bonus modification: This modification is
based upon a character's race (see ChL Section 6.2 and ChL
Table 15.5.1) and isadded directly to a character's Quickness stat
bonus and thus directly to the character's Base Movement Rate.

Armor quickness penalty: This penalty can modify the Base
Movement Rate, but only to the extent of canceling the Quick-
ness stat bonus (and racial bonus). In other words, if only the
Quickness stat bonus (and racial bonus) and the armor bonus
penalty (see Table 8.2.4) are considered, the resulting Base
Movement Rate can not fall below 50'/rd. This factor may be
partially cancelled by a character's Strength bonus (see Section
7.2.2). The Base Movement Rate can fall below 50 because of
other factors such as stride, encumbrance, etc.

Stride Modification: The Base Movement Rate is also modified
for a character’s length of stride. This factor should be used
whenever racial adjustments are employed, for shorter beings
(e.g., Halflings) often have large Quickness bonuses and will
move disproportionately fast considering their short strides. For
purposes of this rule, simply note that the stride of the average 6'
person is used as the norm; every 6" difference will result in an
add orsubtraction of 5. One of the following stride modifications
is added to the Base Movement Rate:

STRIDE MODIFICATION CHART
Height Modification Due to Stride

710" —8'3" +20
74" —7'9" +15
6'10" —7'3" +10
6'4" —6'9" +5
5'10" —6'3" 0

54" — 59" 5

410" —53" -10
4'4" —4'9" -15
310" —4'3" -20
34" — 39" -25
2'10" —3'3" -30
2'4" — 29" -35
108 =03y -40

Encumbrance Penalty: A character's Base Movement Rate may
be reduced due to the amount of weight he carries. This factor
is discussed in the next section (7.2.2).

PACE
Each round a character must decide the Pace at which he wishes
to move. This Pace has three effects on actions during that round:

» Determines the movement rate (pace multiplier x Base Move-
ment Rate)

» Determines the difficulty of any movement maneuver required

» Determines how many "exhaustion points" are expended (see
Section 7.2.3).

The following chart summarizes those effects:

PACE CHART
Normal Exhaustion

Pace Maneuver Point
Pace Multiplier  Difficulty Cost/Rnd
Walk 1x none I every 30 mds
Fast Walk/Jog 1.5x routine | every 6 mds
Run 2x easy 1 every 2 mds
Sprint/Fast Run  3x light 5/md
Fast Sprint 4x medium 25/rnd
Dash 5x hard 40/rnd
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Encumbering loads (see Section 7.2.2) and armor will prevent
anyone from reaching certain speeds (regardless of their bonuses).
A super character with racial adds to his +25 bonuses for Quick-
ness and Strength may move quite far walking even while bur-
dened with armor and a heavy load. Nonetheless, he could not
move at either a "Fast Sprint” or "Dash" rate (depending upon his
armor). The following prohibitions apply:

PACE LIMITATIONS CHART
Penalty Prohibited Pace
Armor Qu Penalties -10 to -15 Dash
Armor Qu Penalties -16 to -45 Dash, Fast Sprint
Armor Qu Penalties -46 plus Dash, Fast Sprint, Sprint
Up to 2x Wt. Allowance None

From 2x up to 4x Wt. Allowance Dash
From 4x up to 6x Wt. Allowance Dash, Fast Sprint
6x Wi. Allowance and up Dash, Fast Sprint. Sprint

MOVEMENT MANEUVERS
Use the maneuver chart for movement under pressure. Where
an individual or group is "under pressure” from attackers, the
weather, or some other perceived threat— or time is a major factor
— have him/them roll on the Maneuver/Movement Table 8.2.2.
Simply determine the appropriate difficulty (from the Pace Chart,
or by GM assignment); the result is the percentage of the distance
they would normally move given their rate of speed. [tis possible

to move faster than normal due to this process.

Example: Bandring is fleeing from the dreaded Malevolent
Moose, He has a Base Movement Rate of 60'frnd, he is
running, and thus he would normally move 120" per round.
Due to the pressure of the chase, however, the GM asks him
to roll on the Maneuver/Movement Table. Bandring knows
the terrain, so the difficulty is "Easy" (see¢ Pace Chart),
Bandring rolls an adjusted D100 and the result is '100". He
moves the full 120 feet. Had he rolled lower and gotten a "50'
result, he would move but 60’ that round. Had the chase been
at night a higher difficulty caregory may have been appli-
cable.

ENCUMBRANCE (7.2.2)

The problems associated with wearing armor and other cover-
ings ("non-dead" weight) are covered elsewhere (see the Maneu-
ver/Movement Table 8.2.2 and the Armor Table 8.2.4). Here we
are dealing with "dead weight." that which one carries rather than
wears. The encumbrance pernalties discussed here apply to the
Base Movement Rate (see Section 7.2.1).

Basically, each character hasa "weightallowance" equal to 10%
of his own weight. If he is carrying dead weight less than or equal
to his weight allowance, he has no encumbrance penalty, A
character's encumbrance penalty is based upon the number of
increments of "weight allowance" that the dead weight consists of
(see chart below). A character's Strength stat bonus may cancel
some or all of his encumbrance penalty.
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The following steps should be taken to calculate encumbrance
penalties:
1) Calculate the normal body weight for the character.
2) Calculate the character's weight allowance (10% of his weight),
3) Determine how much "dead weight" (in pounds) the character

is carrying; this is his "load.”

3) Divide the load by the weight allowance.
4) Determine the encumbrance penalty using the chart below.

ENCUMBRANCE CHART

Number of weight allowance Encumbrance
units in load Penalty

More Less Than

Than or Equalro
0x Ix 0
I1x 2x -10
2x 3x -20
3x 4x -25
4x 5x -30
5x 6x -35
6x Tx -40
7x 8x -50
8x Ox -60
Ox 10x -70
10x 1x -80
11x 12x -90
12x 13x =100
13x 14x =110
14x and up -120




Strength Stat Bonus: Once acharacter has determined his encum-
brance penalty, his Strength stat bonus may be used to cancel all
or part of this penalty (see Section 5.2.2). If his Strength stat
bonus is greater than his encumbrance penalty, the difference
may be used to cancel all or part of the character's armor
Quickness penalty (see Section 7.2.1).

EXHAUSTION (7.2.3)

Movement under extreme conditions, in rough terrain, and/or at
accelerated rates will increase fatigue. For this reason we include
rules for exhaustion at this point. We also include provisions for
exhaustion due to melee and bow fire.

Each person has a base number of exhaustion points equal to his
Constitution stat. This is the number of points he can expend
before he has to rest and/or recuperate. (e.g., when fully rested a
character with a Constitution of 90 would have 90 exhaustion
points). Characters who have used all of their exhaustion points are
at-100 to all activities and must rest. Expended exhaustion points
may be recovered at a rate of one per round rested.

Exhaustion due to Pace: Each round that a character moves he
expends exhaustion points at arate determined by his Pace. This
rate ranges from | every 30 rounds for a Walking Pace to 40 per
round for a Dash Pace. These rates are listed in the Pace Chart
in Section 7.2.1. A character without sufficient exhaustion
points to complete a full round at a given pace cannot travel at
that rate of speed.

Example: Anunencumbered Bandring travels 50" perround
(i.e.. his Base Movement Rate is 50) when walking. His
Constitution is 90 and he can walk for 2700 rounds (450
minutes) without a rest but he would be rotally exhausted
thereafter. If he were to sprint he could move at a rate of 150’
perround; but he would exhaust his 90 exhaustion poinis in
18 rounds (3 minutes) at that pace (3lround x 18 rounds =
90), If Bandring were noving in a breasiplate and with a 3x
weight allowance load, his Base Movement Rate would be
reduced to 20" per round and he would have to "Sprint” (and
exhaust himselfas indicated)in order to cover 60" per round.

Exhaustion and Combat: When fighting, a character necessarily
expends more energy than he would while walking. Thus, the
following expenditures should apply.

COMBAT EXHAUSTION CHART
Character's

Exhaustion Point

Situation Expenditure
Melee 1 every 2 mds
Missile Fire 1 every 6 mds
Concentration I every 6 mds

Exhaustion modifiers: The following factors may affect the way
a character expends exhaustion points. They provide detail, but
may be considered optional. Only one modifier of a given type
should be applied (e.g.. one temperature mod., one terrain mod.,
one time without sleep mod.).

EXHAUSTION MODIFIER CHART
Modification to
Factor Exhaustion Points Expended
Temp. above 100°F ... sees s snsssninn 2X
Temp AboVER20 i wmamsasisnmminmaasssammimi
Temp. above 130°F ..vvienirnsmesssnasiorees kiR
Temp. below 20°F ..vvvvieciievenimmiesniecsnnsssnennnens 2X
Terip. BelOW R0 . mvimonsismmimminssnsssissssim 9%
Temp: below -30"F i i i %
Temp: below-50"F i:nicunicsuitmising i BX
ROUZN TITAIN cvevcviiverinieeesrieseesesesnessesessenessssessessssnss 2K
Mountainous Terrain .....ceciiiemesmaesmmmssiism. 3%
Sand sirans s n R S T
7 O e U JNRUIon O s SO . (o B .
Hits or wounds above 25% ...c..ccvemiennermesecrannmesassnnns 2X
Hits or wounds above 50% .........cceminiivininncniiiiicnnniean 4%
More than 10 hours Without SI€P .......o.covcrieecvinecvcrinnn 2X
More than 15 hours without sleep .........oecrueee, weeee 3X
Increase Mod. by 1 for each add.*.'mna:’.‘:? hrs m!hwcr sleep.

SUMMARY (7.2.4)

Base Movement Rate = 50 feet per round
+ Quickness stat bonus
+ race Quickness stat bonus
+ stride modification
+ encumbrance penalty
+ armor Qu penalty
+ Strength bonus

(see Section 7.2.1)
(see ChlL Table 15.5.1)
(see Section 7.2.1)
(see Section 7.2.2)
(see Table 8.2.4)

(only cancels previous 2 modifications)

Example: Bandring is a High Man (race Quickness stat
bonus of -5) with a Quickness of 90 (star bonus of +10). He
is 6’7" tall so his stride modification is +5. Hisweight is 220
pounds and he is carrying 27 pounds of dead weight; thus his
encumbrance penalty is -10, since 27 lh. is between I x and
2x his weight allowance of 22 1b. {10% of his weight of 220).
His Strength of 85 (bonus +5) plus his race ST stat bonus
(+10) will cancel this encumbrance penalty, but it will not
add anything to the Base Maneuver Rate. Bandring wears
AT 14 with a standard Quickness Penalty of -10. This armor
penalty is reduced to -5, since 5 of this penalty is canceled by
his Strength bonus of +15 and because his encumbrance
penalty was only -10. His armor QU penalty can never
exceed -5 because his total QU honus is only +5.
So his Base Movement Rate is:

55 = 50 (standard movement rate) + 5 (stride modification)

+10 (Qu stat bonus) -5 (race Qu stat bonus)

-10 (encumbrance penalty) -10 (armor penalty)

+3 (St stat bonus) +10 (race St stat bonus)

MoOVEMENT PROCESS SUMMARY
1) Determine current Base Movement Rate (see above).
2) Determine Pace (check restrictions).
3) Movement Rate / round =
(Base Movement Rate) x (Pace multiplier).

4) If pressure situation, make a maneuver roll (Section 7.2.1).
5) Expend exhaustion points (Section 7.2.4).
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ARMS LAW TABLES

All of the AL&CL tables are grouped together by type: i.e., all
critical tables together, all attack tables together, etc. In addition,
all of the tables are found in back of this product for ease of use. The
original numbering scheme is maintained because most ICE prod-
ucts refer to these tables by the original numbering scheme.

In order to help alleviate some of the problems caused by this
organization, we have provided a Table Index on page 95 and a
Table of Contents on pages 2 and 3. In addition the following
listing provides page numbers for all of the Arms Law tables.

ARMS LAW TABLE LISTING
8.1 ARMS LAW CRITICAL STRIKE TABLES

8:1.1:8lash Critical Strike Table siinnanannnnisasin 80
8.1.2 Puncture Critical Strike Table ......cccccvvimieeeiiiiincicnnnnn. 81
8.1.3 Krush Critical Strike Table ....coveoveeiiioceee e recnene 32
8.1.4 Large Creature Critical Strike Table ......cc.ooervreenenee. 83
8.1.5 Super-Large Creature Critical Strike Table ................ 84
8.2 MISCELLANEOUS TABLES
B2 L Fumble Table:icriiimiiisimiinismiimmssismss meensrassss IO
8.2.2 Maneuver/Movement Table ...........ccoccvvemeirnnnirernnnnnnn 91
8.2.3:Battle Round 'Sequenes s namimasssimmminmiiig 92
8.2.4 AT TaDIE ..0evemssesnenssnaennsssisesnsisssoniinsssnssnsssasssansansiss 92
8.2.5 Shield-Parry Table ......cocevievcereeeccceese i 93
8.2.6 Defensive Modifications Table .....cc.ccceeeovveeveriiernennn. 92
8.2.7 Offensive Modifications Table .........ccccciiiiiiiicinnnn . 92
8.2.8 Initiative Determination Table .......c.cceevciiiiiiiieiennnn 93
8.2.9 Maneuver Modifications Table ........ccoooeeiiciiioneeennne 93
8.3 ONE-HANDED SLASHING WEAPONS
8.3, 1 Dagger AHACK TablE. .vssssmesmmmsssssssesssoness simstssasssts 38
8.3.2 Falchion Attack Table ...........ccovevevninininieesininiinenncn. 39
8.3.3 Handaxe Attack Table ......coooovirececeiiiceeeeeceennnn 40

8.3.4 Main Gauche Attack Table ....ccooviiiiiviiiiiiniviinnnnnnn 41

8.3.5 Scimitar Attack Table ... 42
8.3,6 Rapier Attack Table insmanimwmsmssseimss 43
8.3.7 Broadsword Attack Table ...ccvvvevirervieireiiecsisirsiinnens 44
8.3.8 Short Sword Attack Table .......ccoceeieiciviiicieriicericinens 45
8.4 ONE-HANDED CONCUSSION WEAPONS
8.4.1 Armored Fist Attack Table .....cooooeeioiiiiiiiiniieieeceeeans 46
8.4.2 Club AUACK Table .vvvevreviisresreeieiereeesssssssssssssssssrsssessnes 47
8.4.3 War Hammer Attack Table ......cccovivviiiicinciiiiinnne.n 48
8.4.4 Mace Attack Table ...cociciciiiiiiiiiciiiicieececiiicneeen 49
8.4.5 Moming Star Attack Table ......ccooveveviiiiic e 50
8.4.6 Whip Attack Table .....ccccecvrevmeeeeeieseeceeeeeeeveereeennesn 1
8.5 MISSILE WEAPONS
8.5.1 Bola Attack Table ... anans 52
8.5.2 Composit Bow Attack Table .....ccceeveveesieveiresecisines 53
8.5.3 Heavy Crossbow Attack Table .....ccoveivviiiicciiiinnnnn. 34
8.5.4 Light Crossbow Attack Table .........cccooviiciiiiiinins 55
8.5.5 Long Bow Attack Table .......cccevvviinmiinenssisneeresioniisens 56
8.5.6 Short Bow Attack Table .....cooeevcvivieiiiiiiisiiiies s 57

8.5.7 Sling Attack Table ......vvviriviveininieesrinsnesssessieens 38
8.6 TWO-HANDED WEAPONS

8.6.1 Battle Axe AUAck Table cvvvivieeeiieieccriecissieceee e, 39
8.6.2 Flail Attack Table .......ccoeerieriiirssniiiesssesissesessesssnssnns 60
8.6.3 War Mattock Attack Table ..ocoooocvviciiiiiiiiiiiiieeeinnn 61
8.6.4 Quarterstaff Attack Table ......cccooiieviniiiieiceien 62
8.6,5 Two-Hand Sword Attack Table ....coveeevineiiiiiiiieeeinnnnn 63
8.7 POLE ARMS
8.7.1 Javelin Attack Table ....cvieiisiciiiieciinsiesisiniiniesaannsien. 04
8.7.2 Lance, Mounted Attack Table ....ccvevveeorecviirieisesneieiins 65
8.7.3 Pole Arm AUtack Table ..oooueiiiieeieiecereeceeseeeiee e 66
8.7 ASpearAttack Tablevaaiiisuisnmsaimmmimig 67
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OPTIONAL RULES

This section provides some optional rules for use with AL&CL.
They can provide more flexibility and detail within the framework
of the basic rules. However, they can involve complications and
additional bookkeeping. A GM should examine these rules and
determine which ones are appropriate for the pace, flavor, and
detail he wishes to inject into his game.

9.1 CHANGING TARGETS

In certain circumstances in which a character changes targets, he
may take an OB mod against this target for one attack. In all cases,
the character must be aware of the new target in order to face it.
In Fire Phase (A): If the firer attacked a target in Fire Phase (B)

of the previous round and/or the Melee Phase of the previous
round, he must take a -20 mod to his attack if the new target is 0°
to 90° from the previous target or a -40 mod to his attack if the
change is 91° to 180°,
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In Fire Phase (B): If a character fired at a target in Fire Phase (A),
he must take a -20 mod to his attack if the new target is 0° to 90°
from the previous target or a-40 mod to his attack if the change
is 91° to 180°.

In Melee Phase: If a character fired at a target in Fire Phase (A),
he must take a -20 mod to his attack if the new target is 0° to 90°
from the previous target or a -40 mod to his attack if the change
is 91° to 180°,

In Melee Phase: If a character fired at a target in Fire Phase (B),
the new target must be within 0° to 90° of the previous target and
the character takes a -30 mod to his attack. 1f the change is 91°
to 1807, the character will be unable to melee the new target, but
he can change the target’s attack (if any) to a flank attack instead
of a rear attack.



9.2 MISSILE WEAPONS
IN MELEE

In general, missile weapons cannot be used while engaged in
melee. However, a GM may allow a relatively small one-handed
weapon (¢.g.. a thrown dagger) to be thrown in melee in certain
situations. The potential firer must be able to make anormal melee
attack (¢.g., may not have performed earlier actions that would
prohibit him from making a melee attack).

In such a case, the thrower's opponent should make his melee
attack first. Then the thrower should make a maneuver roll to see
if he can throw. If successful, the thrower would then be allowed
to throw his weapon. If this maneuver is attempted, the character
may not make his normal melee attack.

9.3 FIRE WHILE MOVING

A characters using a missile (or thrown) weapon that performs
no other actions in a round has the option of combining his
movement with Fire Phase (B). In this way, the combatant may
move up 10 50% of his normal movement allowance, and fire
during movement at -50 to his attack. A GM should require a
maneuver roll for this action. (e.g., If the character fails the roll, he
may only get part of the way through his movement, or perhaps not
be allowed to fire.)

Note: Opponents on “opportunity fire” would have the
option of firing at a character attempting such a maneuver
before he would fire at them.

9.4 RELOADING

A character may attempt a maneuver to reload his weapon
during any Movement/Maneuver Phase. The percentage of nor-
mal activity that is required varies for different weapons from 30%
to 300% or more. Each type of reload has a required activity
percentage. These “reload times” differs from those in Section
5.2.12 but the effects in play are approximately the same. For
consistency, the Space Master reload times are given for clips,
belts, packs, etc.

If the activity % required cannot be completed during a single
Movement/Maneuver Phase then it may be continued in the
Movement/Maneuver Phase of the next round (e.g., if reloading
takes 150% activity, it will take at least one full round and half the
activity of another round to complete), If any other action is taken
during a reloading maneuver, the reloading is canceled and must
be restarted from scratch.

Option 1: A GM may allow a character to reduce the required %
activity for a reload by up to 30% of normal activity by taking a
OB penalty for his next fire attack. The OB penalty is equal to
the activity reduction (e.g., a reduction in reload time of 20% of
normal activity would resultin a -20 OB mod). For bows and
slings, this option closely reflects the standard reload rules.

Option 2: A GM may allow a character to make a maneuver roll
to attempt to reload in less than the required time. We suggest
that the minimum reload time be no less than half the normal
amount. Forexample, a reload in 50% of the normal time would
be a Extremely Hard maneuver, in 75% of the normal time would
be a Hard maneuver, etc.

TYPE OF RELOAD % ACTIVITY
Bow Ammo:
BHOTE BOW..cuscisisinssinnasisicss ssnirsmnsgranissressrassaseags .
COMPOSILE BOW ...cvurunensirismremrnssrisssassasssssenssssnis 10
Light Crossbow .....cccecimiiimeiiniinnnn: s 170
Heavy Crosshow .......cuimsmmsissessassssssssens 230
Miscellaneous:
STNT. aemneshassmmss iR BRI RS R 50
Drawing 8 Weapon .......cmiicisissressssssssnsssessenes 20
Sheathing a Weapon .......eueimvervmssssssssssssessenens 30
Picking up a Weapon .......csussenivsnsenensssensenss 40
Changing Weapons .......eessessesessesssssnssssens 0
Shift Weapon to Other Hand ........coocecenenicnanns 10
Projectiles (e.g., a shot from & gun):
SINEIE SHOL i vsssssssonissssoroperssmsssnsanesemnspsasssnasr SO
BOU orvontonsiomirbissssbatasisisatlivress G 100
Energy Power Supplies:
(EB L s chrsssvisvissuasmiipapromalisrostmpet tssntssnasss srusrssasans 50
CAIAARE 1.vuonssessussrsssensssssissisossssassassssssansrisaiasiison 19

9.5 CHANCE FOR INITIATIVE
DETERMINATION

If a GM wishes to make initiative determination a little less
deterministic, he can have each combatant roll 2D10 and add the
result to his initiative point total (see Section 6.1). To make this
factor less important, only roll 1D10; to make it more important,

use more dice.
9.6 SHIELD BASH

When using this optional rule, acharacter may use his shield to
attack (called a "shield bash"). This attack is treated as a Small (or
possibly Medium) "Bash" attack (Table 11.1.6). If using skill
development for expertise, skill with this attack must be developed
separately from the weapon used inthe right hand and all ofthe two
weapon rules (see Section 5.1) apply.

9.7 WEAPON BONUSES FOR
MISSILE WEAPONS

Section 5.2.4 states that weapon bonuses forabow and an arrow
are averaged to obtain the weapon quality bonus for OB calcula-
tions. This section presents lwo other options:

Option 1: Very Generous — Apply both weapon bonuses. GMs
should handle this option carefully, it can lead to large missile
OBs.

Option 2: Very Conservative — The weapon quality bonus fora
bow and arrow attack is the smaller of the bow bonus and the
arrow bonus. For example, a +15 bow firing a +5 arrow only
gives a +5 bonus to the attack's OB.

T
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9.8 OPTIONAL ARMOR
DAMAGE RULE

A GM should be careful when deciding whether or not to use this
optional rule. It does add quite a bit of record keeping.

Armor can take a certain total number of "points of damage"
before it falls apart: we will call this total the armor’s endurance. A
setof armor’s endurance is equal to (50 x the armor's type) plus (20
times the armor's DB). Thus a +10 chain hauberk (AT 16) would
have an endurance of 1000 = (50 x AT 16) + (20 x (+10 DB)).

Armor damage is determined by damage taken by the character
wearing the armor. Each hit taken by the character is | point of
armor damage, an 'A' crit causes 10 pts, a 'B’ crit causes 20 pts, a
'C’ crit causes 30 pts, a 'D’ crit causes 40 pts, and an 'E' crit causes
50 pts. Due to normal wear and tear, armor receives 2 points of
damage for every week (or portion of a week) that it is worn.

The amount of damage that a set of armor has taken can cause
an increase in the severity of critical taken by the wearer. If the
damage taken totals 0%-19% (round off) of the armor’s endurance
the severity of any crits is not affected. Between 20% and 39% the
severity of any crits is increased by one to a maximum severity of
'E' (i.e., A's become B's, B's become C's, C's become D's, D's
become E's, E's are unaffected). Between 40% and 59% severity
is increased by 2, between 60% and 79% severity is increased by
3. and between 80% and 99% severity is increased by 4. For
example if a set of armor has taken damage equivalent 45% of its
endurance, A's become C's, B's become D's, and C's, D's, and E's
are become E's. Certain animal attack criticals can become F's.

If the total damage taken by a set of armor is less than or equal
to 20%, a character may repair it himself at a rate of 1% for each
2 hours spent. We suggest a cost of materials of 1% of the armor’s
cost for each 10% of damage repaired. If the total damage taken
is over 20% a special craftsman and equipment is required for
repairs. The craftsman and equipment must be appropriate for the
type of material involved; normally a smith for standard metal
armor and a leather-worker for standard leather armor. We suggest
a time requirement of | day per 10% repaired, and a cost of 1% of
the armor's cost for each 2% of damage repaired. For damage
above 60% we suggest | day per 5% repaired and a cost of 3% of
the armor’s cost for each 2% of damage repaired. These prices are
based upon the normal price for a standard set of that type of armor.
A GM may wish to make allowances for special or magical armor.

Forcharacters with "smithing” or "leather-working” skill access
to proper equipment and material should be required. In addition,
the character should have to make a maneuver roll each day to see
if his repair attempts have been successful.

9.9 BARE HAND ATTACKS

If a character without martial arts training wishes to attack a foe
with his bare hands, he may use:
* A Martial Arts Striking attack (Rank 1) that only delivers
Unbalance criticals, or

* A MA Sweeps & Throws attack (Rank 1) that only delivers
Grapple criticals

The Striking attack represents striking the foe with his fists,
while the Sweeps & Throws critical represents an attempt to
grapple or wrestle the foe. In either case, if the character is
untrained in an unarmed combat technique (e.g., boxing, wres-
tling, karate, etc.), the attack receives a -25 skill bonus in addition
to the normal OB modifications.

See Section 10.3 for some non-RM guidelines for unarmed
combat and the use of the martial arts tables.

9.10 ADDITIONAL EFFECTS
OF "STUN" ROUNDS

A combatant's total hit points is the number of hits he can take
without becoming unconscious (see ChL Section 3.8). A combat-
ant will lose consciousness if his total number of accumulated
rounds of "stuns” exceeds:

B = 5 + [the combatant's total hit points = 10] (round off)

If not unconscious due to some other cause, a combatant will
regain consciousness when his total accumulated rounds of "stuns”
becomes less than [ above.

Example: Coma (often called the "Dwarven Punching
Bag") "trips" andfalls into an open pit. The fall does not hurt
him, but the sudden stop on the solid rack at the bottom
delivers two B-severity Krush criticals. In addition, the
sharpened spikes someone carelessly left imbedded the
bottom deliver five A-severity puncture criticals. Coma is
lucky, the criticals do not de any significant damage (just a
bunch of hits): however, the total number of stun rounds
from the seven criticals is 17. Since Coma’s can take 77 hits
before passing out, he passes our if his stun round total
exceeds 13 (=5 + (77 + 10)) rounds of stun. Thus Coma is
unconscious. If nothing else happens to him, he will regain
consciousness in 4 rounds (= 17 - 13).

SAMPLE HERBS
Name Home Form Prepare Apply Effect
Abass Coastal Beaches Green Leal Crush Eat Cure (2-12)
Fiis High Altitude Lakes Tree Resin Dilute Drink Cure (1-5)
Thurl Forests (comon) Brown Clove Brew Drink Cure (1-4)
Mirenna Vales Above 10,000 (Rare) Silvery Berry —_ Chew Cure (10)
Harfy Hilly Regions Scrub Resin Dry On Wound Stops Bleeding
Ucason River Bands (Rare) Yellow Grass Burn Inhale Cures Blindness
Jojojopo Base of Glaciers Grey Leaves Dry On wound Cures Frostbite
Naza Plains Red Leaf — Chew Neutralize Poison
Olvar Bay fo Glass Spires White Flower — Chew Lifekeeping (1 days)
Kathkusa Nothern Icy Plains (Rare) Green Leaves — Chew 2X Strength (2-5 rds)
Nelisse Volcano of the Udahir White Leaves Brew Drink Euphoria and Nutrition
Agaath Mountains Above 20,000 Blue Berry — Eat Breathe at High Altitudes
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NON-ROLEMASTER GM GUIDELINES

10.1 HEALING GUIDELINES

A GM should develop a comprehensive healing system for his
world. This is a factor that controls how many and how often
characters die permanently and how long they are out of commis-
sion healing.

HEALING SPELLS

[n a campaign game, the GM may want to make healing spells
available in towns and cities. The GM should experiment with
costs and requirements for healing services. This could range from
spell users requiring only money for their services to spell users
who will only heal "true believers" of their religion (or race). A
complete set of healing spells is provided in Spell Law for healing
by a variety of professions.

HEALING HERBS

One of the prime ingredients of a healing system is herbs
(drugs). Herbs may be used to simulate the effects of certain spells
in performing miraculous cures, are portable, and are usually much
more available than high level healers. The GM can experiment
with the numbers, prices and effects of whatever herbs he feels are
necessary in his game. On the previous page we present an
example some herbs found in one area of a fantasy would; other
drugs might be available in other areas.

NATURAL HEALING
We suggest that concussion hits heal at a rate of 1 each hour if
resting, and every 3 hours if active.
The Healing Recovery Chart provided in this section gives the
recovery time for a variety of injuries.

EFFECTS OF INJURIES

Another key factor in a healing system is the effect of the wound
after being cured (by spells or herbs); some considerations in this
area are: how long does it take to recover? should there be any
permanent damage (often reflected in a lowering of stats)? what
effect would the wound have on the character while he is recover-
ing? Most of these questions are very subjective and must be
decided on acase to case basis. Forexample, having an arm cut off
and then reattached might cause a loss of agility (temporary or
permanent) and maybe a scar. Death and being raised from the
dead might cause a general loss of abilities, partial loss of experi-
ence, and scars. Due to the variety of character systems which
exist, these elements will not be detailed in AL&CL.

HEALING RECOVERY CHART

This chart provides recovery times formost general injuries. When
using it, apply the character's Corstitution bonus to any roll. The
result is the recovery time for lightinjuries. Multiply the figure by 5
for medium injuries and by 10 for severe injuries. Halve the recovery
time if the victim is hospitalized or placed in some other special care.

TYPE OF DAMAGE (in days)

Muscle/

ROLL Burn Bone Tissue Head Organ Tendon
01-15 3 5 3 10 9 7
16-35 2 3 2 7 6 4
36-65 2 2 1 5 4 3
66-90 1 1 1 3 3 2
91+ | l | 2 2 |

10.2 AD&D® CONVERSION
NOTES

Since AD&D” (see the * note at the end of this section) is the role
playing game that most people are familiar with, we will present
some conversion notes as an example of how AL&CL can be used
with another FRP system.

To use AL&CL as a combat system with AD&D® substitute the
AL&CL attack tables for the AD&D™ Hit & Damage Procedure.

To Hir
Each +1 bonus in the AD&D® system gives a bonus of +5 to
AL&CL OBs.

DAaMAGE BONUSES
Each +1 damage bonus gives a +1 bonus to AL&CL OBs. The
damage bonus is not added to the damage given.

LEVEL ADDS
Fighters should be given a +5/level bonus to their OBs, clerics
+3 or +4/level, thieves +2 or +3/level, and magic users +1/level.

WEAPON PROFICIENCY
In order to incorporate expertise in weapons into AD&D® use
weapon proficiency picks. Allow multiple picks for a single
weapon, with each pick increasing the OB with that weapon by +5.
A weapon used with no proficiency pick has an OB mod of -25.

INITIATIVE POINTS
Use the Table 8.2.8 normally. Convert 3-18 stats to 1-100 by
multiplying by 5 and adding 5 to the total (result 20-95, average 55-
60). It is important that quickness or dexterity be expressed in
terms of a 1-100 (orequivalent) range, because the other figures are
based on the assumption that stats range between | and 100.

StaT BONUSES
Use the Chart provided in Section 5.2.2.

DEFENSIVE BONUSES
Determine the AL&CL armor type by comparing the physical
composition of the armor with the AL&CL armor descriptions
given in Section 4,1, Bonuses for Armor, Dexterity, Spells, Brac-
ers, et¢. donot shift the armor type column. Instead, each +1 under
AD&D® rules gives a defensive bonus of +5.

Example: +2 breastplate and greaves (under AD&D®; AC
3(+2)=AC1): using AL&CL, the armor is AT 18, witha-10
bonus to the wearer's DB.

Hit PoinTs
AL&CL is designed for a system in which a normal fighter will
take almost 100 hits by 10th level. Since the average for AD&D®
is about 50, we suggest that you halve hits given under AL&CL
when using it with AD&D?® (round down if you are generous).

GENERAL
For conversion o any system, remember: the effectiveness,
flexibility, and power of an attack is entirely contained within the
offensive bonus of an attacker. So the offensive bonus should
represent the potential of the attacker for inflicting damage.

# AD&D" is TSR's trademark for fantasy role playing products, and these
references are in no way meant to indicate that ICE has a license from TSR
with regard to this or any of our products.
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10.3 MARTIAL ARTS
GUIDELINES

If you use the complete Rolemaster system, ignore this section.
It is intended for GMs that use other systems.

MARTIAL ARTS IN GENERAL

In AL&CL, the martial arts rules have been designed to maxi-
mize playability while maintaining as many facets of real martial
arts as possible. The Martial Arts Combat Summary Chart gives
the combat capabilities of a sample of the martial arts existing in
our world. Any other capabilities of martial artists are dependent
upon the character system being used. Combat capabilities are
described in terms of 2 attack tables and 2 critical tables devoted
to martial arts. All normal AL&CL combat rules apply — unless
they are specifically superceded by the guidelines provided in this
section.

ToE MartiaL ArTS "FORMS"

The martial arts forms given are broad generic classifications
and represent no specific style. The GM may modify any or all of
the statistics given to simulate a specific martial art form. The
forms given are primarily intended to provide an example of how
the system can be used.

We suggest that any player-character wishing to run a martial
artist (warrior monk) be allowed to choose (or be assigned) one of
the forms given. The fantasy role player level values (experience
or skill level) would determine the rate of progression of combat
capabilities. Level capabilities that are not given can be easily
extrapolated. It is suggested the non-trained characters be treated
as novice boxers and novice wrestlers.

Kung Fu is the source of most martial art forms (it has no belt
system, but belts are included for comparison purposes). Kung Fu
requires spiritual and mental training as well as physical training
and thus the stats given are superior to the other forms (Kung Fu
progresses equally in striking and sweeps and throws). It is
suggested that characters wishing to be Kung Fu martial artists be
given certain restrictions. Suggested restrictions include:

1) a background (youth) spent in a religious order or retreat;
2) a specific mission in life due to the background:

3) personal enemies due to affiliation with the religion; and/or
4) a very, very strict alignment of good (or evil),

MARTIAL ARTS OBs

The OBs given on the Martial Arts Combat Summary Chart
include bonuses for expertise and level, but mot for personal
characteristics (strength, agility, etc.). A GM should examine the
normal AL&CL offensive bonuses of his standard characters and
compare them to the stats given. If there is a large difference,
merely reduce the offensive bonuses given by 25-50%. The stats
given are those obtained wher using ICE's character development
system.

INCREASED INITIATIVE POINTS
Only martial artists may use part of their offensive bonus o
increase their first strike points (see Section 6.1). For every 5
points that the martial artist decreases his offensive bonus by, his
initiative total is increased by 10 points. This reflects a martial
artist’s capacity to focus his attack upon a very fast lethal blow.
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MULTIPLE ATTACKS AGAINST THE SAME FOE

Certain Martial artists may make two attacks against the same
foe in one round (if "Speeded" or "Hasted" a martial artist can make
4 attacks). Factor #] following an OB on the Martial Arts Combat
Summary Chart indicated the number of allowable attacks against
the same foe. If this factors is not given for a given MA rank, the
martial artist may not make multiple attacks against the same foe
with that MA rank.

To make multiple attacks, the martial artist must decrease his
OB by 30, he must split his OB between attack and parry in the
same manner for both attacks, and he must be using Martial Arts,

Example: Syr-istor (Black Belt, 3rd D., Japanese) has a
+100 OB in MA Striking Rank | ("100 2/3/180° ") and
chooses to attack Argund twice in one round. Because he is
striking twice in the same round, he subtracts 30 from the OB
applied to each attack (i.e., he makes two +70 MA Striking
Rank 2 attacks). Of course, he may use pari of his OB 1o
parry, and he still has the option of only attacking once at
+100.

ENGAGING MuLTIPLE FoES

Only martial artists can engage multiple foes in the same round
of combat, without using special abilities or aid from spells (e.g.,
"Speed", "Haste". etc.). Factors #2 and #3 following an OB on the
Martial Arts Combat Summary Chart indicated the number of
allowable foes and the maximum allowable angle of separation of
these foes. If these factors are not given for a given MA rank, the
martial artist may not engage multiple foes with that MA rank. To
engage multiple foes, a martial artist must be using martial arts
(unarmed combat) and he must subtract 20 from his OB for each
foe engaged. He must also allocate his remaining OB between
attack and parry in the same manner against all foes engaged.



Example: Vemiar (Black Belt, 2nd D., Korean) has a +80
OB in MA Siriking Rank 1 and is fighting two foes. He can
attack one with his full +80 OB or both with a +60 OB
against each (80 - 20). Since the chart indicates he can
engage 2 foes within 180°("80 1/2/180""), he can fight the
o foes regardless of their angle of separation (e.g., even
against one frontal and one rear attacker).

INTERPRETING THE
MARTIAL ARTS COMBAT SUMMARY CHART
The example below shows how the combat statistics can be
interpreted using the guidelines above and the key found at the
bottom of the Martial Arts Combat Summary Chart.

Example: Consider a martial artist with a 3rd degree black
belt in Japanese style karate. His DB of 60 appliesto all foes
that he is aware of. This example ignores weapon Kata.
He could choose to fight using any one of his 8 rank
abilities (4 striking, 4 sweeps and throws), or he could
attempt to grapple with an offensive bonus (OB) of 50
(maxinmum result on the Grapple attack wable of Small).

« With striking rank 4 and all four sweeps and throws ranks,
he could only fight one target per round with the OB given.

» However, with striking rank 3, he could:
1) Fight I foe with a 70 OB, or
2) Fight 2 foes (within a 907 arc) with a 50 (=70-20) OB
against each.

» With striking rank 2 he could:
1) Fight | foe with an 85 OB, or
2) Fight 2 foes with a 65 (=85-20) OB against each.

» With striking rank 1 he could:
1) Fight I foe with a 100 OB (1 attack), or
2) Fight 1 foe with a 70 (=100-30) OB (2 attacks), or
3) Fight 2 foes with an 80 (=100-20) OB (1 attack each), or
4) Fight 3 foes with a 60 (=100-20-20) OB (1 attack each).

ErrecT oF WEAPON KATA

Certain martial artists use weapons as part of their Kata (kata are
patterns of attack and defense that form the basis for the various
forms of martial arts). Weapon kata may be used if a -20
modification is made to the OB of the particular rank being used.
Normal martial arts weapons include knives (daggers), jo sticks,
nunchakus, tonfas, various swords, and other exotic weapons. A
GM may wish to limit which types of weapons may be used and at
which level of development in martial arts training their use should
begin.

It is suggested that knife kata be allowed at striking ranks with
an offensive bonus (OB) of at least 50, and stick kata be allowed
for sweeps and throws ranks with an OB of at least 50. It is further
suggested that each martial artist be allowed to pick two other
appropriate weapon kata that can be utilized by a rank that has an
OB of 90 or more.

A weapon kata attack is resolved in the following manner:

1) A normal attack is conducted on the appropriate martial arts
attack table (striking or sweeps and throw). A OB modification
of -20 is applied.

2) The weapon being used may be fumbled as specified in Section
6.2-6.3. However, the fumble range is decreased by | for each
increment of 10 that the OB is over 50 (round down and the
range can never be reduced below 2),

3) The number of concussion hits indicated on the martial arts
attack rable is increased by: the difference between the maxi-
mum number of hits the weapon can give [to the armor type
(AT) being attacked] and the maximum number of hits that can
be givento the AT being attacked by the martial arts attack table
being used. The result is the actual number of concussion hits
inflicted by the weapon kata,

Kata Hits Delivered = normal MA hits +
(Max Weap. Hits vs. that AT) - (Max MA Hits vs. that AT)

4) Inaddition to the normal (if any) critical strike indicated by the
martial arts attack table, a weapon kata also inflicts a second
critical of one severity level less [e.g., aresultof C on the martial
arts (m.a.) striking attack table would also inflict a B Slash (or
Puncture) critical if a knife were used|. Important: Only one
die roll is made to resolve both criticals. The type of extra
critical is always Unbalancing for sweeps and throw for weap-
ons kata, while the extra critical type can be Slash, Puncture, or
Krush forstriking weapon Kata. [f more than one type of critical
is appropriate for a given striking weapon kata, the attacker
should choose which is to be applied — before the attack roll.

Example: Consider a martial artist with a rank 1 striking
OB of 110. He decides to use a weapon kata wtilizing a
morning star against a foe with an armor type (AT) of 9(-30).
His OB isreduced to90(110-20)due to using a weapon kaia
(-20) found on Offensive Bonus Modification Chart). A
morning star normally fumbles on 01-08; but his OB is 4()
more than 50, so he would only fumble on an attack roll of
01-04.

He makes an attack roll of 45, thus his net attack roll is 45
(atrackroll) + 90 (OB)—-30 (defender’'s DB) = 105. If he had
made a higher attack roll, it would not have changed the
result because the maximum result for a rank I artackis 105,
The result from the martial ars striking attack rable is
"108."

The maximum number of concussion hits that a morning
star can inflict upon AT 9 is 27, the maximum for a MA
striking attack against AT 9 is 19; so the actual number of
concussion hits inflicted is 18 (=10+27-19).

The critical damage is a ‘B’ martial arts Striking critical
and an 'A" Krush critical are applied to the defender. Thus,
if the martial artist rolled a critical result of 52; the 'B' MA
Striking critical would stun the foe for 1 round and inflict 6
concussion hits, while the ‘A" Krush critical would force a
parryat-25 for one round and inflict 5 more concussion hits.

The grand total of damage would be: 29 (=18+6+5) hits,
stunned one round, and forced to parry at-25 the next round
(the worst damage inflicted is applied first).

MA Orrensive Bonus MODIFICATIONS
(CUMULATIVE)

-20....... For each foe over 1 engaged during a given round.
=30 .......For using two attacks versus one foe in a given round.
-20....... For using a weapon kata.
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MARTIAL ARTS COMBAT SUMMARY CHART
(Do not use this chart if you use Character Law)
Statistics for Striking Statistics for Sweeps& Throws
FRP OB #1/#2/#3 OB #1/22/#3
Form Belt/Degree Level DB | Rankl Rank 2 Rank 3 Rank 4 Rank 1 Rank 2 Rank 3 Rank4 | Grapple
Karae Yellow 12 3 10 -25 -25 25 ] 25 25 -25 5 5
(Japanese) Purple 2 20 30 20 -25 =25 5 =25 25 -25 5 10
(Okinawan) Hrown 4 0 50 40 20 n 10 [} -25 -25 S 20
Black |5t Degree 6 40 012807 60 45 k1] 20 (1] -25 -25 5 30
2nd Degree 8 50 YO 1/2/180% - 751/2/90° 60 45 30 15 ] 25 S 4
3rd Degree 10 60 100'2/3/180% 85 1/2/180° 70 1/2/0° 55 | A0 20 10 5 Svali:50
4th Degree 13 63 110 2/4/180°  100.1/3/180° 85 1/2/180° &5 1/2/180° | 50 121905 25 15 10 M 55
5th Degree 15 65 120 2/5/180° 110 2/4/180° 95 1/3/180° 75 [/2/180% | 60 |2/180° 30 25 20 M 60
Karate Yellow 112 5 10 -25 -25 -25 5 =25 -25 25 5 10
(Kowean) Green I 10 20 S -25 -25 10 5 -25 -25 S 2
Blue 3 25 40 25 10 -25 20 10 -25 -25 S 30
Brown 4 30 50 40 20 0 30 15 -25 =25 5 40
Black lst Degree 5 35 60 1/2/90° 435 30 15 40 20 10 5 M 50
2nd Degree 7 45 BOC1/2/1807 &3 50 35 S0 172090 25 20 10 M 60
3rd Degree 9 55 95 1/3/180° R801/2/00° 60 50 60 1/2/180° 30 25 15 M 70
4th Degree Il 61 105 2/4/180° 90 1/2/180° 70 1/2/90° 60 20 1/3/180° 40 30 20 M B0
Sth Degree 13 63 1O 2/5/180% 100 1/3A180% BO-1/2/180° 70172907 80 1/3/180° 50 1/2/90° 40 30 M B
Judo Yellow 1 11 1 -25 25 -25 20 5 25 25 s 10
Green 2 20 20 =25 =25 -25 30 20 -25 -25 s 30
Brown 4 30 30 -25 =23 -25 50 1/2090° 40 30 20 M 40
Black 151 Degree & 40 40 25 -25 -25 70 12/180° 60 120900 S0 40 M 50
2nd Degree 8 50 50 25 25 -25 O 131807 80 1/2/180° 70 12907 60 M 60
3rd Degree 10 60 | 58 =25 25 -25 100.2/3/180° 90 1/3/180° 80 1/2/180° 701/2/90° M 70
4th Degree 13 63 60 =25 -25 25 LIO2/4/180° 100 1/3/180% 90 1/3/180°  BO 1/2/180* M 80
Sth Degree 15 65 65 -25 -25 25 120°2/5/180% 110 2/4/180% 100.1/3/180° 90.13/180° M 90
Kung Fu Yellow | 10 20 5 -25 -25 20 5 -25 -25 5 20
Green 3 30 40 30 I5 -25 40 30 15 -25 ] 40
Brown 5 0 60 172/90° 50 40 30 60 17290 50 40 30 M 50
Black Ist1 D. 7 60 RO 2/2f180° 70 1/2/90° 60 S0 80 2/2/180° 70 1/200° 60 50 M 60
2nd Degree 10 70 100 2/3/1807 90.1/2/180° 80 1/2/%0° 70 100:2/3/180° 90 1/2/180° 80 172007 70 M 7D
Ird Degree 15 75 120 2/4/180° 110 2/3/180° 100 1/2/180° 90 1/2/90° [ 120:2/4/180° |10 2/3/180% 100 1/2/180% 90 1/290° M’ 90
4th Degree 20 80 130 2/5/180° 120.2/4/180° 110 1/3/180° 100 1/2/180°) 130.2/5/180° 120 2/4/180% 110 1/3/1807 100 1/2/180° M 100
Sth Degree 25 82 [40 2/6/180° 130°2/5/180% 120 2/4/180% (110 1/3/180°) 140.2/6/180° 1302/6/1807 120:2/4/180% 110°1/3/180°M 110
Wrestling Novice | { 5 =25 -25 -25 10 -25 -25 -25 5 20
Beginner 3 5 1 =25 -25 -25 20 -25 -25 -25 5 30
Intermediate 5 10 15 -25 -25 -25 40 10 -25 -25 M 50
Trained 7 15 20 -25 25 25 50 20 ~25 -25 M 70
Expent 10 20 25 =25 25 -25 70 30 10 -25 M 9%
Boxing Novice 1 5 20 -25 -25 -25 5 -25 -25 =25 L1 5
Beginner k] 10 40 -5 -25 25 5 -25 -25 -25 S 5
Intermediate 5 15 60 20 -25 -25 5 -25 .25 -25 S 5
Trained 7 20 80 40 -25 25 5 25 -25 25 S 5
Expen 10 25 100 60 20 25 5 -25 25 =25 S 5
Sumo Expernt 15 20 15 -15 -25 25 60 20 10 25 ! 120
Wrestling
Form: The style of martial arts as it is known in.our world today. This is a very general, generic classification.
Belt/Degree: Runking in the particular style.
FRP Level: Fantasy Role Plaving Level the equivalent level of an average character with these ubilities (useful for resistance rolls and player chmclm]
DB: Defensive Bonus: defined in Arms Law rules. Applies to all anackers that the martial artist is aware of.
Rank #: Rank # limits the maximum possible result on the attack 1able used, Rank stuusun for striking use the Martial Ars Striking attack table. Rank statistics for sweeps and throws use
the Martial Ans Sweeps and Throws Attack Table. The ranks inc ely complex and deadly forms of attack.
Grapple: Statistics of handling grapplirg or wrestling o foe (can be used for suhdnnll,
S.M, or L: The maximum result allowed on the Grapple/Envelop anack table (i:e. Small, Medium. or Large),
#: Offensive Bonus when grappling
OB #1/82/#3: See Section 10.3, Each rank one set of these combar statistics: each round the combatant must choose one of these sets of statistics 1o use. 1f#1.#2. and #3 are left out they
are assumed o be "1/1/—".
OB: The Offensive Bonus (OB). The OB can be used for parry or attack or part on both. However. the same proportions must be used on attack and parry for all foes foughrand all attacks
made,
#1: The number of attacks which may be made ngainst one target in 2 given round (if two attacks are made against the same target the OB for both attacks is decreased by 30),
#2: The number of different foes which can be attacked ina given round (the OB is decreused by 20 for each (oe over | engaged),
#3: The maximum allowed angle of separation for different foes engaged in a given round (i.e.. 90° means ull foes must be within an arc of 90°, 180° means all foes engaged can be in
any relative position around the murtial artist). OF course, all foes must be adjucent to the martial artist.
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WEAPON STATISTICS CHART
_ _ RANGE MOD (in feet) ARMOR MODIFICATIONS
Weapon Type| Wt Len, F 10 25 50 1000 150 | Table Used 20-17 16-13° '12-9 85 4.1 Special
Historical Weapons
Axe (woodsmuan's) 2H 4-6 15-3 4|30 — — - — Handuxe -5 -5 -5 -3 -5 Normally used as a tool,
Bastard Sword IHS | 4.5-6 34 4| —m — = - = Broadsword +5 0 -5 -10 =10
{Hand & a Hall) 2H | — — = — - 2H-Sword -5 -5 -5 10 -10 | Maximum result is 40,
Blackjack IHC | 1-2 5-1 R e Barefist Ol 0 ] 0 E-criticals are treated as: D-criticals,
Blow Gun MIS | 1.5-2 36 5 ] 0 =20 -4 — Sling 5. +10 0 +3 +10° | All criticals are punciures,
Boar Spear PA 5-7 4.5-6 3|~ -0 — — — Spear +5 +3 ] 4] -5 Anmimals can’t push shaft ap il
impaled,
Bolu (replaces TH 23 3.5-4 7 0 00 200 40 | Gropple 0 1) 1 0 0 Maximum result is Large.
Bola Table) e ;
Boomerang TH | 1.5-2 4 0 0 0002200 =30 | Club =5 ] =3 5 =3 I user trained, it retums.
Car of Nine Tails IHC 1-2 235-3.5 7 —_ - - — — Whip —13 10 -3 0 +10
Claymore 2H 6-8 25-3.5 4/l - — — — — 2H-Sword -5 -5 -3 +5 +5 Scottish 2H-Sword.
Cudgel 2H 2-3 3 I |-E - — = — Club +3 +5 +5 +10 +10 | Large walking stick.
Cutlass 1HS | 2.5-3.5 2-3 B EETINE—— Broadsword +3 1) -5 -5 =5
Darts (throwing) TH -1 e i o -0 20 @ — — Dagger =10 +5 0 0 0
Dirk IHS 3-1 5-1 1| =15 =30 <0 — — Dagger +5 +5 ] =5 -5 Scottish Dagger.
Fist (bare) IHC - — 1 —C A m—s s e M.AL Suiking 0 4] ] t 0 Maximum result is Rank |,
Fist (armored) IHC — — | —_ = = = — Bare Fist {1 0 1] 0 0 Bare Fist Table is used for this now,
Foil 15 Bl B s T s T B e e e Dagger FIO L0 D 10 +10 | Al criticals are Punciures.
Hurpoon PA 45 07 4ifowSe o — —— Javelin -5 -5 -5 —5 -5 Hard to remove.
lo 2H | 1.5-25 4-5 5 — = = — - Q-Swff 0 [{] ] 1] [i] Japanese stafT,
1HC 3| — = = = = Club +5 +5 +5 +3 +5
Katana IHS | 4-6 354 3| - e Broadsword [t} 0 +5 +5 +5 | Japanese sword.
Lance (medieval) PA | B-12 1EES i e = — == ey LanCE +10. 1( +5 0 0 IF jousting, all eriticals dre A's.
Lasso TH 1-2 6.5-10 G| o= = — = — Entangle {1 i 0 ( 0 Maximum result is Medium,
Long Sword IHS | 355 2535 4| — — — — — Broadsword +5 +5 1] -5 -5
Net {gladiator's) ™ 1.5-3 46 5 0 - = - - Grapple +5 +5 +3 +35 +3 Maximum result is Large,
Net (fishing) TH 24 5-8 b -5 - — — - Cirapple -5 -3 -3 =3 -5 Miximum resull is Medium,
‘No-Dachi 2H 79 5-6 e e T 2H-Sword +5 +5 +5 +5 +5 Japanese 2H-Sword,
Nunchaku tHC | 2-3 R T B e e Moming Star | -5 3 -5 -5 =5 | Okinawan cereal beater,
2H 2-3 2.5-3 7 e Flail -3 =5 -5 i =3 =3
Pick 2H 5-8 3-4 6 — = = — = Mattock -1 -0 -0 =1 =10 | Normally used as a tool.
Pilum PA | 453 5.5-6 3 0 =20 =30 — — favelin +3 +5 45 +3 +5 Roman throwing spear.
Sabre IHS 34 2-3 3 —_— — — = — Broadsword 1] -5 -5 =5 -5
Sai (parrying wp) LHS 23 1-2 2 -2 -0 — — — Maine Gauche| -5 -5 -5 -5 -5 +25 vs. melee if not used 1o mtack,
Shuriken THL| -25:85d=0l0 5 O e il =20 Dagger 3 +5 F10. 410 410 | Jdpanese throwing star.
Trident PA 4-6 5-8 5| =l 3040 — " — Spear: 0 +3 +5 +16 +10
Tomahawk IHS 3-4 1-2 2 518 =30 - — Handaxe —I -0 —10 -0 —10
Tonfa (special) HC | 152 225 4 — i e Club 10 R D ) 410 | Okinawan rice husking rod.
Fantasy Weapons
Baw IHS 4-5 2-3 5 _ = = = = Hindaxe +15 +15 10 410 +10 | Can be used as an jce axe.
Cabis IHS | 2-3 1.5-2.5 4 0 ¢ -0 25 — Handaxe -y =10 =10 =10 -10 | Basically a throwing weapon.
Dag IHS | 5-6 3-4 B2 P== e = Falchion #1007 #1010l #10 | A very lurge bladed weapon.
Ge ™ 4-6 4-5 8 as Bola Bola(2x Dam) 10 +10 +10 +10 +10 | Treavany criticals.as both K and G,
(msuper bola) If fumbled. roll o "DG” on thrower.
Irgaak 2H 5-6 5-6 3 — = = — = 2H-Sword +15 +15 +15 +15 +10 | Roll eriticals 1wice applg all results.
Kynae IHS 1-2 |-2 2 0 O 0 =25 —40 | Rapier -5 -5 1] 1] 1] A great throwing dagger.
LongKynac IHS | 2 33 3|00 20 20 50 = | Rapier SIS 415 415 415 415 | A grem long dagger,
Shang IHS | 1-2 1-2 ol 0 =10y — = — | Scimitar ~10. =10, =00 =10 10 [ +30vs. melee if not used to attack.
el (parrying sword)
Typh IHC | 4-5 34 6 1] D -0 — — Flail -10 -10 LI (] —10 | If fumbled, roll a "DK" on thrower.
Yarkbalka IHS | 4-5 3.4 6| — — — — — 2H-Sword -1 -1t =10 =0 =10 | If fumbled, roll 4 "CS” on thrower,
Type: 2H =Two-Handed Weapon: |HS = One-Handed Slushing Weupon; 1HC = One-Handed Concussion Weapon: MIS = Missile Weapon (not usable in melee); PA = Pole Arm; TH =
Thrown Wespon (not usable in melce).
Wt.: Weight of weapon in pounds.
Len: Length of weapon in feet.
F: Fumble range (4 fumble ocewrs il unmodified attack roll is less than orequal to this number),
RANGE MOD.: Modifications apply to use as missile at ranges less than or equal fo the given distance (only one modifier applies). (— means not allowed.)
Table Used: The AL&CL attack table used to resolve attack.
ARMOR MOD.: Modifications to the witack roll based upon the armor of the defender.
Special: Varies for each weapon.




RN e | () BRI |
CLAW LAW TABLES

All of the AL&CL tables are grouped together by type: i.e., all
critical tables together, all attack tables together, ete. In addition,
all of the tables are found in back of this product forease of use. The
original numbering scheme is maintained because most ICE prod-
ucts refer to these tables by the original numbering scheme.

In order to help alleviate some of the problems caused by this
organization, we have provided a Table Index on page 95 and a
Table of Contents on pages 2 and 3. In addition the following
listing provides page numbers for all of the Claw Law tables.

CLAW LAW TABLE LISTING
11.1 ANIMAL ATTACK TABLES
11.1.1 Beak/Pincher Attack Table.........cccceveriririricersnrnennn.. 08
11.1.2 Bite Attack Table .. T T L 1.
11.1.3 Claw/Talon Attack T.ible .70

11.1.4 Gmpplc.,’(}m\pfﬁnvulopfSwa]Iow All.ick FabIc 71

11.1.5 Horn/Tusk Attack Table .....cooocveieevcerincinececieninnens 72
11.1.6 Ram/Burtt/Bash/Knock Down/Slug Attack Table ..... 73
1107 Stinger-Attack Table s 74
11.1.8 Tiny Animal Attack Table..........coceimiiicciiiiiissncans 75
11.1.9 Trample/Stomp Attack Table ......ooevrivivniicciinnenc 76
11.2 MISCELLANEOUS ATTACK TABLES
11.2.1 Fall/Crush Attack Table .. TS TRNTRM IR i |
11.2.2 Martial Arts Striking Att: tck Table IS, .
11.2.3 Martial Arts Sweeps & Throws Auack Tab!e .......... .79
3 CLAW LAW CRITICAL STRIKE TABLES
ll 3.1 Grapple Critical Strike Table .. reereerenestarenennnes 89
11.3.2 Martial Arts Strikes Critical Stnl\e Table ...86
11.3.3 Martial Arts Sweeps& Throws Critical Strike Table .87
11.3.4 Tiny Animal Critical Strike Table .. SR
11.3.5 Unbalance Critical Strike Table 89

SR | () RS S v |
ADDITIONAL WEAPON STATISTICS

The weapons given in the historical section of the Weapon
Statistics Chart are historical weapons that have actually been
made and used in our world. The statistics given are suggested
values for their use with AL&CL. They indicate which Arms Law
attack tables to use and what modifications to make. These
weapons are intended to be examples of how to use the AL&CL
system to simulate any weapon.

The weapons in the fantasy section of the Weapon Statistics
Chart are fantasy (made up) weapons. They are very powerful and
depend on special design and material. They are included to
illustrate how you can make up your own weapons using this
system.

RS eE T | 3. (Sl v T S
ANIMAL AND MONSTER STATISTICS

The animals statistics givenin the Animal Statistics Chartare for
animals that have actually existed on our world. The statistics
given are suggested values for their use with AL&CL. They
indicate which AL&CL attack tables to use and what modifications
to make. These animals are intended to be examples of how to use
the AL&CL system to simulate any animal.

The creatures in the Monster Statistics Chart are fantasy (made
up) creatures. They are very powerful; and their use in play often
depends on special abilities and the world system being used. They
are included to illustrate how you can make up your own monsters
using this system.

GMs that want more complete creature descriptions (for ani-
mals and monsters) should refer to |ICE's Creatures & Treasures
(see Section 1.1). C&T provides complete descriptions for over
500 animals, races, fantastic beasts,

Note: The OBs and DBs given to monsters and animals are

based upon normal Rolemaster values. In these systems, a

fighter can have an offensive bonus as high as 80 1o 90 at

around 5th level. For use with other systems, the OBs and

DBs given should be examined for their relation to character

bonuses. It may be that the bonuses given should be cut to

hetween 50-70% for some systems.

[32 ARMS LAW & CLAW LAW |

13.1 ANIMAL STATISTICS

Most animals will rarely attack a human unless they or their
young are threatened. When an attack does occur, however, it is
often sudden and ferocious. The ferocity of animal attacks is
reflected to a certain degree by the ten animal attack tables found
in Claw Law. Some of these lables make huge animals more
terrible than the most fearsome weapon in Arms Law. The
comparative ferocity and prowess of animals is subject to the value
judgements of the GM.

The Animal Statistics Chart provides some suggested combat
capabilities for common earthly animals using the animal attack
charts. Only the broad physical characteristics are presented. The
tactical application of the animals' characteristics (as well as any
unusual abilities) should be developed by the GM.

13.2 MONSTER STATISTICS

A sample of commonly used fantasy monsters is provided on the
Monster Statistics Chart. AL&CL only provide the Combat capa-
bilities of the listed monsters. Any special abilities (fire-breathing,
invisibility, flying, etc.) must be provided by whatever spell and
ability system you use in your game.



13.3 DETERMINING THE
TYPE OF ATTACK

Each animal described on the Animal Statistics Chart has at least
one type of attack and possibly as many as three (Primary, Secon-
dary, and Tertiary). To determine which attack is used. roll
percentile dice (1-100). Low (and in the given percent range, the
last number) indicates that the primary attack is used while the
higher rolls indicate secondary and possibly tertiary attacks.

The GM may always change the given pattern of attack for a
given animal or situation; the provided values are only meant to be
guidelines for the use of the Claw Law tables.

Example: Examine the Wolverine entry. On a roll of [-40
the wolverine will use the Bite Attack Table (11.1.2) with an
offensive bonus of 50 and a Maximum result of Medium (M ).
On a roll of 41-50, the wolverine will use the ClawiTalon
Attack Table (11.1.3) with an OB of 45 and a Maximum
result of Medium. On a roll of 51-100, the Wolverine will
make both of the attacks just mentioned.

An attack marked with a « or ¥ can as a result of another attack
by the same animal has already obtained a critical strike this round.
« — If the attack given on the left (i.e., the primary attack for a

secondary attack or the secondary attack for a tertiary attack) has
obtained a non-Tiny critical this round, then this attack occurs in
the same round.

¥ — If the attack given on the left (i.e., the primary attack for a
secondary attack or the secondary attack for a tertiary attack) has
obtained a non-Tiny critical this round, then this attack occurs in
the following round.

opt — The creature may use this attack (usually a weapon) if it
desires (usually determined by the GM).

Example: A Gorgon attacks a man. On its first round of
attack it has a 100% chance of using its Medium Horn attack
with a 40 OB ("40MHo100"). It gives the man a "10AP"
result. Since it got a non-Tiny critical result, it makes a
Large Bash attack with an OB of 60 ("60LBa«"); otherwise,
it would not have gotren any more attacks in the first round.
With the large bash attack, it gives the man an "11BU".
Since the Gorgon got a non-Tiny critical with its large bash
attack, it will get to make a Large Trample-Stomp attack with
a 50 OB next round ("SOLTs \").

13.4 CONVERTING AND
CREATING CREATURES

Trained or usually intelligent animals may have higher offen-
sive bonuses. and use different combinations of attacks than those
presented on the Statistics Charts. These statistics are only meant
to be a sample and the GM should feel free to use the provided
tables for describing and designing his own animals and monsters.

A good rule of thumb for converting monsters is to:

* Determine the size (Tiny, Small, Medium, Large, or Huge) and
type of attack.

s Determine the Maximum damage foreach type of attack (usually
the size).

» Determine an appropriate offensive bonus. If this cannot be
easily set, approximate it by +10 per hit die that the creature
normally has under your system.

The following charts can also be useful in handling AL&CL
creatures during play and in converting other creature statistics
into AL&CL statistics.

SIZE CHART
Size DB Mod.*
Tiny 30
Small 20
Medium 0
Large -10
Huge -20
SPEED CHART
DB MODIFICATIONS (AQ)
(MS)* (MS)H (AQ)% Initi-
Base Flee// Charge/  ative
CODE RATE Evade Lunge Points
CR Creeping =20 0 0 10
Vs Very Slow -10 0 0 20
SL Slow 0 0 0 50
MD Medium 10 -5 5 85
MF Moderately Fast 20 -10 10 97
FA Fast 30 -15 15 101
VF Very Fast 40 =20 20 110
BF Blindingly Fast 50 =20 25 120
* — These modifications have already been factored into the animal
and monster stats given. They are included to facilitate designing.
your own animals and monsters.
+ — This DB Modifier applies if the animal is actively fleeing or
evading pursuit. The animal must be moving.
£ — This DB Modifier is only used when an animal attacks a target
from the front without surprise. The animal's DB is only modified
with respect to the target's attack. If this modifier is applied, the
target gets the first attack.
+, £ — Have not been factored into the DBs of the sample animals
and monsters, and thus must be applied as the situation calls for.

LARGER/SMALLER THAN NORMAL ANIMALS

The statistics given for animals apply in general to the size and
nature of the animal found in our world. For creatures smaller than
normal (e.g., a baby elephant), decrease the Size, Hits, and Max (on
attacks), but leave the pattern of attack the same. Similarly, for
larger than normal animals (e.g.. giant crabs, huge birds, giant
spiders, etc.) increase the Size, Hits, and Max (on attacks), but leave
the pattern of attack the same. The OBs for various attacks should
be decreased for smaller animals and increased for larger animals.

ATTACKS BY GROUPS OF SMALL ANIMALS
Swarms or groups of tiny creatures (Bees, Ants, etc.) may be
given a small attack on the appropriate table. Some of these
"swarm" attacks are indicated on the charts (Bees, Birds, Crabs,
Lizards, etc.).
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ANIMAL STATISTICS CHART

AT Speed Primary Secondary Tertiary
Name Size Hits  (DB) MS/AQ  Level | Attack Attack Attack Special
Alligator (Crocidile) L 120 T 0) MD/MD 2 GOLBi100 — — DB =420, OB = 420 if in water.
Baboon M 50 3o MD/FA 3 40MGr70 HOMBi« 40MBi30 Usually in tribal groups.
Barrcudu M 40 140} VEVF 2 45MBi100 — - .
Bat 5 4 {60y VFIVE 1 205Bi1100 — - —
Bear (Grappling) | DR 7 )] RC10) MF/MF 5 TOLGr100 BOLC ] 20MBi« Atlack mode is based on situation,
(Charging) GOLBal 00 — - -
Bees T | 1400 MDIVE | 0T Swarm—20851 — Poison does hit | hitbee,
Bind (small) ! 5 1700 VE/FA 1 OTiin0n 6 or more—08C1 — Sparmaws, doves, etc.
{large) 5 8 {50y FAEA | OSPiLO0 3 or more—20MCI Cull, ravens, ete.
Bou Constrictor (157) M 50 R IH0)) SL/SL 2 HOMGr100 T5LGr - -
Boar M 120) AL30) FA/MD 3 A0LHo 100 30MBa« 20MTs« Unpredictable, ill-iempered.
Bull L 150 A10) MF/MF 3 A5MHo80 40LBa20 UL Tsw =
Cat (leopand, eic.) M 100 3(40) VF/VF 3 40MCHO HOMBa6 GOMBi v Giood stalkers, and ambushers.
Cheetah M 70 3(50) BF/VF 3 45MCIR0 65MBi« 45MBi20 Liwrle endurance.
Condor L. .90 1(30) VE/MFE 4 SOLCIHI00 45MPi v — -
Crab T 8 2¢10) VS/MD | 0Ti 100 6 or more—355Pi — —
Deer (Stag, etc.) M 70 3(40) VEFA 2, 20MHoS0 20MTsi0 — Males only,
Dolphin M 8O 140y VF/FA 8 SOMBalno — — Intelligent.
Eagle M 30 | (340 FA/FA 3 45SMCH00 35SPiv — -
Elephamt (mule) L* 450  I12(10)  FA/FA 7 HUHHOTO S0HBa30 T5HTs« Could grapple if trained.
(female) L* 450 12010) FA/FA o BOHBa100 75HTs« — Could grapple if rained.
Elk (male) L 200 B FAIFA 3 10 Ho 100 90LBa« GOLTs« Loner except during mating season,
Faleon 5 25 1(60) VEF/BF 2 3oMCHDn 205Pi ¥ — —
Gorilla L. 1213 RN MD/FA 4 45LGrB0 TOMBi« SOMBI20 —
Hawk S 28 1(60) VEVF 2 40MCH0O 255Pi —_ —
Horse (charging) L IS0 T 3020) FAMFA 3 S0LBal0o 3517w - Md-sized warhorse, bonuses vary
(reqring) . SOMCr70 45LTs 30MBi30 for heavier or lighter Horses,
Housecal L1 [{4] 14 FAFA | 10Ti60 0Ti20 Both2( —_—
Hycenas (Jackals, enc.) M 70 340) VF/FA 2 ASMBi100 —_— —_ Large packs, cunning.
Killer Whale L* 600 8(20) VF/VF B 120HBIS0 1 50HGir« 1OOHGr20 Intelligent, voracious.
Kraken (squid-like) L* 200 B MF/VE 8 100HGr100 TOHP; ¥ — Pi ammck due to beak.
Lion L 150 $(20) FA/MFE 3 B5L.C1100 H5LBi« 120LCE Y 3rd artack as long as crits obined.
Lizard (general class) i 8 T4 BF/VF | iy 6 or more— 0SSPy — —
(large) 5 |6 150) FA/MF 1 10SPi 100 3 or more—J0SPi — I poisonaus, 15t atack s 50%.
Lobster S 1y 12010y VS/MD I 205Pi 100 — o —_
Munia Ruy M. 335 1(40) VEVF 3 30SBal00 — — —
Mongoose S 35 3(70) FA/BF 2 S0SR1100 —_ S DB unuisually lTarge due 10 AQ.
Moose L1200 40 FAIMF 3 30LHo 100 ADLBaw G60LTs v Males only.
Moray Eel M 75 M SLIMF 2 100LBi 100 - — Ambush attacks on sea floor,
Octopus {large) M 40 (3 FA/FA 2 H60MGri00 405 Pi — —
Owl M 35 1(30) FAFA | 40MCHI00 4085P; Y — Primarily noctumnal,
Pike M 45 1(40) VENVF 5 30SBil00 — — —
Piranha T 4 1(7) VEVF 1 25Til00 6 or more—2558i — +20 when water bloody
Rats s 5 [{R1D)] MD/MF 1 0SB 00 3 or more—30SBi — -
Rhinoceros L 240 12(0) MD/MF 7 1M Ho 100 | 1MHBa« HOHTs ¥ Blind charge, poor eyesight.
Saberooth Tiger L 250 8030 VF/VF 5 110LBiT0 TOLCI20 Bothi() —_
Scorpion T 2 1(40) MD/VF 1 10551100 6 or more—3505St — Very poisonous, 1-50 hits.
Shark L 250 4020 FA/FA 5 1OOLBIOO — — +30 when water bloody.
Snake (non-consir. ) b 10 1(50) FA/VE 1 25THIO0 f or more —0OSHo — -
(large, non-consir.) M 20 13 FA/VF | 10SHo 100 Y or more—255Ho— —
Spider (Anis, ele) T 1 I(10y CR/FA | =50Ti100 Swarm—ITi — Innecuous, possibly poisonous.
Squid (large) s 20 10501 FAFA | S08Gr100 HSPi v - —
Tiger L 150 A3 VEVF 5 15LCH0 90LBa60 HIOLBIY Rushes from short range.
Turnle (Jarge) M 80 12430) CR/SL 3 LPI00 — —
(arge sea) L 120 124403 FA/MD 3 A0MPi 100 — — I nol in waler, as above,
Weasel S 35 (501 FAIVF 1 SOMBi DO — — Vicious,
Whale (Sperm Whale) L* 700 B(50) MF/ME 8 60SGr50 75HBas0 — 'E' Gr crit means target is swallowed.
Wildeat (many types) S 60 H60)  VFIVF 3| 3oHcBo 205Bi30 ‘Both40 Loners. ambushers.
Wolf M 110 330y FA/FA 3 H63IMBi100 — — Pack hunter. intelligent.
Wolverine M 45 M5 FA/VF 2 SOLBi40 45MC110 Both50 Exiremely vicious and bellicose.

Codes: Most of these statistics are standard AL&CL combat statistics: Hits. AT = Armor Type {Section 4.1). DB = Defensive Bonus (Section 4.4), level (for RRs, see ChL and SL).
Size: See Seclion 13.4. T=Tiny, S = Small, M = Medium, L = Larpe. H = Huge: L* = Any criticals against this creature iire resolved using the Large Creatures rules (Section 6.4.3). H*
= Any criticals against this creature are resolved using the Super-Large Creature rules (Section 6.4.3).
Speed: See Section 13.4. MS = Movement Speed, the rate st which the animal is capable of travelling: AQ = Auack Quickness (speed of animal's attack).
Attacks: See Scerion 13,3, The awacks are given in the following form: OB Awtack Size Awtack Type  Adeditional hiformation.
OB: The standard Offensive Benus for this attack.
Attack Size: Maximum result allowed on attack table (see Section 6.4): S = Smull, M = Medium, L = Large. H = Huge. o code for Tiny aftacks).
Attack Type: Type of atack: Ba = Bash/Ram/Butt/Knock Down/Slug: Bi = Bite; Cl = Claw/Talon: Cr = Crush/Fall; Gr= Grapple/Envelop/Swallow: Ho = Homy/Tusk: Fi=
Pincher/Beak: St=Stinger: Ti = Tiny Animals: Ts = Trample/Stomp: Wp =W
Additional Information: See Seetion 133, # = the % chance of this anack being used. « = If the attck given on the left (i.e., the primary attack for o secondary atack or the
secondary attack for atertiary altack) has obtained a non-Tiny critical this round, then this.attack occurs in the same round; v = If the attuck given on the left (i.c.. the primary
attack for a secondary atack or the secondary aitack for a tertiary artack) has obtained a non-Tiny ¢ritical this round. then this anack occursin the following round; opt = The
creature may use this attack (usually a weapon) if it desires (usually determined by the GM).
* — Delensive B (DB) 50 marked are oblained from the lp with an extri bonus for especiully 1ough hides, quickness, stature, and general factors concerning the
fearsomeness of the creature,
2X Damage: Target receives double the hits by the tables.
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MONSTER STATISTICS CHART
AT Speed | Primary Secondary Tertiary
Name Size Hits  (DB) MS/AQ  Level | Attack Attack’ Attack Special
Ant (Giant) L) 25 17300 MD/MF | 158Pi 100 — - Assumes Antis | o 2 feer long,

(Giant Warrior) 5 40 19(40) MFE/FA 2 35MPI100 — e Assumes Ant is 2 10 3 feet long.

Ape (Giant) Lv= 1.0 B(1M MF/FA 5 SSMCIL00! TOLGr« oOWp ¥ Can use simple hand wenpons:
Basilisk L o 12(10%)  MD/MD. 6 60LHo100 - : — Has special abilities.

Beetle (Giant) M 30 16(10)  ME/FA 2| 6OLFil00 = - § Assumes Beetle is 3 feet long.
Centaur L 30 4(30) VE/VF g SOLBul0O JOL TS« SOWp opt Intelligent Centaurs may use weapons,
Chimera L 180 4(30%) FA/FA 10 90LBis0 90LCI30 40MHo20 Has unusual abi ;

Cockatrice S 30 3500 VF/MF 5 SOMPiL00 — —_ Has unusual abi 5,

Crab (Giant) (Y 6 16(20) MF/MF 3 75LPil00 — — Assumes Crab is 4 feet wide,

Pemon (Pale 1) M 35 1(20) MF/FA 2, 20MBal 0 somery 30Wp opt Types as given in SE. Demons from

(Pale 1) M 60 3(30) FA/FA 4 | 40LBalO0 80LCr Y SOWp opt other systems may be placed

(Pale 111) M 90  4(50%).  VF/FA 8 TOLBu100 105LCry TOWp opt into these classes.

(Pale IV) M 120 4(60%) BF/FA 13 100LBal00 130LCr Y 9OWp opt —

{Pale V) L* 180 8(50%) YF/FA 18 125LBal00 1SOHCr v 120Wp opt 2x damage with weapon,

{Pale V1) L* 250 |2(60*) VFFA 0 150HBal00 I 70HCr 165Wp opt 2x damage with weapon,
Doppleganger M 80 4040y VF/BF 8 TOMCI70 40MBi30 60Wp opt IEin proper form, it can use weapons.
Dragon (lypical adult) H* 450  16(50%)  VF/FA 25 200HBI60 1TOHCI30, 120HBal10 Diff. Dragons have unusual abilities,
Eagle (Giant) L. 150 3(40%) VEVF e BOLCLI00 G0LPi — Trained nder could also attack.
Efreet M L1 LTy VEIVE 44 S0LBas0 TOLGre 6OWp50 Ba criticals are Heat i’ SL 15 used.
Elemental (weak-AlIR) M 80 Ity VEFA 10 40LBal 00 40LGr v — Ba criticals are Impact if SL is used.

(weak-EARTH) M 80 L{40) VEFA 10 TOLBald) SOMGr —_ —

(weak-FIRE) M 80 {40y VF/FA 10 SOLBattn SOMGr ¥ - Ba criticals are Heat if SL 15 used.

(weak-WATER) M 80 L{40) VE/FA 10 60LBal00 H60MGr v — Ba criticals are Impact 1f SL is used.

(powerful-AIR) L* a0 130y VEFA 20 TJOHBal00 60LGr — Ba criticals are Tmpact if SL 18 used.

(powerful-EARTH) B i) H30) VE/FA 200 | 120HBal0O 8OLGr bt — -

(powerful-FIRE) & 120 1{30) VEF/FA 20 90HBal100 T0LGr N — Ba criticals are Heal if SE is used,

(powerful-WATER) L* 120 1(30) VE[FA 20 100HBal00 75LGr v - Ba criticals are Impact if 5L is used,
Gurgoyle M B0 16(30%)  MFFA 5 6OLCIE0 40MBi« Both10 If intelligent, can use weapons,
Genie M 90 1(40) VE/VF ] 75MBal0 65MGr« TOWpT0 Has unusual abilities,

Giant (small) L2 4150 4(20) FA/FA 6 | 35LBalo0 SOLCr v 60Wp opt 2x dumage with weapon,

(medium) L* 250 8(20%) FAMFE 12| 65HBal0) YOHCr BOWp opt 3x damage with weapon.

{large) H* 350 12(30*)  FA/MF 20 T5HBal 00 1OOHEr v 120Wp opt 4x damnge with weapon,

Goblin M 15 1(10) MD/MF | 20Til00 25Wpopt — Wears armor, wp OB varies with Ivl.
Golem (Flesh) L 100 I(l15%) MD/MD 1D 10OMBa 00 SOLCru — Usually have litde intelligence.

(Clay) L* 1200 W20%)  MD/MD 1D ITOLBal 00 60L.Cre iy The sizes for the golems need

(Stone) L* 170 -16(20%) MDMD . 10 130LBal00 TOLCrs - e not be L and H; the L* and H* are

{lean) H* 200 20030%)y  MD/MD 10 I50HBa 1K) BOLCre - given to indicate the critical chans

(Mithril) H% 250  2AK50%) MD/MD 10 200HBaloo 1ODHC e« — used when Golems are attacked.
Gorgon L 110 9(20%) MF/VE 6 40MHo100 60LBa« SOLTs Has unusual abilities.

Griffin L 1306 7630) VEVE b TOLCIH0 60LBi4) Both2( Has unusual abilities:

Harpy M 50 2(10)  MD/MD 6| 30MCII00 30Wp opt* =, Has unusual abilities,

Hippogriff Lo 1600 8010 MF/FA 9 90LLIZS T5LPi30 Bothis: Has unusual abilities.

Hobgoblin Mo 25 {1y MD/FA r: 30T 35Wp opt — Wears armor, wp OB varies with Ivi
Hydra L* 150 16020%) MD/FA 10 GOMBI 100 — - 4-7 heads, cuch head gets an attack,
Lich M 150 1{75%) BF/BF 20 10WpI00 — —_ Has very unusual abilities, good luck.
Medusa M 60 1¢20) MF/VF 5 30Wpl00 — —_ Has unusual abilities,

Ogre (small) M a0 1(20) MF/FA 4 T5MBag0 40MCle EOWp]ﬂ' Wp capubility.ﬁ'scﬁ with intelligence.

(large) L* 140" 1(10) MEEA '-8 1201.Ba85 BOLCl« 60WplS W capaaility rises with intetligence.
Ore (non-combatant ) M 15 110} MD/MF | 1 5Wp6i) 20Ti40 — Women, children and non-fighters.

(fighter) M 45 110y MD/MF 3 35Wp8s 23Ti15 — Uses weapons and armor.

(leader) M 75 1{10) MD/MF 6 60Wp9s 30705 — Leads squads of fighters.

(commander) M 110 1 10) MD/MF 10 90Wp99 35Ti0l — Rules large clans or groups of Ores.
Pegasus LG 3(30) VE/EA 6. | 35MCrI0 ISMTs 30MBi30 Has unusual abilities,

Roc (huge bird) L. .200  4(30%) VE/FA 10 DOHCIIO0 BOLPI Y — Trained rider could also attack.
Sphinx H* 250  B(30%) VFIVE |2 | 7OHCIS0 1SOHBi25 . ‘Both25 Extremely vicious physical fighter,
Titan H* 250 RE20) YFNVF 15 | TOHBal(0 200HCr« 120Wp opt 4x damage with werpons, use at will.
Troll (elassical, small) L 110 1120%) MF/FA 5 1ODLBa70 ROLCI30 40MBi« Semi-intelligent,

(classical, large) L* 170 1120%)  MFFA 10 160HBa70 | HOHCI30 65LBi« Semi-intelligent,

{civilized, small) L. 100 1120%  MF/FA 5 10OWp opt SOMBaT0 4OMCI30 Uses wps and armor (unless disarmed).

{civilized. large) L% 165  1120%  MFfFA 10 [40Wp opt 80LBa70 60LCI30 Uses wps and armor (unless disarmed).
Undead (Class I} M 25 1¢10) MD/EA | 255Ba90 15Wpl0 — Classes as in SL: Undead from

(Class 11) M 50 1(20) ME/EA 3 | 40MBa6l 45Wpal — other systems may be placed into

(Class [11) Mo 100 1(30) FA/FA 7 G0MBas0 SOWps0 — these classes. Sizes for Classes V

(Class V) M 135 1140%) VE/NF 10 95WpHl TOLBad0 — and VI need not be L and H; L* and

(Class V) ir. 165 Li40%) VF/BF L5 LIOWpT0 90LBa30 — H* are given to indicate crit chans

(Class V1) H#= 200 L{40%) VF/BF 20 | BUW RO HHBa20 = used when the Undead are attacked.
Linicom L o0 440y BF/VF . |0 IN0LHe100 30MBa« SO0MTsw Has unusual abilitics.

Werewolf Mo 1300 4(50%) VE{VE 7 63L.Bi35 S0LCI30 Both35 Has unusual abilities.
Werebear b 190 R(40%) FA/NVE 8 BALGrinn FOLCH TOLBj« Has unusual abilities.
Wyvern I 150 16(35%  VFFEA 10 90LPi6D ‘6OLCI20 60LBa20 Has unusual abilities,
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[T | 4. E S e
QUESTIONS AND ANSWERS

Over the years we have received and answered many questions
regarding the interpretation of AL&CL rules. In this section, we
present some of those questions and our answers to them; a GM
may use this material for rules clarifications or as optional mate-
rial.

THE BATTLE ROUND SEQUENCE

How do you handle combatants reacting to the activities of other combatants
during a round?

This is how we handle activity: each phase, after the GM decides (for himself)
what the NPCs plan to do, the PCs intentions are announced, and then activities
are resolved by some sort of initiative determination. A combatant that moves or
maneuvers less than his allowable total (even by 5 or 10%) may react to an
opponents movement (e.g., change facing, move slightly, etc.); he must make a
successful orientation roll to notice the activity that he wants to react to.

If a character holds back at least 50% of his activity, he may make a maneuver
roll to see if he can strike an opponent that tries to run by. Alternatively, after all
of the intentions of the combatants are revealed, you might allow some combatants
to cancel their planned action and make a maneuver roll to see what percentage
activity they get for some other activity (base the difficulty on the new activity that
the combatant wants to attempt).

How do you handle Orientation in your games?

We use Orientation Rolls as a very, very general mechanism to assist the GM
in determining how aware characters are of the general tactical situation. Gener-
ally, they fall into two main categories. First a character performs an unusual
action that may leave him disoriented (e.g., longdooring during a combat, tum-
bling and spinning away from an attack, coming out of a stunned state, etc.); in this
case, a low roll may restrict the characters follow-up actions while a high roll might
mean that no restrictions apply. Second, something is happening on the battlefield
that a dispassionate, uninvolved observer would probably notice, but which a
character involved in the battle might not.

How can a character avoid being surprised?

To avoid being surprised. we allow a roll modified by the character's perception
and the situation (e.g., noisy room with lots of distractions might give a -50, if the
character is expecting the situation to occur it might be +50, etc.). The difficulty
should be based upon the situation; e.g., if a character has made a successful
stalking roll to sneak up on another character, it might be "very hard" to avoid
surprise).

DEFENSIVE CAPABILITIES

Can a character wear two suits of armor at once?

Normally, you can't wear more than one suit of armor; they aren't designed that
way. If you doallow it, we would suggest you combine both armor penalties and
then increase resulting penalties by at least 509%.

Wearing Armor Types 5-8 seem to be worse than wearing no armor. What's
the story?

Section 4.1 of AL&CL says exactly this about Armor Types 5-8: "... worn ax
weather protection by certain civilians and as combat protection by some militia
and frregulars,"

Thus ATs 5-8 are considered to be cold-weather clothing and cheap "armor” for
militia type combatants. These ATs are easier to hit than AT |, but they reduce
the severity of the criticals taken as shown in the chart for starting critical #s below:

A B C D E
ATl 85 &9 94 102 122
ATS 70 &4 100 113 132
AT6 75 &7 103 118 135
AT7 80 &9 103 120 137
AT8 85 o8 13 129 140

So normal, non-adventuring characters with normal Quickness {e.g., no Quick-
ness bonus) in ATs 5-8 will die less often and sustain less serious injuries than
characters in AT 1. This is a very good reason for militia to wear this cheap. and
easy to learn to use, armor.

As far as the Quickness penalty goes, remember the Qu Penalty only negates/
cancels a Quickness bonus; it does not have any effect on a character with a zero
or less Qu bonus. Thus normal characters with an average Quickness of 60-75 will
not be affected at all by the armor Qu penalty. Quick characters should wear the
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lighter armors to take advantage of their Quickness bonus. (Why do you think
Conan, Aragom, the Grey Mouser, and other great fantasy heroes wore at most a
chain shirt instead of plate armor? Because they were really quick and avoided the
heavier armor.)

I want to make greaves more important in my game, what should 1 do?

For Greaves, you may wish to roll a percentage chance that a critical to a
specific limb is nullified (perhaps 60% for metal greaves, 40% for rigid leather
greaves and 25% for soft leather "greaves"). Movement penalties for RM greaves
are already built into the Armor Penalties Table.

Can a character use his shield against one foe and parry another?

The shield DB is a passive bonus that may be applied to any one foe in the proper
position (i.e., to the front or to the shield flank); this bonus is applied in addition
to any DB due to other factors (i.e., Quickness, parrying, ete.). A character may
parry one foe with his weapon and apply the shield DB to another foe or he can
parry the same foe that he uses his shield DB against.

Can martial artists parry weapon attacks?

Yes. Parrying is a representation of the emphasis that the character puts on
defensive versus offense ina given round. So when martial arist parries a weapon
with part of his OB he actually dodges more that round or blocks the arm that
wields the weapon.

If a combatant uses 100% of his OB to parry. does he still have to make an
attack?
If a player uses all of his OB to parry, he must still make an attack at +0 OB:
he has the chance of fumbling or getting in a lucky swing,

Why can't you have a skill bonus for a shield?

You may allow characters to develop "shield skill”, but we do not suggest you
do so. Shield skill allows a character to ir effect double his attack/parry bonus and
thus unbalances things in the system. For example, if you allow the development
of "shield skill", it would be stupid to use a 2-Handed weapon or a pole arm since
you would only have half the potential attack + parry total bonus of a 1-Handed
weapon/shield combination,

OFFENSIVE CAPABILITIES

Can an exceptionally strong character use a "2-Handed" weapon in one
hand?

We do not normally allow 2-Handed weapons to be used in one hand (except
for bastard swords, jo's, and nunchaku). But if a character with enormous strength
wanted to do so, you might allow him to develop separate skill with a 2-Handed
weapon used in one hand and then apply a special penalty of between -20 and -
50 depending upon the weapon.

Why don't weapons with a magic bonus deliver more damage than normal
weapons when they achieve maximom results?

It is assumed that a weapon with a "benus” (e.g., a Mithril quarterstaff) is used
the same way, balanced the same way. and delivers the same maximum damage
as any weapon of that type — because otherwise normal skill ranks with that
weapon would not be usable and skill would have to be developed separately for
the bonus weapon. This means that the bonus weapon delivers damage more
frequently and is easier to strike and parry with but it does not deliver more damage
when optimum results are obtained. The exception to this is that criticals with
Mithril and magic weapons against Large and Super-Large creatures are more
deadly.

One of my characters wants to throw sand in an opponent’s face during
combat, help!?

The character could develop an OB with “thrown sand" (as a thrown weapon).
He would use the Grapple Attack Table (Small attack maximum) with double
normal shield DB and no weapon DB: and the target may parry normally if he is
aware the attack is coming. A non-zero result would deliver no normal damage
but it would force the target to make a Resistance Roll against a Ist level attack (see
SLor ChL.&Cal.), modified by -1 per hit delivered and - 10 for each severity of any
critical (i.e., -10 for an A, -20 for a B, etc.).

It a foe is down, surely he's prone to attack? Why can't you apply both the
down bonus and the prone bonus?
The prone bonus is normally used for wtally inactive foes; downed loes are still
active and may be rolling around on the ground. If you think the penalty to a
downed and prone foe is not high enough, use both bonuses.



ComBAT RESOLUTION

How do you handle attacks against a sleeping or unconscious foe that you are
standing over?
We just require a simple maneuver to kill an unconscious or sleeping foe. This
is called having an overwhelming advantage,

How do you handle damage 10 structures?

We don't have a fixed method for handling damage 1o structures, we just jury
rig something when we need it. Currently, we assign doors a AT of 20 (stone,
metal, or metal reinforced) or AT 12 (wood) and a certain number of hits (50-1000)
and let people "anack” them normally.

How would you determine if an arrow fired at a foe with a shield misses or
sticks in the shield?
If the arrow would have hit the target if he had not had a shield, you may assume
that the arrow either stuck in the shield or glanced off.

Do Large and Super-Large creatures still take the hits from the normal attack
tables?
Yes

I feel the sling attack table delivers too much damage; what should 1 do?
For your own game, you can always decrease the hits given out by various
weapons (e.g., half the hits, quarter the hits, etc.).

MANEUVERING

Why don't characters without armor get a big maneuver bonus?

A character in AT | has a +0 armor penalty; a character in AT I8 has always
has at least a -20 armor penalty for all of his maneuvers; this is equivalent to the
difference between a very agile character with a 98-99 Agility (+20 bonus) and an
average character with a 40-59 Agility (+0 bonus), i.e., a really big difference. In
addition, the AT 1 gets his entire Qu bonus for his DB, while the AT 18 character
gets a -20 Qu penalty.

MARTIAL ARTISTS

We find martial artists to be too powerful in combat; what can we do?

From our experiences with RM tactical situations, a martial artist’s (MA)
advantages due to Adrenal Defense are balanced by: his higher development point
costs; by his inability to benefit from armor, shields, magic armor, magic shields
and magic weapons; and by his weaknesses in missile fire situations and against
animal and certain spell anacks.

Ignoring stat bonuses and assuming two skill ranks per level in combat skills),
a 10th level MA will have an OB&DB total of: 164 = 72 for Adrenal Defense +
72 for skill bonus OB + 20 for level bonus.

Ignoring stat bonuses and assuming +10 or +15 equipment and assuming two
skill ranks per level in combat skills, a 10th level Fighter will have an OB&DB total
of: 156 (up to 181) =35 (up to 50) for shield + 10 (up to 15) for armor + 72 for
skill bonus OB + 30 for level bonus + [0 (up 1o 15) for weapon.

To develop the above capabilities will cost the Fighter 13 Development points
per level for one melee weapon and one missile weapon, it will cost him just 1 or
2 DPs per level for each addition weapon he wishes to develop skill for at a rate
of one skill rank per level, 3

To develop the above capabilities will cost the Martial Artist 26 Development
points per level for just one area of martial arts and no other weapons. Tt will cost
46 DPs per level for both areas of martial arts and one missile weapon at one skill
rank per level.

So martial artists may be good in combat, but to do so they will give up
flexibility and the capability to do anything else.

In a missile combat the MA's abilities really decrease: his ADef is halved to 36
against missiles, and cannot be used at all if the MA is holding a bow (i.e., ADef
cannot be used if a "non-weapon kata weapon" is held in hands). In addition, the
MA cannot normally use part of his OB to parry missile attacks (i.e., he has no
shield). Meanwhile, the fighter gets his full shield and armor bonus and can parry
if he holds a shield.

Many animal and spell attacks will tear up a MA in no armor, while a Fighter
in chain or plate does better.

If your game does not have weapons, armor and shield with bonuses, martial
artists will be very powerful. If you give Martial Artists lots of stuff like "bracers
or defense” and allow them to "parry" missile attacks with their OBs, they can also
getout of hand. Butas written the disadvantages of martial artists balance out their
advantages in most of the campaigns we have been associated with.

CREATURE CAPABILITIES

Can animals and monsters parry?

Intelligent creatures can parry normally if they have something to parry with
(e.g.. homns, a shell, armor, etc.). A GM may wish to allow other animals to "parry”
by dodging in a manner similar to Adrenal Defense; in this case, only half of the
parry OB is added to the animal's DB (e.g.,if the animal uses 40 of its OB for parry,
its DB would only be increased by 20).

How do human stats compare with creature stats?

For the "strength” Initiative Determination modifier when animals are fought,
use the Size factor for who has the greater strength (treat normal humans as "M"
size); assume a tie for the same size unless some other factor makes it clear who
is stronger.

Human "Speeds” would normally range from Creeping 1o Fast in animal terms,

Why do creatures take so many hits?

Our assumption for animals having a large number of hits is that: hits only
represent pain, shock, and minor damage that leads to unconsciousness; they do
not represent critical damage. Men (without training) tend to faint, pass-out, or go
into shock when encountering too much pain, while beasts tend to react to pain
instinctively by aveiding it or by attacking the source of the pain. Seldom do
aggressive animals "pass out”. Animals have other major disadvantages: they tend
to act in a predictable manner and they can not parry attacks.

1 feel your creature statistics are too powerful; my groups seem to have too
much trouble with normal animals. What should I do?

Your problem with stats for Rolemaster creatures is caused by play balance
factors inherent in the flexibility and diversity of the system. A typical player
character fighter can start with an OB of around 33-48: +10-25 (for stats, a
character gets free 90's in his prime stats) +20 (for 4 skill ranks) + 3 (for his level).
With the optional hobby rules (4-5 skill ranks) and background options this can be
raised to an OB of 53-100. He can start with armor and a shield that give him an
AT of 510 20 and a DB of 25-50 (with a shield, depending on stats).

So you see that when starting character OBs can range from -25 to 100 and DBs
will vary enormously, play balancing stats for creatures becomes a difficult chore.
Creatures cannot parry, they are extremely vulnerable to missile fire, and they will
often flee when faced with determined opposition. In a normal adventuring
situation, characters are in a group that has a cohesiveness that is nol available 1o
non-social creatures. Such a group also has the advantage of missile fire,
organization, and planning that cannot be matched by creatures.

The main problem is that while we feel the stats given in AL&CL and C& T are
balanced and appropriate for adventuring groups, they are not always consistent
with “realistic” situations like ones we might encounter in our world. The C&T
stats should be taken as guidelines, for example, the # Enc. stat should only be used
in a totally random environment. If you feel the animal stats are too large (and [
agree that they are probably too large for a "realistic” environment), just decrease
them across the board by say 25-50% and you will have a low-powered environ-
ment for your groups.

You are correct about animals being dangerous, I was once in a group of five
Ist level characters that got run around for over 20 rounds by one angry boar (we
barely wounded it and it finally just wandered off. we never killed it). This,
however, is realistic. Medieval groups would hunt boar in groups of 4-20 men with
dogs, horses, and special equipment (e.g.. boar spears); our 5 man group consisted
of a Warrior Monk, a Ranger with a sword, a Fighter with a regular spear, an
Astrologer, and a Healer — needless to say we didn't have much of a chance,

e ——————

MISCELLANEOUS

How were the AL&CL attack tables created?

The RM wtuck tables were computer generated, but the program was "data-
driven”. That is, each column (i.c., each AT for each weapon/atack) had a set of
data (about 15 picces of information) associated with it that reflected how effective
that attack/weapon was against that particular AT. So you can see that each attack
table requires 300 pieces of data to generate. To further complicate this process,
some of the attack tables were initially generated in this manner and then modified
due to play-testing and input from various sources,

Why does the fantasy weapon, Irgak, do two criticals?
First, the Irgaak does 2 crits because it is magical, and we assume it lands two
blows in the same round.

My characters are bleeding to death; help!?

Hits per round can normally be stopped with a compress and bandage if the
patient does not move at more than a walking pace for the next 8 hours (upto 1,
2, or 3 hits per round depending upon a maneuver roll). A tourniquet onalimbcan
stop410 10 hits per round on a limb wound, but until the wound heals the tourniquet
must be loosened once every 24 rounds and 3 hits per round taken for 5 rounds.

Some of my players cheat; what can I do?
I'm sorry, but you have to handle cheating on your own. If you have real
problems, create a special table in which a character's roll is converted to the roll

that is actually used (e.g., a roll of 64 might be converted by the table toa 31,458
toa24,a99 toad3, ew.).
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B.31 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
DAGGER 3CP 4CP 4EP GEP | 7EP 7EP 10EP 10EP | G6EP 8EP 12EP 12EP | GEP BEP 13EP IGEP | 10EP 13EP 16EP 18ES
ATTACK 3BP 4CP 4DP 6EP | 7DP 7DP 100P 10EP | 6EP BEP 12EP 1{2EP | BEP BEP 13EP (6EP | 10EP 13EP 16EP 18EP
- 3AP 4BP 4CP 6DP | 7DP 7DP 10DP 10EP | GEP BEP 12EP 12EP | BEP 8EP 13EP 1G6EP | 10EP 13EP 16EP 18ES

ABLE 3AP 4BP 4CP 6DP | 7CP 7CP 10DP 10DP | 6DP 8EP 12EP 12EP | 8EP 8EP 13EP IGEP | 10EP 13EP 16EP 18EP

3AP 4BP. 4CP BDP | 7CP 7CP 10CP 10DP. | 6DP 8DP 12DP 12EP | 8EP 8EP 13EP I6EP | 10EP 13EP 1BEP 18ES
Weapon Type: | 145 | 3AX 4ap 4cP 6CP | 7CP 7CP 10CP 10DP | 6DP 8OP 12DP 12EP | 8EP 8EP 13EP IGEP | 10EP 13EP 16EP 18EP
pon lype: | 14 3 4AP 4BP 6CP | 7CP 7CP 10CP 10DP | 6CP 6DP 120P 11EP | BEP B8EP 13EP 1SEP | 10EP 13EP 1{6EP 17ES
One-Handed | 143 3 4AP 4BP 6CP | 7BP 7CP 10CP 10DP | 6CP 8DP 11DP 11DP | 8DP 8EP 13EP ISEP | 10EP 12EP 16EP 17EP
Slashi 142 3 4AP 4BP 6CP | 7BP 7CP 10CP 10CP | BCP B8CP 11DP 11DP | 80OP B8DP 12EP 15ES | ©ODP 12EP 15EP 17ES
ashing 141 3 4AP 4BP 6CP | 7BP 7BP oCP SCP | 6CP 7CP 11DP 11DP | BDP 8DP 12DP {SDP | 9DP 12EP 15EP 1{7EP
140 3 4AK 4BP E6CP 78P 7BP 9CP 9CP 6CP 7CP 11CP 11DP BDP 8DP 12DP 15ES 9DFP 12EP 15EP 17ES
Lenglh " 139 3 4 4AP GBBP 78P 7BP SCP 9CP gCP T7CP NWICP 11DP BDP 8DP 12DP 14DP 9DF 12DP 15EP 16EP
% 138 3 4 4AS 6BS 7JAP 7BP 9BP 8CP BCP 7CP 11CP 10DP BDF 8DP 120P 14DS 9DF 12DP 15EP 16ES
.75-1.5 feet 137 3 4 4AP  6BP 7AP GBP 9BF 9CP 6CP 7CP 10CP 10DP 8DP 8DP 12DP 14DP 90F 12DP 15ES 16EP
136 3 4 4AS GBS | GAP 6BP SBP GCP | S5CP 7CP 10CP 10DP | BCP 8DP 120P 14DS | 9DP 11DP 15EP 16ES
Wi i h“ 135 3 4 4AP 5BP 6AP 6BP 9BP 9CP S5BF TCP 10CP 10CP BCP 7DP 11DP {4DP 80P 11DFP 14ES 1GEP
elght: 134 3 4 4AS S5BS | BAP BAP 9BP 9CS | SBF 7CP 10CP 10CP | 7CF 7DP 11DP 14DS | 8CP 11DP 14EP 15DS
5-1.5 pounds | 133 3 4 4AP SBP | GAP GAP 9BP B8BP | SBP 7CP 10CP 16CP | 7CP 7DP 11DP 13DP | 8CP 11DP 14ES 15DP
132 3 4 4AS 5AS | BAS 6AP 8BS 8BS | SBP GBP 10CP 9CP | 7CP 7CP 11DP 13DS | 8CP 11DB 14DP 15DS
13 3 4 4AP  SAP 6AP BAP BAP BBP S5BP 6BP OCP 9CP JCP 7CP 11CS 13DP 8CP 11DP 14DS 150P
Fumble 130 3 4 4AK 5AS | 6AK 6AP- BAS 'BBS | 5BP 6BP SCP 9CP | 7CP 7CP. 11CP 13DS | "8CP 11CS 14DP 15DS
Range: 128 3 4 4 BAP 6 6AP BAP 8BP | 5BP 6BP 9oCP 9CP | 7CP 7CP 11CS 13DP | 8CP 10CP 14DS 14DP
ge: 128 3 4 4 BAS 6 ©6AP BAS 8BS | 5BP 6BP 98P OCP | 7CP 7CP 11CP 12DS | 7CP 10CS i3DP 14DS
01-01 UM 127 3 4 3 S5AP 6 BAS 8AP EBP 58P 6BP 9BP 9CS 7CP 7CP 10CS 12CP 7CP 10CP 13DS 14DP
126 3 4 3 5AS 6 BAP 8AS BBS | 5AP 6BP 9BP 8CP | 7CP 7CS 10CP 12CS | 7CE 10CS 130P 14DS
125 - ) 4 3 B5AP 6 BAK BAP 7BP SAP '6BP 9BP B8CS JCP. TCP 10CS 12CP 7CP. 10CP- 13DS 14DP
Range 124 3 - WS 5 5 7AS 7BS | 5AP 6BP 88P 8CP | 7CP 7CS 10CP 12CS | 78P 10CS 13DP 13CS
(OB Mod)o 123 = = 3 B5AP B 5 TAP TAP 4AP - SBP BBS 8CS FCP  7CP 10CS 12CP 7BS 10CP 13DS 13CP
gl $ 122 3 3 3 B5AS 5 5 7AS 7AS | 4AP 5BP 8BP 8CP | 78S 7CS 10CP 11€S | 78P 9CS 13DP 13CS
110" (-10) | 121 Seling T e 5 5 7AP 7AP | 4AP 5AP 8BS 88S | 7BP BCP 10CS I1CP | 78S 9CP 120S 13CP
11'_25' (_20) 120 3 3 3 4AK 5 5 TAK 7AS 4AP  SAP BBP TBP 788 BCS BCP 1CS 6BF 9BS 12CP 13CS
el 119 3 3 3 4 5 5 7 7AP | 4AP BAP 8BS 785 | 6BP BCP BCS I1CP | 6BS 9BP 12CS 12CP
26'-50' (-30) | 1. 3 g a2 4 5 5 7 7AS | 4AP 5AS 7BP 78P | 8BS B6CS OCP 11CS | 6BP 9BS 12CP 12CS
L 17 3 5 a4 4 . 5 7 6AP | 4AS 5AP  7AS 78BS | BBP 6BP 9BS 10CP | 6BS 9BP 12CS 12CP
16 3 3 3 4 5 5 7  BAS 4AP  BAS TAP T7BP 6BS @GBS 9BP 10CS 6AF 8BS 12CP 12CS
115 3 3 a 4 5 5 6 BAP 4AK  SAP 7AS TBS 6BP GBP 9BS I10CP G6AS BBP 12CS 12CP
114 3 3 3 4 5 g 6 BAS 4 4AS TAP EBBP 6BS GBS 9BP 10BS 6AFP BBS 11CP MBS
113 2 3 3 4 5 5 6 BAP 4 4AP TAS GBS 6BP EGBP 8BS 10BP 5AS BBP 11CS 11BP
112 2 3 3 4 a8 5 & BAS 4 4AS GAP 6BP 6BS 6B5 @8BP 985S SAP 8BS 11CP 11BS
111 2 3 3 4 5 4 6 BAP 4 4AP BAS ©BS GBF &BP 8BS 9BP 5AS B8AP 11CS 11BP
110 2 3 3 .4 5 4 6 BAK 4 4AK BAP &BP 6BS 6BS 8BP 9BS 5AP° BAS 11CF 11BS
108 2 QA 4 5 4 8 5 3 4 BAS EBS | BBF 6BP 8BS OBP | 5AS 7AP 11CS 108P
108 2 3 3 4 4 4 6 5 3 4 ‘GAP 5AP GAS B6BS 8BP 9SBS S5AP 7AS 11CP 10BS
107 2 gy 3 4 4 - 5 3 4 BAS S5AS | EBAP 5BP 8BS OBF | B5AS 7AP 10BS 10BP
106 2 B Wiy 3 4 4 5 5 3 4 AP 5AP | BAS 5BS 8BP 8BS | 4AP 7AS 10BP 10BS
105 2 3 3 3 4 4 5 5 3 3 5AK B5AS | 6AP S5BP 7BS 8BP | 4AK 7AP 108S 10AP
104 2 < 3 4 4 5 5 3 3 5 S5AP | 5AS 5BS 7BP @BS 4 7AS 10BP 9AS
103 2 g vFa 3 4 4 5 5 3 3 5 5AS | 5AP. SAP 78BS 8BP 4 7AP 10BS 9AP
102 2 9 iy 3 4 D 5 a 3 5 4AP | 5AS 5AS 7BP 8BS 4 BAS 10BP OAS
101 2 g TEg 3 PR 5 4 a 3 5 4AS | 5AP 5AP 7AS 78BP 4 GAP. 10BS 9AP
100 2 3 2 3 4 4 5 4 3 a 5 4AP | 5AS 5AS T7AP 78BS 4 6AK SBP OAS
49 2 2 2 3 4 4 5 4 3 3 4 4AS S5AP B5AF TAS T7BP 4 6 9BS BAP
98 2 2 2 3 4 3 4 4 3 3 4 4AP | S5AS 5AS BAP 78BS 3 6 9BP B8AS
a7 2 2 2 3 4 3 4 4 k) a 4 4AS 5AP  S5AP  BAS TAP 3 6 GBS HAP
96 2 2 2 3 4 3 4 4 2 2 4 3AP SAK.  5AS BAP TAS a3 6 OAP BAK
a5 2 2 2 3 3 3 4 4 2 2 4  3AK 5AS BAP BAS BAP 3 5 GAS5 BAS

94 2 2 2 3 3 3 4 4 2 2 4 3 5 &AS5 BAP BAS 3 5 OAP 7 94

93 2 2 2 3 3 3 4 3 2 2 a 3 5 BSAP 6AS 6AP ] 5 BAS 7| o3

92 2 2 2 2 3 3 4 3 2 2 3 3 5 4A5 BAP BAS 3 5 BAP 7 a2

9 2 2 2 2 3 3 4 3 2 2 3 3 5 4AP b5AS GAP 2 5 BAS 7 a9

90 2 Dunid 2 3 3 4 3 2 2"y 2 5 4AK 5AP 5AS 2 5 8AP 7 | s0

89 2 Z=iy 2 3 3 3 3 2 2 3 2 a 4 5AS SAP 2 o Bas 0 | &

88 2 2 2 3 3 3 3 2 A g 2 4 4 SAP 5AS 2 0 8AP 0 | B8

87 2 b ity 2 a g e 3 2 1 3 2 4 4 BAS S5AP 2 0o 8as o | 87

86 2 25 2 3 gty 3 2 1 2 2 4 4 SAP 5AS 2 o 7Ap 0 | 86

85 2 2 2 2 3 2 3 2 2 1 2 2 4 4 5AK 5AP 2 0 TJAK a 85

84 2 Dymin 2 3 g 2 2 1 2 1 4 4 5 d4AS 0 0 7 o | 8

83 2 2 2 2 3 2 3 2 2 1 2 1 4 4 4 4AP 0 1] 7 0 83

82 2 gee iy 2 — 3 2 1 1 2 1 4 4 4 4AS 0 o 7 o | 82

81 2 2 1 2 2 G 2 1 1 2 1 4 4 4 4AP 0 by o | 81

80 2 2 1 2 2 2 2 2 1 1 1 1 4 4 4  4AK 4] 0 ¥ 0 80

79 2 2 1 2 2 2 2 2 1 [+] 1 [ 4 4 4 3 4] ¢} 0 1] 79

78 2 2 1 1 2 2 2 2 1 0 1 0 4 i 4 3 4] 0 0 0 78

7 2 2 1 1 2 2 2 1 1 0 1 Q 4 3 4 3 4] 4] 1] 0 77

76 1 2 1 1 2 2 2 1 1 0 1 0 4 3 3 8 0 0 0 o | 76

75 1 2 1 1 2 2 2 | 1 0 1 o 4 3 3 a 0 0 0 0 75

T4 1 1 1 i 2 2 2 1 1 [+] 1] 0 3 3 K] 4] 0 0 0 0 74

73 1 1 1 1 2 2 2 1 1 0 0 0 3 3 3 0 0 0 0 0| 7

72 1 1 1 1 2 1 1 1 1 0 0 0 3 3 3 0 0 0 0 0| 72

bl 1 1 1 1 2 1 1 1 1 1] 1] '] 3 3 3 0 0 0 1] 0 T

70 1 1 1 1 2 1 1 1 1 Qim0 0 3 T S IO o i 0 0| 70

69 1 1 1 1 2 1 1 0 0 0 0 0 3 3 0 0 0 0 (i} 0 69

68 1 1 1 1 2 1 1 0 0 o 0 0 3 3 . o Do 0 0 0 0| 68

67 1 1 1 1 1 1 1 0 0 0 0 [+] 3 3 0 0 (1] 1] (1] 0 67

66 1 1 1 1 1 1 1 0 0 0==+i10 0 3 a s 0 0 0 o | 66

65 1 1 1 1 1 1 1 0 0 0=ty 0 3 3 gie=ig 0 o 0 0| es

64 1 1 1 0 1 1 0 0 ) o =ig 0 3 ] 0 0 0 0| 64

63 1 1 1 (1] 1 1 [} Q0 1] 1] 0 4] 3 o 0 0 (1} 1] 0 Q 63

62 1 1 1 0 1 1 0 0 0 Offps w20 0 3 Do Dm0 0 0 o 0| e

61 1 1 1 0 1 1 0 0 0 o0 o 3 O e Qi ) 0 0 0 0| &

60 1 1 1 0 1 1 0 0 0 0 0 0 3 6 o0 o 0 0 0 0| 60

59 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0o o 0 0 0 0| so

58 1 1 0 0 1 0 0 0 0 0o 0 0 0 0 0 0 0 0 0 0o | ss

57 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 o | s7

56 1 1 0 0 1 0 0 0 0 0 0 0 o 0 0 0 0 0 0 o | s6

PR\ 1 55 1 1 0 0 1 0 0 0 0 0o 0 0 0 0 0o 0 0 0 0 0| 55

- 54 1 1 0 (1] 1] 0 1] o 0 0 1] 1] v} 0 0 ] 1] 0 1] 1] 54

] 53 1 1 0 0 0 ] 1] i} i} (1] 1] 0 0 0 0 o 1] a 1] 0 53

52 1 ] 0 0 0 [+] ] 1] 4] 0 0 i} 4] [+] 0 0 ] Q 1] i} 52

51 1 1 0 (1] 0 (1] (1] o ] (1] 1] o 4] [+] 1] 1] 0 1] o 1] 51

50 | | (1] 0 0 (1] 1] (1] 0 1] 0 L] 1] 0 1] (1] 0 0 (1] 0 50

a9 1 G- g 0 0 o= o 0 0 [ 0 0 0 0 0 0 0 o o 4

48 1 ¢ o 0 0 0o 0 0 0 0 o 0 0 0 0 0 0o 0 0| 48

47 1 0 0 0 0 e o 0 0 0 0 0 0 0 o0 0 o 0 o | 4

46 1 oM 0 0 0 0 0 0 0 0 o 0 0 O 0 o o0 o 4

45 1 0 0 0 0 0 0 0 0 0 0 0 0 0\ nan Ol 10 0 0 0 0| 45

44 1 0 0 0 0 0 0 0 0 0 0 0 0 O R O 0 o 0 0| 4

43 1 0 0 0 D 0 0 0 0 0 0 0 0 O B0 0 0 0 0| 43

40-42 1 0 0 0 0 0 (i} 0 0 0 0 0 0 M 4 0 0o 0 0 | 40-42
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
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14EK 1BEK 1BEK 20EK | 21EK 21EK 24EK 24EK | 22EK 24EK 28EK 2BEK | 24ES 24ES 20ES 32ES FALCHION
14EK 16EK 1BEK 20EK | 21EK 21EK 24EK 24EK | 22ES 24E5 28ES 28ES | 24ES 24ES 20ES 32ES ATTACK
14EK 16EK 1BEK 20EK 21EK 21EK 24EK 24EK 22EK 24EK 28EK 2BEK 24ES 24ES 29ES  32ES

14EK 16EK 18EK 20EK | 21EK 21EK 24EK 24EK | 22ES 24ES 28ES 27ES | 24ES 24ES 20ES 31ES : TABLE

14DK 16EK 18EK 20EK | 21EK 21EK 23EK 23EK | 22EK 23EK 27EK 27EK | 24ES 24ES 2BES 31ES
{4DK 16DK 18EK 19EK | 21EK 20EK 23EK 20EK | 21ES 23ES 27ES 27ES | 28ES 20ES 28ES 31ES | 2565 2855 3iES 3268 | 145 | woeanon Type:
14DK 160K 17DK 19EK | 20EK 20EK 23EK 23EK | 21EK 23EK 27EK 28EK | 23ES 20ES 28ES 30ES | 24ES 27ES A4ES 326S | 144 P ype:
14DK 15DK 17DK 19EK | 20EK 20EK 23EK 23EK | 21ES 23ES 26ES 26ES | 23ES 23ES 27ES 3J0ES | 24ES 276S 40ES 326S | 143 | One-Handed
14CK 15DK 17DK 19EK 200K 20DK 22DK 22EK 21DK 22EK 26EK 26EK 23ES 23ES 27ES 30ES 24ES 27ES 30ES 31ES | 142

13CK 15DK 17DK 19EK | 20DK 20DK 22DK 22EK | 20DS 22ES 26ES 25ES | 23ES 22ES 27ES 20ES | 23ES 26ES 30ES 31ES | 141 Slashing
13CK 15CK 170K 18DK | 20D0S 19DK 22DK 22EK | 20DK 2PEK 25EK 25EK | 22ES 22ES 27ES 29ES | 23ES 26ES 20ES 30ES | 140

13CK 15CK 170K 18DK | 19DK 19DS 220K 22EK | 20DS 21DS 25DS 25ES | 22DS 22ES 26ES 29ES | 23ES 26ES 29ES 30ES | 139 Length:
13CK 15CK 160K 18DK | 19DS 19DK 21DS 21DK | 20DK 21DK 250K 24EK | 22DS 22ES 26ES 28ES | 22ES 25ES 20ES 30ES | 138 *
13CK 15CK 16CK 18DK | 19DK 19DS 210K 21DK | 19DS 21DS 24DS 24ES | 220S 22ES 26ES 28ES | 22ES 25ES 28ES 20ES | 187 2-3 feet

13BK 14CK 16CK 18DK | 19DS 18DK 21DS 21DS | 1SDK 21DK 24DK 24EK | 21DS 21DS 25ES 28ES | 22ES 24ES 28ES 29ES | 136
13BS 14CS 16CK 15DK | 190K 18DS 210K 21DK | 19DS 20DS 24DS 23DS | 21DS 21DS 25ES 27ES | 21ES 24ES 28ES 28ES | 135 Weight:
13BK 14CK 16CK 17DK | 18DS 18DK 2005 20DS | 19DK 20DK 23DK 23DK | 2iDS 21DS 250S 27ES | 21ES 24ES 27ES 28ES | 134 elgnt:
13BS 14BS 15CK 17DK | 18DK 18DS 200K 200K | 19CS 20DS 23DS 23DS | 2iDS 21DS 24DS 26ES | 21DS 23ES 27ES 2BES | 133 3.5-5 feet
12BK 14BK 15CK 17DK 18CS 18DK 2005 2005 18CK 190K 23DK 220K 21DS 20DS 24DS 26ES 20DS 23ES 27ES 27ES | 132
12A5 14BS 15C5 17DK 18CK 18CS 20CK 130K 18CS' 19DS 23D0S 22DS 2005 2005 24DS 28DS 20DS 23ES 26ES 27ES | 131

12AK 14BK 15CK 160K | 18CS 17CK 19CS 190S | 18CK 19DK 220K 220K | 20DS 20DS 24DS 2505 | 20DS 220S 26ES 26ES | 130 Fumble
12AS 13BS 15CS 16DK | 17CK 17CS 19CK 19DK | 18CS 19DS 22DS 21DS | 20DS 20DS 23DS 250S | 16DS 22DS 26ES 26ES | 129 Range:
12AK 13BK 158K 18CK | 17CS 17CK 19CS 19DS | 17CK 18DK 22DK 21DK | 20CS 190S 23DS 2505 | 19DS 22DS 2565 26ES | 128 ge.

12AS 138S 14BS 16CS | 17CK 17CS 19CK 18DK | 17CS 18CS 2iDS 21DS | 20CS 190S 23DS 24DS | 18DS 21DS 25€S 25ES | 122 |  01-05 UM
12AK 13AK 14BK 15CK | 17CS 17CK 18GS 18DS | 17CK 18CK 2iDK 20DK | 19CS 1SDS 220S 24DS | 18DS 2iDS 25ES 25ES | 126
12AS 13AS 14BS 15CS | 17CK 16CS 18CK 18DK | 17CS 17CS 2iDS 20DS | 13CS 18DS 220S 240S | 18DS 21DS 24ES 24ES | 125
11AK 13AK 14BK 15CK 16CS 16CK 18CS 18DS | 16CK 17CK 20CK 20DK 19CS 1905 22D5 2305 18DS '20D5 24ES 24ES | 124 Range

11AS 13AS 1485 15CS | 168K 160S 18CK 170K | 16CS 17CS 20CS 19DS | 19CS 18DS 2105 2305 | 1708 2008 24ES 2408 | 123 | (OB Mod):

9 10 10. 11AS 13 12AS 13AK 13BK 12BS 12BS 14BS 13CS 158K 14CS 16CS 17CS 11BK 13CS 18DS 16DS | 105
9 10 10 11AK 12 12AK 13AS 12BS 12BK 11BK 14BK 13CK 15BS 14CK 16CK 16CK 118S 13BK 18DS 16CS | 104
9 10 10 11AS 12 12AS 13AK 12BK 12AK "11BS_ 14BS 13CS 14BK 14C8 15CS 16CS 11BK 1385 17DS 16CK | 103
8 10 10. 10AK 12 12AK 12AS 12BS 11AK 1iBK 13BK 12CK 14BS 14BK 15BK 16CK 10BS 128K 17CS 15CS | 102
9 9 10 10AS 12 11AS 12AK 128K 11AS 11BS 1385 12CS 14BK 1385 15BS 15CS 10AK 12BS 17CS 15CK | 101
9 9 10 10AK 12 11 12AS 11BS 11AK 10BK 13BK 12CK 14BS 13BK 15BK 15CK 10AS 12BK '6CS 14CS | 100
9 9 9 10AS 1" 11 12AK 11BK 11AS 10BS 12BS 11CS 13BK 13BS 14BS 14BS SAK 11BS '6CS 14CK | 99
B 9 9 10AK 1" 11 11AS 11AS 10AK 10BK 12BK 11BK 13BS 13BK 14BK 14BK 9AS 11BK '6CS 14CS | 98
-] 9 9 9AS " 10 11AK 11AK 10AS 9AS 12BS 1185 13AK 12BS 14BS 14BS 9AK 11BS *SCK 13CK 97
8 9 9 9AK 1 10 11AS 10AS 10AK 9AK 12BK 10BK 13A5 12BK 13BK 13BK BAS 10AK °5CS 13BS | 9
8 2 9 9 11 10 11 10AK 10AS B9AS 11BS 10BS 13AK 12BS 13BS 138S BAK 10AS °S5CK 12BK | 95
8 8 9 9 10 10 10 10AS 10AK  9AK 11BK 10BK 12AS 12BK 13BK 13BK 8 9AK "4C5 12BS | 94
B 8 8 9 10 10 10 SAK 9AS 8AS 11BS ¢BS 12AK 11BS 12BS 1288 7 9AS -4CK 128K | 93
B 8 8 8 10 9 10 9AS 9AK 8AK 108K 9BK 12AS 11BK 128K 12BK 7 4CS 11BS | 92
B a 8 8 10 9 10 SAK 8AS BAS 10AS 9BS 12AK 11BS 12BS 12BS 7. BAS "3CK 11BK | 91
B 8 8 8 10 9 8 9AS 9 TJAK 10AK 8BK 12AS 11BK 12BK 11BK 6 BAK 13BS 10AS | 90
7 8 8 8 9 9 9 BAK 8 7AS' SAS 8BS 11AK 11BS 1185 11BS 6 8 13BK 10AK | 89
T 8 7 8 g 9 9 8AS 8 TAK. GAK 8BK 11AS 10AK 11BK' t1BK 6 7 12BS 10AS | 88
7 7 1. 7 9 8 9 BAK 8 7AS ‘9AS 7BS 11AK. 10AS 11BS 108S 5 7 12BK 9AK | 87
7 7 7 7 9 8 8 8AS 8 BAK BAK 7BK 11AS 10AK 10AK 10BK 5 7 12BS 9AS | 86
7 T 7 i 8 8 8 z 7 6 8AS 7BS 10AK 10AS 10AS 10BS 5 6 11BK BAK | 85
7 f 7 7 8 8 8 I 1 6 BAK 6BK 10 9AK 10AK  8BK 4 6 11BS 8| 84
7 7 7 7 8 8 8 T 7 5 7AS £BS 10 9AS 9AS 9AS 4 0 11BK 0] 83
7 7 6 ] 8 7 7 1 7 5 TAK  BAK 10 9AK 8AK BAK 4 0 10BS 0| 82
i 7 (] ] 8 7 7 & 7 5 7AS S5AS 10 OAS 9AS BAS 3 0 10AK 0l 8
6 6 6 6 8 [ ; 7 & ] 5 7 5AK 9 9AK BAK  BAK 3 0 10AS 0| 80
] 6 6 6 7 7 7 B 6 4 6 5AS 9 8 BAS TAS 3 0 BAK 0] 79
6 6 6 5 7 7 & 6 6 4 B 4AK 9 8  BAK TAK 0 0 9AS 0] 78
6 6 § ] g 6 [} 5 8 4 6 4AS ] 8 BAS TAS 0 0 SAK 0| 77
6 [ 5 5 7 6 8 5 5 3 5  4AK 8 B TAK  BAK 0 0 BAS 0] 76
6 6 5 5 7 6 [} 5 5 3 5 3AS 8 7 TAS BAS 0 0 BAK 0| 75
6 6 § 5 6 6 5 4 5 3 5 3AK 8 7 7 BAK 0 0 a8 o] 74
6 5 8 4 6 -] 5 4 5 3 4  3AS 8 7 6 5AS 0 0 0 0] 73
5 5 L} 4 6 5 | 4 4 2 4 2AK 8 7 6 S5AK 0 1] 0 0l 72
5 S 4 4 6 5 5 4 4 2 4 2A8 7 € & S5AS 0 0 0 ol mn
5 5 4 4 6 5 4 3 4 2 a 2 7 6 6 4 0 0 0 0] 70
5 5 4 4 5 5 4 < 4 0 3 0 7 6 5 4 0 0 0 0| 69
5 5 4 3 5 4 4 3 4 0 3 0 o 6 5 0 0 o 0 0| 68
5 5 4 3 5 4 4 3 3 0 2 0 7 6 5 0 0 0 0 0| &7
5 4 4 3 -] 4 3 2 3 0 A 0 6 ] 4 0 0 0 0 0| 66
§ 4 3 3 5 4 3 2 3 0 2 0 6 5 4 0 0 0 0 0] 65
5 4 3 3 4 4 3 2 3 0 0 0 6 5 4 0 0 0 0 0| 64
4 4 3 2 4 3 3 - 2 0 0 0 6 5 0 0 o "] 0 0| 63
4 4 3 2! 4 3 o 1 2 0 0 0 5 4 0 0 0 0 0 0] 62
4 4 3 4 4 3 2 1 2 0 0 0 5 4 o 0 0 0 0 0| 61
4 4 2 2 4 3 2 1 2 0 0 ] s 4 0 0 4 0 0 0| 60
4 3 2 2 <} 3 2 0 Q 0 0 ] 5 4 0 0 0 0 0 0| 59
4 3 2 1 3 2 1 0 0 0 1} 0 5 0 0 0 0 0 0 0] 58
4 3 2 1 3 2 1 0 0 0 0 0 4 0 0 0 0 "] 0 0] 57
4 3 2 1 3 2 1 0 0 0 ] 0 4 0 0 0 0 0 0 0| 56
4 3 2 1 3 2 1 0 0 0 0 0 4 0 0 0 0 0 0 Q] 55
3 3 1 0 2 2 0 0 0 0 0 0 4 0 0 '] 0 [+] 0 0] 54
3 3 1 0 2 1 0 0 Q 0 o 0 0 0 0 0 0 0 0 0] s3
3 2 1 0 2 1 0 0 Q 0 0 0 0 0 0 0 0 o 0 0] 52
3 2 1 0 2 1 0 0 0 o 0 0 0 Q 0 0 0 0 0 0| 51
3 2 1 0 2 1 Q 0 0 0 0 0 0 0 0 0 0 0 0 0| s0
3 2 0 0 1 0 0 0 a 0 0 0 0 0 0 0 0 ] 0 0| 49
3 2 0 0 | 0 0 0 a 0 0 0 0 0 0 0 0 0 0 0] 48
3 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0] a7
2 2 0 0 1 0 0 0 0 0 0 1] 0 0 0 0 0 0 0 0| 48
2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0| 45
2 1 0 0 0 0 0 0 a 0 0 Q 0 0 0 0 0 0 0 0 [40-44
2 0 0 0 0 0 0 0 ) 0 0 ) 0 0 0 0 0 0 0 0 |38-39
1 0 0 0 0 0 0 0 (1} 0 0 o 0 0 0 0 0 0 0 0 |30-37
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8.3.3
HAND AXE

ATTACK
TABLE

Weapon Type:
One-Hand
Slashing

Length:
2-3 feel

Weight:
4-6 pounds

Fumble
Range:
01-04 UM

Range
(OB Mod):
1-10' (~15)
11-25" (-30)

L 26'-50' (-45)
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20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1

150 4CP’' 6CP BEP 10EP 9EP 9EP. 12EP 12EP BEP 10EF 14EP 14EP | 10EP 10EP 15EP 18EP [ 12EF 15EP’ 1BEP Z20EP
149 4CP  6CP. 8DP 10EP 9DP 9DP 12EP. 12EP B8EP 10EP 14EP. 14EP | 10EP 10EP 15EP 1BEP. | 12EP 15EP 1BEP '20EP
148 4BP BCP 8DP 1QEF 9DP  SDP 12DP 12EP BEP 10EFP 14EP 14EP 10EP" 10EP 15EP 1BEP 12EP' 15EP 1BEP Z0EP
147 4BP  6BP. BCP 10DP SCP  9DP 12DP . 12EP 8DP 10EP 14EP 14EP 10EP: 10EP 15EP 1BEP | 12EP' 15EP 1BEP 20EP 4
146 4BF 6BP 8CP 10DP 8CP  SCP 120P 120P 80P 10EP 14EP 14EP 1OEP' 10EP 15EP 18EP 12EF 15EP 1BEP 20EP | 146
145 4AP  GBP  8CP 10DP 9CP SCP- 12DP 12DP 8DP 10DP 14DP' 14EP 10ER. 10EP 15EP 17EP 12EP  15EP 18EP  19EP | 145
144 4AP  6BP 8CP 10DP 9cP  9cP 12CP 12DP 8DP. {0DP 14DP 13EP 10EP. 10EP. 15EP 17EP 12EF 14EP 1BEP 19EP | 144
143 4AP  B6AP  BCP 10CP 9CcP  9CP 12CP 12DP 8CP 100P 13DF 13EP 10DP. 10EP 14EP 17EP 11EP' 14EP 1{7EP 19EP | 143
142 4AP  G6AP  8BP 10CP 9BP 9CP! 11CP 11DF 8CP 10DP 13DP' 13DP | 10DP 10EP’ 14EP 17EP | 11EP 14EP 17EP. 19EP | 142
141 4AP  GAP 8BP 9CP 9BP 9CP. 11CP  11DR 8GP 9DP 13DP. 13DP ([ 10DP: 10DP 14EP 17EP 11EP 14EP 17EP 19EP | 141
140 4AK  BAP 8BP 9CP 98P 98P 11CP MICP 8CP 9CP 13DP 13DP 10DP 10DP 14DP 1BEP 110P 14DP 17EP 18EP | 140
139 4 BAP 8BP 9CP 9BF 8BP 11CP 11CP 8CP SCP 13DP 13DP 10DP 10DP 14DP 1BEP 11DP 14EP 17EP 18EP | 139
138 4 BAP TBP 49CP 8BP 8BP 11CP 1ICP 8CP  9CP 13CP 120P S0P  9DP 14DP 16DF 110F 13DF 17EP 18EP | 138
137 4 BAP 7BP 4CP 8BF 8BP 11CP 11CP JCP  9CP 12CP 12DP 9DP 9DP 14DP 16DP 10DP 13DP 16EP 1BEP | 137
136 4 BAP T7BP 9BP 8AP 8BP 11CP 11CP 7CP 9GP 12CP 12DP 9CP  S9DP 13DP 16DP 10DP 13DP 1BEP 17EP | 136
135 4  BAK TAP 9BP 8AP 8BP 10BP 10CP 7CP 9CP 12CP 12DP SCP 9DP 13DP 15DP 10DP 13DP 16EP 17EP | 135
134 4 6 T7AP 9BP 8AP 8BP 10BP 10CP 7CP 9CP 12CP 12DP SCP 9DP 13DP 185DP 10DP 13DP 18EP 17EP | 134
133 4 6 7AP 9BP BAP BBP 10BP 10CP 7BP 8CP 12CP 12CP 9CP 49DP 13DP 15DP 10DP 13DP 16EP 17DP | 133
132 4 5 TAP BBP 8AP 8AP 10BP 10CP 78P BCP 12CP 1ICP 9CP 9DP 130P 15DP | 10CP 12DP 16EP 17DP | 132
131 4 5 T7AP BBP 8AP  BAP 10BP 10CP 7BP  BCP 11CP 11CP 9CP 9DP 13DP 15DP 10CS 12DP 15EP 16DP | 131
130 4 5 TJAP BBP BAP BAP  10BP 10BP 7BP.  BCP 11CP 11CP 9CP. SCP 12DP 14DP SCP 120P 15DP 16DP | 130
129 4 5 TAP 8BP 8AS BAP 10BP 10BP 7BP . 8BP 11CP 11CP SCP. 9CP 12CP 14DP 9CS  120F 15DF 16DP | 129
128 4 5 TJAP BAP 8AR  7AP 10BP 9BP 7BP- 8BP 11CP 11CP 9CP ' 9CP 12CP 14DP. SCP 12CS 15DP 1BDP | 128
127 4 5 7AS BAP TAS  TAP 9AP  SBP 7BP  8BP 11CP. 11CP acp - BCP 12CP 14DP 9CS. 12CP 15DP 18DS | 127
126 4 5  BAP BAP TAP 7AS SAP  9BP 785 8BP “11CP 10CP 8CP  BCP 12CP 14DP 9CP 11CS 15DP 15DP | 126
125 4 5 GAK BAP TAK 7AP SAP 9BP 6BP. 7BP 10BP 10CP BCP:. 8CP 12CP 13CP 9GS 11CP 14DP 15D5 | 125
124 4 5 BAP 7 TAS. BAP 9BP 58S 7BP. 10BP 10CP BCP  BCP 12CP 13CP 8CF 11CS 14DP. 15DP | 124
123 4 5 TAP 7 TAP 9AP 9BP 6BP  7BS 10BP 10CP BCP  BCP 11CP 13CP 8CS 11CP 14DP 15DS | 123
122 4 5 TAP TAS 9AP  9BP BAS 7BF 10BP. 10GP 8BF BCP 11CP 13CP BCP ' 11CS. 14DP 14DP | 122
121 3 5 TAP TAP 9AS  BBP BAP 7BS 10BP 9CP 8BS 8CP 11CP 13CP 8BS 11CP 14DS 14CS | 121
120 3 5 TAP TAK BAP  BBP BAS 7BP 10BS 9CP 88P BCP 11CP 12CP 8BP 10CS 14DP 14CP | 120
19 3 5 TAP 7 BAS BAP BAP 7BS O9BP 9CP 8BS BCP 11CP 12CP 8BS 10CP 14DS 14CS | 119
118 3 5 TAP BAP  BAP BAS 7BF 98BS 9BP 8BP BCS 11CP 12CP 7BP 10BS 13DP 14CP | 118
117 3 5 TAS BAS  BAP BAP 7AS S9BP SBP 888 BCP 10CP 12CP 785 10BP 13CS 13CS | 117
116 3 5 TAP BAP  BAP 6AS GAP 98BS 9BP 8BP 7CS 10CGS5 12CP 7BP 10BS 13CP 13CP | 116
115 3 4 TAK BAK  BAP 6AP BAS 9BP BBP 8BS 7CP 10BP 11CP 7BS 10BP 13CS 13CS | 115
114 3 4 TAP B6AS 6AP GBS 8BS 7BP 7BS 10BS 11CS 7BP 9BS 12CP 13CP | 114
113 3 4 TAS SAP 6AS BAP 8BP 7BS 7BP 10BP 11CP 7AS 9BP 13CS 13Cs | 113
12 3 4 TAP 5AS BAP BAS 8BS 7BP 78S 10BS 11BS TAP  9BS 12CP 12CP | 112
1 <] 4 TAS SAP  BAS BAP BBP 78S 7BP 10BP 11BP 6AS 9BP 12CS5 12BS | 111
110 < 4 TAP S5AK 6AP BAS 8BS 7BP° 7BS 8BS 10BS GAP 9BS 12CP 12BP | 110
109 3 4 TAS 6AS BAP 7BP 78S 7BP 9BP 10BP BAS 9AP 12CS 12BS | 109
108 3 4 TAR SAFP  'BAS. 7BS TAP: 7BS 985 10BS 6AP. BAS 12CF 11BP | 108
107 3 4 BAS 5AS 8ARP. 78BP 7AS  7BP 9BP 10BP BAS  BAP 12CS 11BS | 107
106 3 4 GAP 5AFP  7AS. 7BS 7AP 7BS 98BS 10BS 6AFP  BAS J1CF 11BP | 106
105 3 4 BAK S5AK  7AP:. 7BP 7AS® 6BP 9BP 9BP 5AS BAP. 11BS 11BS | 105
104 3 4 TAS TAS 7AP - 6BS BBS 9BS SAP 8AS 11BP 11BPF | 104
103 3 4 7AP  BAP 7AS° 6BP 8BP 9BP 5AK BAP 11BS 10BS | 103
102 3 4 TAS. BAS: 6AP  EBS 8BS 9BS 7AS 11BP.  10AF | 102
101 3 4 7AP  BAP 6AS 6BP BBP 9BP TAP 11BS 10AS | 101
100 3 4 BAK  BAS 6AP E6AS 8BS 8BS TAS 10BP 10AP | 100
99 3 4 BAP BAS GAP BAP  BBP TAP 10BS 10AS | 99
98 3 4 5A3 BAF  BAS BAS 8BS JAK 10BP S9AF | 98
97 3 3 5AP 6AS  6AP  TAP  BBP 7 10BS 9AS | 97
96 3 3 5AS 6AF BAS 7AS BBS 6 10BP QAP | 96
a5 3 3 5AP 6AS BAP TAP TAP 10BS  9AS
94 3 3 5AS 6AP  GAS TAS T7AS 10AP  BAP
a3 3 3 5AP GAK bBAP TAP  TAP 9AS  8AK
92 2 3 4AS 5A8 T7AS TAS 9AP
91 2 3 SAP SAP  GBAP  TAP 9AS
90 2 3 4AK SAS  BAS BAS. 9AP
89 3 3 SAP  BAP  BAP 9AS
88 2 3 5AK 8AS BAS 9AP
87 2 3 BAP  BAP 8AS
B6 2 3 6AS BAS 8AP.
85 2 3 BAP  5AP 8AS
B4 2 3 5AK  5AS BAP
83 2 3 5AS 5AP 8AK
B2 2 3 5AS
81 2 2 S5AP

2 2 4AS

2 2 AAP

2 2 4AK

2 2

2 2

2 2

2 2

2 2

2 2

2 2

2 2

2 2

2 2

2 2

2 2

2 2

2 2

| 2

1 1

1 1

1 1

1 1

1 1

i 1
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8.3.4
MAINE GAUCHE

ATTACK
TABLE

Weapon. Type:
One-Handed
Slashing

Length:
1-1.5 feet

Weight:
1-2 pounds

Fumble
Range:
01-02 UM

Range
(OB Mod):
1-10" (=15)




8.3.5 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4

SCIMITAR 7EK 76K BEK 13EK | 11EK 11EK 14EK 14EK | 16ES 18ES 22ES 20ES | 20ES 20ES 25ES 28ES | 2265
ATTACK 7DK 7DK BEK 13EK | 11ES 1{1ES 14ES 14ES | 16ES 1BES 2265 22ES | 20ES 20ES 25ES 28ES | 22ES
TDK 7DK BEK 13EK 11EK 11EK 14EK 14EK 16ES 18BES 22ES 22ES 20ES. 20ES 25ES 28ES 22ES

TABLE 7CK 7CK DK 13EK | 11ES 11ES 14ES f{4ES | 16ES 18ES 22ES 22ES | 20ES 20ES 25ES 28ES | 22ES
70K 70K 8DK 13EK | 11DK 11DK 14DK 14EK | 16ES 18ES 21ES 21ES | 20ES 20ES 24ES 27ES | 21ES
Weapon Type: | 145 | 76K 7CK 80K 13K | 11DS 11DS 14DS 14ES | 1BES 17ES 21ES 21ES | 20ES 20ES 24ES 27ES | 21ES
P YPE: | qas | 7ok 76K 8DK 136K | 11DK 11DK 14DK 14EK | 15ES 17€S 21ES 21ES | 19ES 19ES 24ES 27ES | 21ES
One-Handed | 143 | 7cK 7CK 8DK 13DK | 11DS 11DS 13DS 1365 | 15DS 17ES 21ES 20ES | 19ES 19ES 24ES 2BES | 20ES

Slashin 142 | 78BS 7CK B8CK 120K | 11DK 14DK 13DK 13DK | 150S 17ES 20ES 20ES | 19ES 19ES 23ES 26ES | 20ES
asning 141 | 7BK 7BK 8CK 120K | 11DS {0DS 13DS 13DS | 15DS 16DS 20DS 20ES | 19ES 19ES 23ES 26ES | 20ES
140 | 78BS 7BK 8CK 120K | 10DK 100K 13DK 130K | 15DS 16DS 20DS 20ES | 19DS 19ES 23ES 25ES | 19ES

Length: 139 | 78K 78BS 8CK 120K | 10CS 10D0S 130S 130S | 14DS 16DS 19DS 19ES | 18DS 1BES 23ES 2SES | 19ES
' 138 | 78S 7BK 8CK 12DK | 10CK 10CK 13CK 13DK | 14DS 16DS 19DS 19ES | 18DS 1BES 22ES 25ES | 19ES

2.5-4 feet 137 | 78K 78S 7CS 12DK | 10CS 10CS 12CS 120S | 14DS 15DS 19DS 19DS | 18DS 18DS 22ES 24ES | 19€S
136 | 78BS 7BK 7CK 120K | 10CK 10CK 12CK 120K | 14DS 1505 19DS 180S | 18DS 18DS 22ES 24ES | 18ES

Weight: 135 | 7AK 7B 7CS 11DK | 10CS 10CS 12CS 1205 | 14CS 15DS 18DS 18DS | 180DS 18ES 21ES 24ES | 1BES
eight: 130 | 7AS BBK 7BK 11DK | 10CK 10CK 12CK 12DK | 14CK 15DS 18DS 18DS | 18DS 17DS 21DS 23ES | 18DS

3-5pounds | 133| 7AK BAS 7BS 11CS | 10CS 10CS 12CS 1208 | 13CS 14DK 18DS 170S | 170S 170§ 21DS 23€S | 170S
132 | 6AS BAK 7BK 11CK | 10BK SCK 12CK 12DK | 13CK 14DS 18DK 17DS | 17DS 17DS 21DS 23DS | 17DS
131 | 6AK BAS 7BS {1CS | 9BS 9CS 120S 11CS | 13CS 14DK 170S 170S | 1708 17DS 2008 22DS | 17DS

Fumble 130 | 6AS 6AK 7BK 11CK | 9BK 9BK 11CK 11CK | 13CK 14CS 170K 17DS | 17CS 17DS 20DS 22DS | 16DS
Range: 120 | 6AK 6AS 7BS 11CS | ©9BS 98BS 11CS 11CS | 13CS 13CK 17DS 16DS | 17CS 16DS 20DS 220S | 16DS

ge: 126 | BAS 6AK 7BK 11CK | 9BK 9BK 110K 11CK | 12CK 13CS 16CK 16DK | 16CS 16DS 20DS 210S | 18DS
01-04 UM 127 | BAK 6AS 78BS 10CS 8BS 98BS 11CS 11CS | 12CS 13CK 16CS 16DS | 16CS 16DS 19DS 21DS | 16DS

126 | 6AS BAKX T7BK 10CK 98K 9BK 118K 11CK 12CK 13CS 18CK 15DK 18CK 16DS 19DS 21DS | 15DS
125 | 6AK B6AS 7AS 10CS 98S SBS 1I1B5 10CS | 12CS 13CK 16CS 15DS | 186CS 16DS 190S 20DS 15DS

Rﬂnge 124 BAX BAK 10BK 9AK. 9BK 108K 10CK 12CK 12CS 15CK 15DK 16CK 15DS 18DS 20DS 1505
(OB Mod): 123 6AS GAS 10BS | 9AS 8BS 10BS 10CS | 11CS 12CK 15CS 15DS | 15CS 15DK 18DS 200S | 14DS
© |z 6A< 6AK 10BK | BAK BBK 10BK 10CK | 11BK 12CS {5CK 14DK | 15CK 15DS 180K 18DS | 14DS
— 121 6A3 6AS 108S | BAS 68S 10BS 10CS | 11BS 12CK 14CS 14CS | 15CS 15CK 18DS 18DS | 14DS
120 BA< GAK 9BK | BAK BAK 10BK 10BK | 11BK 116S 14CK 14CK | 15CK 15CS 17DK 190S | 13CK
A 139 6AS 98S | BAS B8AS 108S 9BS | 11BS 11CK 14CK 13CS | 15CS 14CK 17CS 18DK | 13CK
118 BAK  9BK BAK 8AK 10BK 9BK 1BK 11CS 14CK 13CK 15CK 14CS 17CK 18DS 13CK
L "7 BAS  9BS BAS 8AS 9AS 9BS 10BS 11BK 13CS 13cs 14C5 14CK 17CS 18DK 12CS
116 GAK  9BK BAK 8AK 9AK 9BK 10BK 10BS 13CK 12CK 14CK 14CS 16CK 17DS 12CK
15 BAS 98BS BAS 7AS 9AS 9BS 10BS 10BK 13CS 12CS 1485 14CK 16CS 17DK 12C8
114 BAK  9AK 8 7AK SAK 9BK | 10BK 10BS 13CK {2CK | 14BK 13CS 1BCK 17DS | 12CK
13 BAS BAS 7 T7AS 9AS @8BS 10BS 10BK 12C8 12CS 14BS 13CK 15CS 16CK 11C8
12 SAK  BAK TAK SAK BBK 9BK 9B5S 128K 11CK 13BK 13CS 15CK 16CS 11CK
m 5AS BAS 7AS BAS 8BS 98BS 9BK 12BS 11CS 1385 13CK 15CS 16CK 11CS
110 SAK  BAK TAK BBK | 98K 9BS 11BK 11CK | 13BK 13CS 1{5CK 15CS | 10CK
109 8AS 7 8AS | 9AS 9BK 11BS 10CS | 138S 12CK 14CS 1SCK | 10BS
108 BAK BAK | 9AK 8BS 11BK 10CK | 13BK 12CS 1{4CK 15CS | 10BK
107 8AS 7AS | '9AS @BK 11BS 10CS | 12BS 12CK 14CS 14CK | 9BS
106 BAK TAK 8AK BBS 10BK SCK 12BK 12CS 14CK 14CS 9BK
105 TAS TAS BAS BBK 1085 9CS 1285 12BK 13BS 14CK 9BS
104 TAK 7AK | 8AK 7AS 10BK 9BK | 12BK 11BS 13BK 13CS | 9AK
103 7AS 7AS | BAS 7AK 108S 9BS | 12BS 11BK 13BS 13CK | BAS
102 7AK 7AK | BAK 7AS 98K B8BK | 12BK 11BS 12BK 138S | BAK
101 TAS 7AS JAS TAK 985 8BS 11AS 12BS 12BK BAS
100 TAK BAK TAK 7AS 9BK 8BK 11AK 12BK 128S TAK
99 BAS 6AK BAS 7BS H1AS 12BS 12BK
a8 BAK 6AS 8AK 7BK 11AK 11BK 11BS
a7 BAS B6AK 8AS T7BS 11AS 1185 11BK
96 6AK BAS BAK 7BK | 10AK 11BK 1185
95 8AS 5AK 7AS GBS | 10AS 118S 108K
94 TAK  6BK 10AK 10BK 10BS
93 7AS GBS 10A5 10BS 10BK
92 6AK  SBK 10AK 10BK  9BK
a1 6AS 5BS 98BS  9BK
BAK  5BK SAK 98BS
4AS 9AS  B8BK
4AK 9AK 8BS
4AS
4AK BAK 7AS
3AS BAS T7AK
34K BAK 7AS
3AS 7AS  BAK
2AK TAK  BAS
2AS 7AS  BAK
2AK BAK  5AS
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14EP 14EP. | 126P 12EP- 17EP 20EP | 14EP 17EP 20EP 20EP
14EP 14EP | 12EP 12EP 17EP 20EP | 14EP 17EP 20EP 22EP
{4EP 1{4EP | 12EP 12EP {7EP 20EP | 14EP 1{7EP D2OEP 22EP
{4EP 14EP | 12EP 12EP 17EP 20EP ‘| 14EF {7EP 20EP 22EP
W4EP 4EP | 12EF I2EP 17EP Z0EP | 14EP 7EP 20EP 2EP
{4EP 14EP | 12ER 12EP 17EP 20EP | {4EP 17EP 20EP 22EP | 145 !
{4EP 14EP | 12EP 12EP 17EP 19EP | 14EP 17EP 20EP o22ep | 14s | Weapon Type:
14DP 14EP | 12EP 12EP. 17EP 19EP | 14EP 17EP 20EP 21EP | 143 | One-Handed
1aDP 13EP | 12EP 12EP 1{6EP {9EP | 13EP 1BEP 19EP 2{EP | 142

13DP 13EP | 12EP {2EP 16EP 19EP | 13EP 1BEP 19EP 24EP | 141 Slashing
130P 13EP | 12EP 12EP 16EP 19EP | 13EP 16EP 19EP 21EP | 140

13DP 13DP | 12EP 12EP 16EP 1SEP | 13EP 16EP 19EP 21EP | 139 Length:
13DP 13DP | 12DP 12EP 16EP 18EP | 13EP 16EP 19EP 21EP | 138 .
13DF 13DP | 11DP 11EP 16EP 18EP | 13EP 16EP 19EP 20EP | 137 3-5 feet
13DP 13DP 11DP 11EP 16EP 1BEP 13EP 1BEP 19EP 20EP | 136

13DP 12DP 11DP 11DP 16EP 1BEP 13EP 16EP 19EP 20EP | 135 w " h {
120P 12DP | 11DP 11DP 1{5EP 18EP | 12EP 15EP 18EP 20EP | 134 eight:

120P 120P | 11DP 11DP 15DP 18EP | 12EP 15EP 18EP 20EP | 133 | 1.5-3 pounds
12CP 12DP | 11DP 11DP 15DP 1{7EP | 12EP 15EP 1{8EP 20EP | 132
12CP 120P | 11DP 11DP 15DP 17EP | 12EP 15EP 18EP 19EP | 131

12CP 12DP | 11DP 11DP 15DP 1{7DF | 12EP 15EP 18EP 13EP | 130 Fumble
12CP 12DP | 11DP 1iDP 15DP 17DP | 12DP 15EP 18EP 19EP | 129 Range:
12CP 12DP | 11DP {1DP. 15DP 17DP | 12DP 1{5EP 18EP 19EP | 128 ge:
12CP {{DP | 11DP  11DP 14DP {7DB | 12DP 714EP 18EF 19EP | 127 01-04 UM

11CP 14CP. | 11CP_11DP 14DP {6DP. | 11DP 14DP. i7EP 1{3EP | 126
11CP 11CP | 1iCP 10DP 14DP 16DP: | 11DP 14DP 17EP 18EP | 125
P 11CP 11CP | 10CP 10DP 14DP {6DP. | 11DP 14DP 17EP 18EP | 124 Range
 11CP 11CP | 10CP 10DP {4DP {6DP | 11DP 14DP 17EP {8EP | 123 (OB Mod):
1iCP 11CP | 10CP 10DP 14DP 16DP | {1DP 14DP 17ER 18EP | 122 :
11CP 11CP | 10CP 10DP 14DP 16DP | 11DP 14DP 17EP 18EP | 121 —

11CP 10CP | 10CP 10DP 14DP 1{5DP | 11DP 14DP 17EP 18EP | 120
11CP 10CP | 10CP 10DP 13DP 150P | 11DP 13DP 17EP 17EP | 118
10CP 10CP | 10CP 10DP 13DP 1{50P | 10DP 13DP 16EP 17EP | 118
10BP 10CP | 10CP 10DP 13DP 1{50F | 0DP 130P 16EP 17EP | 117
10BP 10CP | 10CP 10CP 13DP 1{5DP | 10DP 13DP 16DP 17DP | 116
10BP 10CP | 10CP 10CP 13CP 15DP | 10DP 13DP 16DP 17DP | 115
10BP 10CP | 10CP 10CP 13GP 14DP | 10DP 13DP 16DP 17DP | 114
10BP 9CP | 10CP 9GP 13CP 14DP | 10DP 13DP 16DP 16DP | 113
10BP 9CP | 10CP 9CP 12CP 14DP | 10DP 12DP 16DF 16DP | 112
98P 9CP | 9CP OCP 12CP 14DP | 10DS 12DP 15DP 16DP | 111
98P 9CP!| SCP 9GP 12CP 14DP /[ 9CP 12DP 15DP 16DP | 110
98P 9BP | 98P 9GP 12CP 14CP | 9GS 12DP 15DP 16DP | 108
98P 9BP | 9BS 9GP {2CP 3CP | 9CP 12DS 15DP 1{6DP | 108
98S 9BP | 9BR 9CP 12CP 13CP | 9CS 12DP 15DP 15DP | 107

S5AP TAP 8AS 9AP BAK 11BP 11BP
5AK 7TAS 8AP  9AS 1185 118S
TAP BAS BAP 11BP 11AP
TAS BAP  BAS 11BS 10AS
BAP BAS  BAP 11BP 10AP
8AP  8AS 11BS 10AK
TAS  BAP 118P 10
TAP  8AS 11BS 10
TAS  TAP 10BP 10
TAP  TAS 10AS
o TAE 10AP
TAS 10AS
TAP 10AP
TAS 10AS
BAP 10AP
10AK
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8.3.7 20 19 18 17 16 15 14 13 12 1 10 9 8 7 6 5 4 3 2 1
BROADSWORD BEK 10EK 12EK 14EK | 15EK 15EK 18EK 18ES | 16EK 1BEK 23ES 22ES | 20EK 20ES 25ES 28ES | 20ES 25ES 28ES 30ES
ATTACK BDK 10DK 12EK {4ES | {5EK 15EK 18EK 18EK | 16EP 18EK 18EK 20ES | 22ES 20EP 25ES' 28ES | 22ES 2SES 28ES 30ES
8DK 10DK 12EK 14EK 15EK 15EK 18EK 1BES 16EK 18EK 22ES 22ES 20EK 20ES 25ES 2BES 22ES 25ES 2BES 3J0ES

TABLE 8CK 10CK 12DK 14ES | 1SEK 15EK 18EK 18EP | 16EK 1{BEK 22ES 22ES | 20EP 20EP 25ES 28ES | 22ES 2565 2BES 30ES
8CK 10CK 120K 14EK | 15DK 15DK 18EK 18ES | 16EK 18EK 22ES 21ES | 20EK 20ES 25ES 27ES | 21ES 24ES 27ES 29ES

W n Tvpe: | 145 [ 8CK 10cK 1205 14ES | 15DK 15DK 18DK {8EP | 16EK 17EK 21ES 2{ES | 20EP 20EP 24EP 27ES | 21ES 24ES 27ES 20ES
eapon TYPe: | 144 | sck foCk 12DP 14EP | 150K 15DK 17DS 17EK | 16EK '17EK 21ES 21ES | 19EK 19EK 24ES 27ES | 21ES 24ES 27ES 29ES
One-handed | 143 | 8CK 10CK 120K 130K | 15DK 14DK 17DP 17ES | 150K 17EK 21ES 21ES | 19EP 19ES 24EP 26ES | 21ES 24ES 27ES 28ES
Slashi 142 | 88K 10GK 12CS 13DS | 14DK 14DK 17DK 17EP | 15DK 17EK 21ES 20ES | 19EK 19EP 24ES 26ES | 20ES 23ES 26ES 28ES
asning 141 | 88K 10BK 11CP 13DP | 14DK 14DK 17DS 17DK | 15DK 17EK 20ES 20EP | 19ES 19EK 23EP 26ES | 20ES 23ES 26ES 28ES
140 BBK 10BK 11CK 13DK 140K 14DK 17DP 17DS 150K 16DK 20DS Z20ES 19EP 19ES 23ES 2B6ES 20ES 23ES 26ES 27ES

Length: 139 | BBK 10BK 11CS 13DS | 14CK 14DK 16DK 18DP | 15DK 16DK 20DP 20EP | 19DK 19EP 23EP 25E6S | 20ES 22ES 26ES 27ES
: 138 | 88K 9BK 11CP 13CP | 14CK 14CK 16DS 16DK | 15DK 16DK 20DS 19ES | 18DS 18EK 23ES 25ES | 19ES 22ES 25ES 27ES

2-3.5 feet 137 | 88K 9BK 11CK 13DK | 14CK 14CK 16DP 16DS | 14DK 16DK 19DP 19EP | 18DP 1{8ES 22EP 25ES | 19ES 20ES 25ES 26ES
136 | BBK 9BK 11CP 12DS | 14CK 13CK 16CK 16DP | 14DK 18DK 19DS 19DS | 18DK 18DP 22ES 24ES | 18ES 22ES 25ES 26ES

w i h Y 135 BAK 9BK 1ICP 12DP 13CK 13CK 16CS 160K 14CK 15DK 13DP 130P 1808 18DK 22EP 24ES 19ES 21ES 25ES 26ES
eg t 134 TAK 9BK 11BK 12DK 13CK 13CK 15CP 1505 14CK 15DS 13DS 1808 180P 1808 2208 24ES 18ES 21ES 24ES 25€S
3-5 pou nds 133 TAK  9AP 10BS 12C5 13CK 13CP 15CK 15DP 14CK 15DP 18DS 18DP 180K 17DP 21DP 24ES 18ES 21ES 24ES 25ES
132 TAK SAK 10BP 12CP 138K 13CK 15CS 15DK 14CK 15DK 1{BDP 18DS 17DS 17DK 21DS 23ES 1805 20ES 24ES 25ES

131 TAK SAFP 10BK 12CK 13BK 43CP 15CP 15DS 13CK 15DS 18DK 18DP 17DP. 17DS 21DP. 23D5 17DS 20ES 24ES 24ES

Fumb[e 130 TAK 9AK 10BS 12CS8 13BK 13BK 15CK 15DP 13CK 14DF 18DS 17DS 170K 17DP 21DK 23DS 17D5' 20ES 23ES 24ES
R . 129 7AP  9AS 10BP 11CP 13BK 12BP 15CS 14DK 13CK 14DK 17DP. 17DE 17DS8 17DK 20DS 22DS 17DS 20DS 23ES  24ES
ange: 128 | 7AK 9AP 10BK 11CK | 12BK 12BK 14CP 14CS | 13CK 14CS 170K 17DS | 17CP 17DS 20DF 220S | 17DK 19DS 23ES 23ES
01-03 UM 127 TAS 8AK 10BS 11CS 12BK 12BP 14CK 14CP 13CS 14CP 17DS 170P 17CK 16DP 20DK. 22DS 16DS 19DS 23EK 23EK
126 7AP BAS 10BP 11CP 12BK 12BK - 14CS5 14CK 13CP. 13CK 17CP 16DS 1605  16DK 20DS 2205 16DP 19DS 22ES 23ES

125 FAK 8AF 10BK 11CK 12BP 12BP. 14CP 14CS 12CK 13CS 16CK 16DP 16CP. 16DS 19DP 21DS. 16DK 18DS 22EK -22ES

Flange 124 7 8AK 9AS 11BS 12BK  12BK 14CK 13CP 12CS 13CP 18CS 16DS 16CK 16DP 1SDK 21DS 160S 18DS 22ES 22ES
(OB Modj- 123 7 8AS 9AP 11BP 12APF 11BS. 13CS: 13CK 12CP 13CK 16CP. 15DP 16C5 16DK 19DS 21DS 15DP 18DS. 21EK 22ES
. 122 7 BAP 9AK 10BK | 12AK 11BP 13BP 13CS | 120K 13CS 15CK 15DS | 16CP 16DS 19DP 20DS | 15DK 18DP 21ES 22ES

— 121 7  BAK 9AS 10BsS 11AS 11BK 13BK 13CP 12BS 12CP 15CS 15DP 16CK 15DP 18DK 2005 1505 17DS 21EK 21DS
120 7 8AS 9AP 10BP 11AP 11BS 13BS 13CK 12BP 12CK 15CP 15DK 15C8 150K 18DS 2008 150P 17DP 21DS 21D5

A 118 & 8 9AK 10BK 11AK 11AP 13BP 12CS 11BK 12CS8 15CK 14CS 15CP 15CS 18DP 18DS 14DK 1705 20DP 20DS
118 L] B 9AS '10BS 11AS 11AK 12BK 12CP 11BS 12CP 15CS 14CP 15CK 15CP 18DK 13DK 14DS 16DP 20DK 2005

L 117 (3} B 9AP 10BP 11AP 11AS 1285 12CK 11BP 12CK 14CP 14CK 15C5 15CK 18CS 19DS 14DFP 16DK 20DS 2005
116 & 7 8AK 10BK 11AK 10AP 12BF 12CS 11BK 11CS 14CK 14CS 15CFP 14CS 17CP 130P 14CK 16DS 20DF 130P

115 § 7 8AS GBS | 11AS 10AK 12BK 12BP | 11BS 11CP 14CS 13CP | 15CK 14CP 17CK 18DK | 13CS 16DP 19DK 19DS

114 i) 7  BAP 9AP 10AP 10AS 12BS 11BK 11BP 11BK 14CP 13CK 14CS 14CK 17CS 18DS 13CP 15DK 19DS 19DP

113 (] 7 8AK  9AK 10AK  10AP 12BP 11BS 10BK 118S 13CK 13CS 14CP 14CS 17CP 180DP 13CK 15DS 19DP 190S

112 6 7 B8AS GAS 10AS 10AK 11BK 11BP 10BS 11BP 13CS 13CP 14BK 14CP 16CK 17DK 12CS 15CP 19DK 180P

111 6 7 8AP  SAP | 10AP 10AS 11AS 11BK | 10BP 10BK 13CP. 12CK | 14BS 14CK 16CS 17CS | 12CP 15CK 18DS 18DS

110 ] 7 8AK 9AK | {0AK 10AP 11AP 11BS | 10BK 10BS 13CK 12CS | 14BP 13CS 1{6CP 17CP | 12CK 14CS 18DP 18DP

109 6 e AT 10 '9AK 11AK 10BP | 10BS 10BP 12BS 12CP | 14BK 13CP 18CK 17CK | 12CS 14CP 18DK 170S

108 6 7 8 8AP 10 9AS 11AS 10BK | 10BP 10BK 10BP' 12CK | 13BS 13CK 15CS 16CS | 11CP 14CK 18DS 170P

107 6 7 7 BAK 8 9AP 10AP 10BS | 9AK 9BS 12BK 11CS | 13BP 1aCS 15CP 16CP | 1iCK 13CS 17DP 17DS

106 (5} 7 7 BAS 9 9AK 10AK 10BP 9AS  9BP 12BS 11CP 13BK 13CP.  15CK 1BCK 11CS 13CP 17DK 16DP
105 6 6 7 8AP 9 9AS 10AS 10BK | SAP 9BK 12BP 11CK | 13BS 1{3CK 15CS 15CS | 11CP 13CK 17DS 1BDS

104 5 53 7 BAK g 9 10AP. 9BS 9AK 9BS 11BK 11CS 13BP 12C5 14CP 15CP 10BK 13C5 17DF 16DP

103 5 (8 7 BAS 2| 9 10AK. 9BP 9A5 9BP 11BS 10CP 13BK 12CP 14CK 15CK 10BS  12CP 16DK 15DK

102 5 ] 7 TAP 2l & 9AS O9AK SAP 8BK 11BP 10CK 12BS 12BK 14BS 15CS 10BP 12BK 186DS 150§

101 5 (i1 7 TAK 9 & 9AP 9AS BAK 8B3 11BK 10B3 12BP 12BS 14BP 14CP 10BK 12BS 16DP 15CP

100 5 ] 7 TAS B & OAK 9AP BAS BAP 10BS 10BP 12BK 12BP 13BK 14CK 98BS 11BP 16CK 14CK

99 5 6 [ 7 8 8 49 BAK BAP BAK 10BP SBK 12BS 11BK 13BS w4BS 9BP 11BK 15CS 14CS

98 5 ] 6 7 2] 8 4 BAS BAK 8AS 10BK 98BS 12BP 11BS 13BP 13BP OAK 11BS 15CP 14CP

a7 5 (1 B 7 g B 9 BAP BAS 7JAP 10BS 9BP i2ak 11BP 13BK 13BK 9A5 11BP 15CK 13CK

96 5 (1 B 7 B 7 B8 BAK BAP TAK, =1zt BEK i1AS 118K 1288 13RS BAP 10BK 14CS 13CS

a5 5 6 B 6 & o B . 8AS TAK 7AS 9A5 8BS 11AP 12BS 12BF 12BP BAK 10BS 14CP 12CP

a4 3 5 G =1 B 7 B 7AP 7 TAP ODAS BBP 11AK 11BP 12BK 12BK B 10AP 14CK 12CK

93 5 5 6 ] 7 7 8 TAK 7 TAK DBAP 8BK 11A5 10BK 12BS 12BS 7 BAK 14C5 12BS

92 5 5 6 6 7 7 8 7AS 7 BAS BAK TBS 11AFP 10BS 11BP 12BP 7 SAS 13CFP 12BP

a1 5 5 5 3] 7 7 7. TAP 7 GBAP BAS T7BP 114K 10BP 11BP 11BK 7 BAP 13CK 11BK

90 5 5 5 5} 7 T 7 TAK 7 BAK BAP TBK 10AS 10BK 11BS 11BS 7 9AK 13CS 11BS

89 4 5 5 6 7 [+] 7 (3] 6 6 BAK T7BS 10AF 10BS 1i1BP 11BP 6 8 13CP {1BP
88 4 T 5 5 7 g gt 6 5 7AS BBP | 10AK 10AP 11BK 11BK 6 8 128K 10AK.

87 4 5 5 5 7 8 7 6 5 7AP 6BK | 10AS 9AK 10BS 10BS 6 8 128S 10AS

86 4 - 5 6 6. BI 6 6 5 7AK 6BS | 10AP 9AS 10AP 10BP 8 7 128P 10AP

85 4 5 5 5] 5} 6 B 6 & 5 TAS BAP 10AK  SAP 10AK 10BK 5 7 12BK 9AK

84 4 o 6 6 6 5 6 5 6 5AK 9 GAK 10AS 9BS 5 7 118 9

83 4 L 6 Bl BB S g 8 5AS 9 9AS OAP AP 5 7 11BP 9

82 4 4 4 5 5] ] G 5 5 4 6 BAP 9 BAP  9AK  9AK 5 6 11BK 8

81 4 & 4 4 8 5 8 5 5 4 6 5AK 9 BAK OAS B8AS 4 6 118S 8

80 4 4 4 4 6 5 5 5 5 4 5 4AS 9 BAS OAP 8AP 4 6 10AP 8

79 4 & 4 4 5 5 5 4 5 4 5 4AP 9 8 BAK 8AK 4 0 10AK 0

78 4 4 o 4 5 5 5 4 5 3 5 4AK 8 8 BAS 8AS 4 0 10AS 0

77 4 4 4 4 5 5 5 4 4 3 5 4AS ] & BAF TAP 3 0 10AP 0

76 4 4 4 4 5 5 5 4 4 3 4 3AP 8 7T BAK TAK 3 0 SAK 0

73 4 4 4 4 5 4 4 4 4 a 4 3AK 8 7 TAS TAS 3 0 GAS Q

74 3 4 3 3 5 4 4 3 4 3 4 k] B 7. 7 BAP 0 1} ] 0

73 3 4 3 3 5 4 4 3 4 2 4 3 8 7 7 6AK 1] i} 2] 0

72 3 3 3 3 4 4 4 3 4 2 3 2 7 7 7  BAS 1} 1] a8 4]

T 3 3 3 3 4 4 4 3 a 2 3 2 7 7 6 BAP [1] 0 a (¥

70 3 3 3 3 4 4 3 3 3 2 3 2 7. 5] B S5AK 0 0 8 0

69 3 3 o 3 4 3 3 2 3 0 3 i} T 8 B 5 1} 1} Q (i}

m 68 3 3 3 3 4 3 3 2 3 0 2 0 7 6 6 5 0 0 0 0

67 3 i gz ) 4 Epe 2 3 0 a 0 7 Fe mE AT 0 0 g 0

66 3 3 3 2 4 3 3 2 3 (i} 2 4} 6 8 5 4 (1} 0 1] (1]

65 3 i s pes 2 2 g 2 0 6 5 S 0 o o 0

64 o 3 2 2 3 =3 2 1 2 Q 4] 4] 51 5 5 4] 0 0 a (4]

63 3 3 2 2 3 5| = 1 2 (1] 1]} 1] L] (i} 4 4] 0 0 Q (1]

62 3 3 2 2 3 2 2 1 2 (] 0 v} (-] 5 4 (1] (1] 0 Q 0

61 3 2 2 2 3 2 2 L] 2 Q 0 a 6 5 4 [v] 0 0 [¢] [

60 3 2 2 1 3 2 2 1 2 0 [} 1} 5 5 4 ] 0 1} Q ]

59 2 2 2 1 3 2 1 1] 1] Q 0 ] 5 4 v] 0 o 1 Q Q

58 2 2 2 1 2 2 1 1} 1] 0 0 [} 5 4 (] 0 0 [+ Q 0

57 2 2 | | 2 2 1 o 0 0 0 o B 4 ) 0 0 (1} Q [}

56 2 2 1 1 2 2 1 1] 1] ] 0 ¢} 5 4 4] i} 0 1] Q Q

55 2 2 } i 2 1 1 0 0 1] Q 0 5 4 v} 0 0 0 Q 0

54 2 2 | 0 2 1 0 0 0 0o 0 0 4 0 0o 0 0 0o 0 0

53 2 2 1 0 2 1 0o 0 0 0o 0 0 4 0 o 0 0 0 0 0

52 2 2 | 0 2 1 b 0 0 0 0 0 4 0 0o 0 0 o 0 0

51 2 2 1 0 1 1 V] (1] 0 1] Q (4] 4 (v} 0 V] (1] (V] a (]

50 2 1 1 0 1 1 1] (1] 0 Q Q (4] & o]} 0 4] 0 0 Q 0

19 2 1 0 0 1 ot sl 0 0 0 0 0 DR r 0 0 @ 0

48 2 1 0 0 1 i} V] 1] 1] 0 (1] (4} a v} ] 0 (1] 0 (1] Q

47 2 1 - 1 0 D0 0 B sl 40 0 S (| S 1 GF = Wi o 0

46 2 1 0 a 1 0 o 0 0 0 Q (4} o (4] 0 0 0 0 Q Qa

45 2 1 0 0 Al o 0 0 0o 0 0 R hE R (S 0

44 1 1 0 0} (8] 0 0 0 0 g 0 0 a 0 0 0 (1] 0 0 0

40-43 1 1 0 0 0 0 0 o P U 0 D1l O ) ISRy ST 0

30-39 q o] o 1] it} 0 0 v} 1] i} 0 4} ] 1] 0 (1} (4] ] (v} Q

m 20 19 18 17 | 16 15 14 13 | 12 11 10 9 8 7 6 5 4 5 B 3
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-k ok ke et kS NI NN MMM DR NOEHEOWOWOWOEOWRWWWWMD DG I ok b ff ff b B S fe S B Db bbb S RO LT LR LRLh

13EK 13ES 11EK. 13EK 17ES. 17ES 16EK. 16ES 21ES 24ES 18ES 21ES 24ES 26ES SHDRT SWOHD
{3EK 13EP | 11EK 13EK 17ES 17ES | 16EP 16EP 21ES 24ES |1BES 21ES 24ES 26ES ATTACK
13EK 13ES | 11EK 13EK 17ES I17ES | ISEK 16ES 21ES 24ES | 1BES 21ES 24ES 26ES

13DK' 136F | 11EK 13EK 17ES 17ES | 16EP 1{6EP 21ES 24ES | 18ES 21ES 24ES 26ES TABLE

130K 13EK | 11EK 13EK 17ES 17ES | 16EK 16ES 21ES 24ES | 18ES 21ES 24ES 26ES
1305 13ES | 11DK 13EK 17ES 17ES | 16EP. 16EP 2iEP 20ES | {8ES 21ES 24ES 255 [ 145 | \waanon Type:
13DP 13DP | 11DK 1{3EK 1BES 16ES | 16EK {6EK 20ES 23ES |{7ES 20ES 23ES 25ES | 144 p ype:
13DK 12DK | 1IDK 13EK 16ES 16ES | 18EP 16ES 20EP 23ES | 17ES 20ES 236 256S | 143 | One-Handed
12CS 12DS | 11DK {2DK 1{6DS 16EP | 16EK 15EP 20ES 20ES | A{7ES 20ES 29ES 25ES | 142

12CP 12DP | 11DK 120K 16DS 18ES | 15ES 15EK 20EP 22ES | 17ES 20ES 23ES 24ES | 141 Slashing
12CK  12DK 10DK 120K 16DFP 16EP 1SDP 15ES 20ES 22ES 17ES 20ES 23ES 24ES 140

12C5 12DS | 10CK 120K 16DS 15ES | 15DK 15EP 19EP 22ES | 16ES 19ES 22ES 24ES | 139 Length:
12CP 12DP | 10CK 12DK 15DP 15DP | 15DS 15DK 19ES 22ES | {6ES 19ES D22ES 24ES | 138 5
120K 12DK | 10CK 12DK 15DS 15DS | 15DP 15DS 19EP 22ES | 16ES 19ES 22ES 23ES | 137 1.5-2 feet
12CS 11CS | 10CK 12DK 15DP 15DP | 15DK {50P 19DS 21ES | 16ES 19ES 22ES 23ES | 136

116P 11CP | 10CK 11DS 15DK 15DS | 15DS 1SDK 12DP 21ES | 16ES 19ES 22ES 23ES | 135 Weiaht:
11CK 11CK | 10CK 110P 15DS 15DP | 15DP 14DS 1905 21DS | 16DS 18ES 22ES 23E5 | 134 eignt.

1165 1108 | 10CK 11CK 150P 14DS | 14DK 14DP 18DP 21DS |15DS 18ES 21ES 236S | 138 | 2.4 pounds
11CP 11CP 10CK 11CS 14DK 14DP 14DS 14DK 18D5 20DS 15DS 18ES 21ES 22ES | 132
f1BK 11CK | 10CK 11CP 14CS 14DS | 14DP 14DS 18DP 20DS | 15DS 18DS 21ES 22ES | 131

11BS  11GS | 9CK 11CK 14CP 14DP | 14CK 14DP 18DK '20DS | 15DS. 18DS 21ES 22ES- | 130 Fumble
11BP 10CP | 9CS 11C5 14CK 14DS | 14CS 14DK 18DS 20DS | 15DS 17DS 21ES 2265 | 120 Rande:
11BK 10CK | SCP 10GP 14CS 13DP | 14CP 14DS 17DP 20DS | 14DS 17DS 20ES 21ES | 128 ge.
10BS 10CS | 9CK 10CK 13CP 13DS | 14CK 14DP 17DK 19DS | 14DS 17DS 20ES 21ES | 127 01-02 UM

10BP 10CP 9BS' 10CS 13CK 13DP 14CS. 13DK 1708 19DS 14DK 71708 20EK 21ES | 126
10BK. 10BK 9BP 10CP 13CS5 13DS 14CP 13D5 17DP 1805 14DS 17DS5° 20ES 21ES | 125
10B5. 10BS BBK 10CK 13CP 13CP 13CK 13DF 17DK 19DS | 14DP 16DS. 20EK 20ES | 124 Hange

10BP. 10BP 9BS 10C5 13CK 12CK 13CS 13CK 17D5 18DS 130K 16DS 1SES 20DS | 123 (OB Mud):

10AK 98K | 9BP 10CP 13CS 12CS | 13CP 13CS 1{5DP 18DS | 13DS 16DS ‘9DK 20DS | 122 Syt
10AS 8BS | BBK 9CK 12CP 12CP | 13CK 13CP 16CK 18DS | 13DP 16DS :9DS 20DS | 121 1-10" (-30)
QAP 9BP BBS 9CS 12CK 12CK 13CS 13CK 18CS 18DS 13CK 16DS 'SDK 19D5 120
gaK OBK | BBP 9BP 12CS 12CS | 13CP 13CS 16CP 1BDS | 13CS 15DS '9DS 19DS | 119
9AS 985 EBK 9BK 12CP 12CP 13CK 12CFP 16CK 17DK 13CP 15DP ‘9DK 13D3 18
9AP  9BP | 8BS 9BS 12CK 1{1CK | 13CS 12CK 15CS 17CS | 12CK 15DS 8DS 19DS | 117
gAK  9BK BBP 9BP 12CS 11CS 12CP 12GS 15CP 17CP 12CS 150FP (8DP 190S 116
9AS 8BS | B8BK 9BK 11BP 11CP | 12CK 12CP 1{5CK 17CK | 12CP 15CS t@DK 18DS | 115
AP  BBF BBS 8BS 11BK 11CK 12BS 12CK 15CS 16CS 12CK 14CP ‘BDS 18DP | 114
BAK  BAK BAP 8BP 11BS 11CS 12BP 12CS 15CP 1BCP 12C5 14CK 18DP 18DS | 113
8AS BAS | BAK 8BK 11BP 10CP | 12BK 12CP 15CK 16CK | 11CP 14CS 170K 18DP | 112
8AP  8AP | 7AS 8BS 11BK 10CK | 128S 12CK I5CS 16CS | 11CK 14CP 17DS 17DS | 111
84K 8AK | 7AP 8BP 10BS 10CS | 12BP 11CS 14CP 16CP | 11CS 14CK 17DP 17DP | 110
8AS | 7AK 8BK 10BP 10CP | 12BK 1iCP 14CK 15CK [ 11CP 13CS 7DK 17DS | 109
7AP | 7AS 8BS 10BK 10CK | 11BS 11CK 14CS 15GS | 11CK 13CP 17DS 170P | 108
7AK | 7AP. 7BP 10BS 9BS | 11BP 11CS 14CP 15CP | 10CS 13CK 16DP 16DS | 107
7AS | 7AK 7BK 10BP 9BP | 11BK 11CP 13CK 15CK | 10BP 13CS 16DK 16DP | 106°
TAP TAS TAS 10BK  9BK 11BS 11BK 1388 14CS 10BK 13CE. 16DS 16CS 105
TAK TAP . TAP  9BS! 98BS 11BP' 11BS 13BP 14BP 10BS 12CK 16DF 16CP | 104
TAS TAK. TAK SBP 9BP 11BK 11BP 13BK 14BK 10BP. 12BS 16CK 15CS 103
7AP | BAS T7AS 8AK 9BK | 11BS 10BK 1{3BS 14BS | 10BK 12BP 16CS 15CP | 102
GAK | BAP 7AP SAS 8BS | 11BP 108S 138P 14BP | 8BS 12BK 15CP 15CK | 101
GAS BAK 7AK S9AF BBP 11BK 10BP 12BK 13BK 98P 12BS 15CK 15CS | 100

6AS SAK 8BK f0BS 10BK 12BS 13BS 9BK 11BP 15CS 15CP | 99
6AP BAS 8BS | 10AP 10BS 12BP 13BP 9AS 11BK 15CP 14CK | 98
6AK 8AP BBP 10AK 10BP 12BK 13BK 9AP 11BS 15CK 14CS | 97
EAS  BAK TBK 10AS 10BK 12BS 12BS BAK 11BP 1405 14CP 96
6AP B8AS 7BS 10AP 10BS 11BP 12BP BAS 11BK 14CP 14BK | 95
BAP 7BP IDAK  SBP 11BK 12BK BAP 10BS 14CK 13BS | 94
7AK  7BK 10AS 9BK 11B8S 128S BAK 10AP 14C5 13BP | 93
7AS T7AS IDAP  9BS 11BP 12BP BAS 10AK '4CP 13BK | 92
7AP  7AP 9AK 9BP 11BK 11BK BAP 10AS ‘3CK 13BS | 91
TAK  BAK 9AS 9AK 11BS 11BS 7TAK 10AP 13CS 128BP | 90
13BP  12BK | 89
13BK 12BS | 88
1388 12AF | 87
13BP 11AK | 86
12BK 11AS | 85
84
a3
82
81
80
79
78
7
76

SAK BAK 9AS 10AS 12BS 11AP
5AS BAS 9AP 10AP 12BP  11AK
SAP BAP  9AK 9AK 12BK 11AS
5AK BAK 9AS 9AS 12BS 10AP
4AS 8AS  9AP  9AP 11BP  10AK
9AK  9AK 11BK 10
8AS  8AS 11AS 10
BAP  8AP 11AP
8AK  8AK T1AK
8AS  8AS 10AS 75
8AP 10AP 74
TAK 10AK 73
TAS 10AS 72
7AP 7
TAK 1DAK 70
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8.41 20 19 18 17 16 15

ARMORED FIST

; 2AK  2AK 5CK. BEK 2CK 2CK SEK 2EK  2EK S5EK 5EK 4EK 4EK T7EK 9EK 4EK 7EK BEK
ATTACK 2 58K 5DK 2BK  2CK SEK 20K 2EK SEK SEK 4EK 4EK T7EK 9EK 4EK 7EK  BEK
2 SCK 2AK  2BK 50K 2CK 2DK 5DK  SEK 4EK 4EK T7EK 9EK 4EK 7EK BEK

TABLE SAK. ok | Ak Bk

5AK 4CK | 2AK 2BK S5CK | 2CK 2CK 5SDK 5DK | 4DK 4DK. 7DK 9EK | 4DK 7EK BEK
Weapon Type: | 14 5BK | 2AK 24K ECK | 2CK 2CK S5CK 5DK | 4DK 4DK 7DK 9EK | 4DK 7EK BEK
ype: | 141 56K 2AK 50K | 26K 2CK 5CK 5DK | 4CK 4DK. 70K 9DK | 4DK 7DK 8EK
One-handed | 143 5BK 2AK SCK | 2BK 2CK SCK SDK | 4CK 4DK 7DK 9DK | 4DK 7DK BEK
Concussion 142 58K 28K 5CK | 2BK 2CK S5CK 5DK | 4CK 4DK 7DK 9DK | 4CK 7DK  8EK
141 SAK 2AK 5CK 2BK 2CK 5CK S5CK 4CK  4CK 7CK 8DK 4CK.  7DK BEK

140 5AK 2AK 5BK 2BK 2BK SCK SCK 4CK 4CK 7CK BDK 4CK 7DK BEK

Length . 139 SAK 5BK 2BK 2BK S5CK S5CK 4CK 4CK 7CK BDK 4CK BCK 7DK

* 138 SAK 5BK 2AK 2BK 5CK SCK 4CK 4CK 6CK 8CK 4CK BCK 7DK

- 137 5AK 5BK | 2AK 2BK 58K 5CK | 4CK 4CK 6CK BCK | 4CK 6CK 7DK

136 5AK 5BK 2AK 2BK 5BK S5CK 4BK 4CK 6CK BCK 4CK BCK 7DK

w i ht 135 5AK 5BK 2AK 2BK SBK 4CK 4BK 4CK 6CK BCK 4BK BCK 7DK
eignt: 134 4AK 2AK 2BK 4BK 4CK 4BK 4CK 6CK 8CK 4BK BCK 7DK

=, 133 4AK | 2AK 2AK 4BK 4CK | 4BK 4CK 6CK 7CK | 4BK 6CK 70K

132 4AK 2AK 2AK 4BK 4CK 4BK 4BK 6BK 7CK 4BK 6BK 7CK

;M 4AK 2AK 2AK 4BK 4BK 4BK 4BK 6BK 7CK 3BK B6BK TCK

Fumble 130 4AK | 2AK 2AK 4BK 4BK | 4BK 4BK 6BK 7CK 3BK  BBK TCK
Range: 129 4AK 2AK 4AK 4BK | 4BK 4BK 6BK 7BK | 3AK 5BK 6CK
ge: 128 4AK 2AK 4AK 4BK | 4AK 3BK 6BK 7BK | 3AK S5BK 6CK
01-01 UM 127 4AK 28K 4AK 4BK | 3AK 3BK 6BK 7BK | 3AK 5BK BCK
126 SAK 2AK  4AK 4BK | 3AK 3BK SBK 7BK | 3AK 5AK  BCK

125 4AK 2AK  4AK 4BK 3BK 5BK 7BK 3AK S5AK BCK

Range 124 4AK  4BK 3AK 3AK S5BK 6BK 3AK  5AK  BCK
(OB MOd): 123 dAK  4BK 3AK 3AK 5BK BBK 3AK  5AK  BCK
122 4AK 4BK | B3AK 3AK 5AK BBK | BAK 5AK BBK

— 121 4AK  3AK | 8AK 3AK S5AK 6BK | 3AK 5AK  BBK

JAK 3AK  SAK  GBK 4AK  SBK
3AK 3AK  S5AK  BAK 4AK  SBK
3AK 3AK  5AK  BAK 4AK  SBK
3JAK 3AK  S5AK  SAK 4AK  SBK
3AK 3AK  4AK  S5AK 4AK  5BK
3AK 3  4AK S5AK S5BK
3AK 4AK  5AK 5BK
3AK 4AK  5AK SAK
3AK 4AK  5AK SAK
3JAK SAK 5AK
BAK 4AK

5AK 4AK

A4AK 4AK

4AK 4AK

4AK 4AK

4AK

4AK

4AK

4AK

4AK
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20 19 18 17 | 16 15 14 13 | 12 11 10 9 8 7 6 8 4 & B F
150 BDK 10EK 12EK 14EK 15EK: 15EK 18EK 18EK 13EK 15EK  19EK 19EK 13EK 13EK  18EK 21EK {4EK  17EK 20EK 22EK
149 8CK 10DK 12EK 14EK 1SEK. 15EK 18EK 18EK 13EK 15EK 19EK 19EK 13EK 13EK 1BEK 21EK 14EK. 17EK 20EK 22EK
148 8CK 10CK 12DK 14EK 150K 150K 18EK 18EK 13EK 15EK: 19EK 19EK 13EK 13EK 18EK 21EK 14EK  17EK  20EK 22EK.
147 BCK 10CK 12DK 14EK 150K 15DK 18DK 1BEK 13EK 15EK  19EK 19EK 13EK. 13EK 1BEK  21EK 14EK 17EK 20EK 22EK
146 BCK 10CK 12DK 14EK 150K 150K 18DK 18EK 13EK 15EK 19EK 189EK 13EK 13EK 18EK 21EK 14EK. 17EK 20EK 22EK
145 BBK 10CK 12CK 14DK 150K 15DK 18DK 17EK 13DK 15EK 18EK 18EK 13EK 13EK 18EK 20EK 14EK 17EK  20EK 21EK | 145
144 8BK 10CK 12CK 14DK 15CK 15DK 17DK 17DK 130K 14EK 1BEK 1BEK 13EK 13EK 17EK 20EK 13EK. 1BEK 1S9EK 21EK | 144
143 BBK 10BK 12CK 13DK 14CK. 14CK. 17DK 17DK 130K 14DK {BDK 18EK 13DK  13EK 17EK Z20EK 13EK 16EK 189EK Z21EK | 143
142 BBK 10BK 12CK 123DK T4CK 14CK 17CK  17DK 12DK  14DK 18DK  18EK 13DK. 13EK 17EK  20EK 13EK 1BEK 19EK 21EK | 142
141 ~BBK 10BK 11CK 13DK: 14CK 14CK 17CK  17DK 120K 14DK. 17DK  17EK 130K 13DK 17EK 19EK 13EK 16EK 19EK 20EK | 141
140 BBK 10BK 11CK 13DK 14CK 14CK 17CK 16DK 12CK 14DK  17DK 17DK 12DK 120K 17EK 19EK 13DK 16EK 19EK 20EK | 140
139 BAK 10BK 11CK 13DK 14CK 14CK 16CK 16DK 12CK 13DK 17DK 17DK 120K 120K 170K 19EK 13DK 15EK 19EK 20EK | 139
138 BAK  9BK 11BK 13CK 14BK 14CK 16CK 16DK 12CK 13DK 170K 170K 120K 120K 16DK 19EK 12DK 15EK 18EK 20EK | 138
137 BAK  9BK 11BK 13CK 14BK 13CK 18CK 18DK 12CK 13DK 170K 16DK 120K 120K 16DK 19DK 12DK 15DK 1BEK 20EK | 137
136 BAK  SAK 11BK 12CK 13BK 13BK 18CK 16DK 12CK 13DK 18DK 16DK 12CK 120K 16DK 18DK 120K 15DK 18EK 19EK | 136
135 8AK  9AK 11BK 12CK 13BK 13BK 18CK 15CK 11CK 13CK 16DK 16DK 12CK 120K 16DK 18DK 120K 15DK 18EK 19EK | 135
134 TAK  9AK 11BK 12CK 13BK 13BK 15CK 15CK 11CK 13CK  16CK 16DK 12CK 120K 16DK 18DK 12DK  15DK 18EK 19EK | 134
133 TAK  OAK 10BK 12CK 13BK 13BK 15CK 15CK 11CK 12CK 16CK 15DK 12CK 120K 16DK 18DK 120K 14DK 18EK 19EK | 133
132 TAK  OAK 10BK 12CK 13BK 13BK 15CK 15CK 11CK 12CK 15CK 15DK 12CK 120K 15DK  17DK 11DK 14DK 7EK 1BEK | 132
131 TAK 9AK 10BK 12CK 13AK 13BK 15BK 15CK 11CK 12CK 15CK 15DK 12CK 110K 15DK 17DK 11CK 14DK {7EK 18DK | 131
130 TAK  2AK {0BK 12BK 13AK 12BK 15BK 14CK 110K 12CK 15CK 150K 11CK 11DK 15DK 17DK 11CK  14DK 17EK 18DK | 130
129 7 GAK 10AK 11BK 12AK 12BK 14BK 14CK 11BK 12CK 15CK 15DK 11CK 11CK 15DK 17DK 11CK  14DK - 17DK  18DK | 129
128 7 9AK 10AK 11BK 12AK. 12BK 14BK 14CK 10BK 11CK 15CK 14CK 11CK  11CK 15CK 17DK 11CK 13DK I7DK 17DK | 128
127 7 BAK 10AK 11BK 12AK 12AK 14BK 14CK 10BK 11CK. 14CK 14CK 11CK  11CK . 14CK  16DK 11CK. 13CK  17DK 17DK | 127
126 7 BAK 10AK 11BK 12AK 12AK 14BK 13CK 10BK 11CK 14CK 14CK 11CK 11CK 14CK 16DK 10CK 13CK 18DK 170K | 126
125 7 BAK 10AK 11BK 12AK. 12AK  14BK  13CK 10BK 11CK 14CK 14CK 11CK 11CK 14CK 16DK 10CK  13CK 16DK 17DK | 125
124 of: 8 9AK 11BK 12AK 11AK 13BK 13BK 10BK 11CK 14CK 13CK 11BK 11CK 14CK 1BDK 10CK 13CK 16DK 17DK | 124
123 7 8 9AK. 11BK 11AK 11AK 13BK 13BK 10BK 11BK 13CK 13CK 11BK 11CK 14CK 15CK 10CK 13CK 16DK 16DK | 123
122 T 8 9AK 10BK 11AK 11AK 13AK  13BK 10BK  10BK. 13CK 13CK 11BK 10CK 14CK 15CK 108K 12CK (6DK 16DK | 122
121 7 B  9AK 10BK 11AK 11AK 13AK  12BK 98K 10BK 13CK 13CK 10BK, 10CK 13CK 15CK 10BK. 12CK 160K 18DK | 121
120 7 8 SAK 10AK 11AK 11AK 13AK 12BK 9BK 10BK 13BK 12CK 10BK 10CK 13CK 15CK 9BK 12CK |5DK 16DK | 120
118 i1 8 9AK 10DAK 11 11AK 12AK 12BK 9BK 10BK 13BK 12CK 10BK 10CK 13CK 15CK 9BK 12BK 15DK 15CK | 119
118 & 8 9AK 10AK 11 10AK 12AK 12BK 9BK 10BK 12BK 12CK 10BK 10CK 13CK 14CK 9BK 12BK |5DK 15CK | 118
117 B 8 9AK 10AK 11 10AK 12AK 12BK SAK  9BK 12BK 12CK 10BK 10CK 13CK 14CK 9BK 11BK 15DK 15CK | 117
116 6 7 BAK 10AK 10 10AK 12AK 11BK GAK  9BK 12BK 11CK 10BK 10CK 13BK 14CK S9AK 11BK [(5DK 15CK | 116
115 G 7  BAK 9AK 10 10AK 12AK 11BK SAK 9BK 12BK 11CK 10BK 10BK 12BK 14CK 9AK 11BK 15CK 15CK | 115
114 [ 4 8 9AK 10 10 11AK 11BK BAK SBK 11BK 11CK 10BK 10BK 12BK 13CK 8AK 11BK 14CK 14CK | 114
13 <] 7 &  0AK 10 10 1MAK 11AK BAK  9BK 11BK 11CK 10BK  9BK 12BK 13BK B8AK 11BK 14CK 14CK | 113
12 G 7 B DAK 10 10 11AK 11AK B8AK  8BK 11BK 10BK 10AK  SBK 12BK 13BK S8AK 11AK 14CK 14BK | 112
1 B 7 B OAK 10 g 11AK 10AK BAK 8BK 11BK 10BK SAK 9BK 12BK 13BK BAK 10AK 14CK 14BK | 111
110 B 7 § 9AK 10 9 {1AK 10AK BAK BAK 11BK 10BK SAK  8BK 12BK 13BK BAK 10AK 14CK 13BK | 110
109 6 7 8 9AK g g 10 104K BAK BAK 10BK 10BK SAK  9BK 11BK 12BK B 10AK 13CK 13BK | 108
108 B i 8 BAK 9 g 10 10AK BAK  8AK 10BK 10BK 9AK 9BK 11BK. 12BK 7 10AK 13CK 13BK | 108
107 6 7 7 BAK 2] a 10 SAK TAK  BAK 10AK 9BK OAK  9BK 11BK 12BK 7 10AK. 13CK 13BK | 107
106 & 7 7 BAK g 9 10 BAK TAK  TAK 10AK  9BK 9AK 9BK 11BK 12BK 7 BAK 13CK 12AK | 106
105 6 ] 7 BAK g9 8 10 9AK TAK  TAK  9AK  9BK 9AK 9BK 11BK 11BK 7  9AK 13BK 12AK | 105
104 5 ] 7 B 9 8 4  gAK 7 TAK SAK  9BK SAK 9BK 10BK 11BK 7 9 43BK 12AK | 104
103 5 3] T 8 9 8 a9 gAK 7 TAK SAK. BBK SAK  BAK 10BK 11iBK s 9 12BK 124K | 103
102 5 6 s fi 8 8 9 BAK ToOTAK g9AK  8BK BAK  BAK 10AK 11BK (] g 12BK 12AK | 102
101 5 6 7 7 8 8 9  BAK T BAK  9AK  BBK BAK  BAK 10AK 11BK 6 9 12BK 11AK | 101
100 5 L] 7 7 8 8 9 BAK 7 GAK  BAK BBK BAK  BAK 10AK 10BK & 8 12BK 11AK | 100
93 5 L] 6 7 8 8 8 ;| 6 6 BAK 7BK 8 BAK 10AK 10BK & 8 12BK 11 99
a8 5 6 & 7 8 7 a8 8 3] & BAK 7BK 8 BAK DAK 10AK [} 8 12Bk 11 98
a7 5 6 [ 7 8 7 8 7 & 6 BAK 7AK 8 BAK DAK 10AK 6 8 11BK 0 a7
95 5 6 & 7 7 7 8 7 3] 6 TAK 7aK 8 BAK 5AK SAK 5 8 1AK i 96
85 5 6 i} 6 7 [ 8 T 1 5 TJAK BAK 8 TFAK DAK BAK 2 7 11AK 10 95
94 5 5 6 B T T 7 7 ] 5 7 BAK 8 7 OBAK  9AK 5 7 O11AK 10 24
93 5 5 G 6 7 7 7 7 6 5 7 BAK 8 7 9AK 9AK 5 7 11AK 10 93
82 5 5 (51 B 7 ] 7 6 5 5 7 BAK 7 7 BAK BAK 5 7 11AK 9 92
1] 5 5 5 B b [ 7 ] 5 5 6 BAK 7 7 BAK BAK 5 7 10AK 9 a1
20 5 5 5 B 7 6 7 B 5 4 6 S5AK 7 7  BAK. BAK 4 7 10AK a9 90
89 4 5 5y 6 6 6 6 6 5 4 6 5AK T T 8, B8AK 4 6 10 9| B8
BB 4 5 5 5 B 6 & B 5 4 6 HAK 7 7 B 8AK 4 31 10 8 BB
B7 4 5 5 5 B B i} 5 5 4 5 HAK 7 7 8. TAK 4 1 10 8 87
86 4 5 5 5 6 5 & 5 5 4 5 4AK i (51 7 TAK 4 B 10 B 86
BS 4 5 5 5 & 5 G .5 4 4 5 4AK 7 B 7. TAK 4 -] 9 8| 85
B4 4 5 5 5 -] 5 5 5 4 3 ] 4 7 B 7 7 3 Q 9 0| 84
B3 4 4 i} D (5} 5 ] 4 4 < 5 4 7 8 T i 3 4} g (1] 83
B2 4 4 4 5 5 £} o 4 4 3 4 3 1 6 7 6 3 (4] 9 0 82
B1 4 4 4 4 5 5 5 4 4 3 4 3 L} B B 6 3 Q ] 0 81
80 4 4 4 4 5 5 5 4 4 3 4 3 6 B 6 ] 3 4] g9 1] 80
79 4 4 4 4 5 4 4 4 4 2 4 k] -] B B [} i) Q 8 1] 79
78 4 4 4 4 5 4 4 3 3 2 3 2 6 6 G 5 0 Q a 0| 78
77 4 4 4 4 5 4 4 a 3 2 3 2 6 § [ 5 a 0 a ol 7
76 4 4 4 4 5 4 4 3 3 2 3 2 [:] § B 5 0 Q 8 o 76
75 4 4 4 4 4 4 4 3 3 2 3 2 6 5 5 5 o 0 8 0| 78
74 3 4 a 3 4 4 3 3 3 a 3 0 6 5 5 & a Q o 1] 74
73 3 4 3 3 4 3 3 2 e 0 2 Q 5 5 5 L ] 4] v} 0 73
72 3 3 3 3 4 3 a 2 3 o 2 0 5 =] 5 4 0 Q o 0 T2
71 3 3 3 3 4 3 3 2 2 Y] 2 0 5 5 5 4 1] 4] ¢] ol n
70 3 3 | 3 4 3 3 2 2 a 2 0 5 5 5 4 0 Q 0 o 70
69 3 3 3 3 3 3 2 2 2 4] 0 0 5 5 4 Q 0 0 4] 0| 69
68 3 3 3 3 3 3 2 1 2 0 0 4] 5 4 4 0 0 0 0 0| 68
67 3 3 3 2 3 3 2 1 2 V] 0 0 = 4 4 (4] 0 4] 4] (1] 67
66 3 3 3 2 3 2 2 1 2 (¥} (1} Q 5 4 4 4] (1] i} 0] (1] 66
B5 3 a 2 2 3 2 2 1 2 0 0 (4] 5 4 4 4] 1] Q 0 (i} 65
B4 i 3 2 2 =t 2 1 a 2 ] (1} 0 5 4 0 Q (i} (4] +] 0 64
63 3 3 2 2 3 2 1 (4] (o} 0 1] [4] 5 4 0 Q 0 Q g 1] 63
B2 a e 2 2 3 e 1 (4] (1] 0 0 (4] 4 4 1] Q (1] [+ V] (1] 62
&1 3 2 2 2 2 2 1 0 Q 0 0 (] 4 4 0 Q 0 0 Y] 0 61
60 3 2 2 1 2 1 1 o a ] o 4] 4 4 (1] Q o 4] o i} 60
59 2 2 2 1 2 1 i} o 0 0 a 0 4 0 1] 4] 1] Q 4] 0 58
58 2 2 ) 1 2 ] 0 ) Q o 1} Q 4 0 (1] aQ Q 4] 4] 0 58
57 2 2 1 1 2 1 0 0 Q ] 0 Q 4 0 1] Q 1] Q o 0 57
56 2 2 1 1 2 1 0 0 ] 0 0 4] 4 0 0 4] 0 4] 0 1] 56
55 2 2 i 1 i 1 0 0 0 o 1] Q 4 0 1] 0 0 0 0 0 55
54 2 2 1 0 1 (1} 0 (W] Q V] 0 0 ] 0 (1} 4] 0 4] 0 i} 54
53 2 2 1 0 i 1] 0 V] [} 0 0 Q 0 1] (1] Q 1] 4] o i} 53
52 2 2 1 o 1 1} o ] Q 0 1} 4] 1] o (1] 0 0 o o o 52
51 2 2 1 0 1 0 1} 0 Q 0 1] Q 1] 1] 0 0 0 0 0 Q 51
50 2 1 1 0 1 (1] o] 0 0 v} 1] 4] 0 (0] (4 0 1] 0 0 0| 50
49 2 1 0 o (4] 0 a o o] 0 0 Q 0 0 0 0 0 (4] o 0| 49
48 2 1 (4] (1] 0 0 4] v} Q 0 (1} Q 0 0 0 Q 0 0 D 0 48
a7 2 1 (4] 4] 0 0 1] ] (] ] (1] Q 0 0] 0 0 0 0 1] ] 47
46 2 1 (4] (1] (4} (1] 1] (4] a 0 0 (1] 0 0 o (i} a 0 0] a 46
45 2 1 Q 4] a (1] 0 V] Q +] 4] 0 a 0 (1] 0 0 a o 0 45
44 1 1 (4] 0 1] (1] 0 v} Q L] 0 Q 0 o] 0 0 Q 4] 1] ] 44
40-43 1 1 (4] (4] o [1] 0 0 (s} 0 1} Q i 0 0 0 0 (4] 0 0 140-43
30-39 1 0 Q V] o 0 a o Q 0 0 0 0 1] 0 0 (1] (4] 1] 0 |30-39
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Weapon Type:
One-Handed
Concussion

Length:
3-5 feet

Weight:
3-7 pounds

Fumble
Range:
01-04 UM

Range
(OB Mod):
110" (-40)




8.4.3
WAR HAMMER

ATTACK
TABLE

Weapon Type:
One-Handed
Concussion

Length:
1.5-4 feet

Weight:
4-7 pounds

Fumble
Range:
01-04 UM

Range
(OB Mod):
1-10' (-20)
A 11'-25' (—40)

26'-50' (-60)

19 18 17 15 14 12 11 10 8 7 6 3 2 1
14EK 16EK 1BEK 19EK 22EK 18EK 20EK 24EK 24EK 17EK. 17EK 22EK 25EK 18EK 21EK 24EK 26EK
14EP 1GEP 18EP 19EP 22EP 18EP 20EP 24EP. 24EP 17EP. 17EP 22EP 25EP 1BEP 21EP 24EP 26EP
14EK 1BEK 1BEK 19EK 22EK 18EK 20EK 24EK 24EK 17EK 17EK 22EK 25EK 1BEK 21EK 24EK 26EK
14EP 16EP 18EP 1SEP ' 22EP. 1BEP. 20EP 24EP 24EP 17EP 17EP 22EP 25EP 1BEP. 21EP 24EP 26EP

. 14EK 1BEK 18EK 19EK  22EK 18EK 20EK 23EK 23EK 17EK 17EK 22EK 24EK 1BEK 21EK 24EK 25EK
145 | 12EP. 14EP |6EP- 18EP 19EP 21EP 18EP. 19EP 23EP 23EP 17EP 17EP ‘21EP 24EP 17EP. 20EP 23EP 25EP
144 | 12EK 14EK 18EK 17EK 18EK '21EK 17EK 19EK 2BEK 23EK 17EK 17EK Z21EK 24EK 17EK 20EK 23EK 25EK
143 | 12DP 14DP 15EP 17EP 18EP 21EP 17EP 19EP 23EP. 23EP 17EP. 16EP 21EP 24EP 17EP 20EP 23EP 24EP
142 | 12DK 14DK 15EK 17EK 18EK 21EK 17EK 19EK 22EK 22EK 16EK 16EK 21EK 23EK 17EK 20EK 23EK 24EK
141 | 12DP 12DP 150P 17EP 18EP ' 21EP 17DP. 19EP '22EP. 22EP 16EP. {GEP "21EP 23EP 16EP 19EP 22EP 24EP
140 | 12DK 130K 150K 17EK 18EK 20EK 17DK 1BEK 22EK 22EK 160K 16EK 20EK 23EK 16EK 19EK 22EK 24EK
139 | 11DP 13DP 15DP 17EP 18DP 20DP 17DP 18EP 22EP 22EP 16DP 16EP 20EP 23EP 16EP 19EP 22EP 23EP
138 | 11DK 13DK 15DK 16DK 170K 200K 16DK 18DK 21DK Z21EK 16DK 16EK 20EK 22EK 16EK 19EK 22EK 23EK
137 | 11CP  13CP 15DP 16DP 17DP 20DP 16DP 18DF R1EP 21EP 16DP 16DP 20EP 22EP 16EP 1BEP 22EP 23EP
136 | 11CK 13CK 14DK 16DK 170K 18DK 16DK 17DK 210K 21EK 16DK 15DK 20EK 22EK 15EK 1BEK 21EK 22EK
135 | 11CP 13CP 14DP 16DP 17DP 180P 16DP 17DF 210P 20EP 15DP 15DP 19DP 22EP 15DP 1BEP 21EP 22EP
134 | 11CK 13CK 14DK 16DK 170K 180K 160K 170K 200K 20DK 15DK 150K 190K 21EK 16DK 17EK 21EK 22EK
133 | 11CP 12CP 14DP 15DP 160P 19DP 15DP 17DF 20DP 20DP 15DP 15DP 18DP 21EP 15DP 17EP 21EP 22EP
132 | 11CK 12CK 14CK 15DK 16DK 18DK 15CK 17Dk 200K 20DK 15DK 15DK 190K 21DK 14DK 17DK 20EK 21EK
131 | 11CP 12CP 14CP 15DP 160P 18DP 15CP 16DP 20DFP 19DP 15DP 150P 19DP 21DP 14DP 17DP 20EP 21EP
130 | 11CK 12CK 13CK 15DK 16DK 18DK 15CK 160K 190K 190K 1SCK 150K 18DK 200K 14DK 17DK 20EK 21EK
129 | 10BP 12CP 13CP 15DP 160P 18DP 15CP 16DP 18DP 190P 15CP. 14DP 1BDP 20DP 14DP. 16DP 20EP 20EP
128 | 10BK 12BK 13CK 150K 160K 18DK 15CK 160K 190K 19DK 14CK 14DK 18DK 200K 14DK 16DK 20EK 20EK
127 | 10BF 12BP 13CP 14DP 15CP 17CP 14CP- 15DP 19DP 18DP 14DP 14CP 18DP 200DP 13DP 16DP 19EP 20EP
126 | 10BK 12BK 13CK 14DK 15CK 17CK 14CK 15CK 1BDK 18DK 14CK 14DK 170K 190K 130K 16DK 19EK 20EK
125 | 10BP. 118P 13CP 14CP 15CP 17CP 14CP. 15CP 18DP 1BDP 14CP  14DP 170DP 190P 13DP° 15DP 19EP 19DP
124 | 10AK 118K 13CK 14CK 15CK 17CK 14CK 15CK 1BCK 18DK 14CK 14DK 17DK 190K 130K 15DK 19EK 19DK
123 | 10AP 11BP 12CP 14CP 15CP 17CP 14CP. 15CP 1BCP 17DP 14CP  14DP 17DP 19DP 12DP. 150P 18DP 19DP
122 | 10AK 11BK 12CK 14CK 14CK 18CK 14CK 14CK 17CK 17DK 14CK  13DK 17DK  18DK 12CK 15DK 18DK 18DK
121 | 10AP {1AP 12BP 13CP 14CP 16CP 13CP 14CP 17CP 17DP {3CP  13DP 16DP 18DP 12CP 14DP 1BDP ' 18DP
120 | 10AK 11AK 12BK 13CK 14CK 16CK 13CK 14CK 17CK 16DK 13CK 13CK 16DK 18DK 12CK 14DK 18DK 180K
118 | 10AP 11AP 12BP 13CP 14CP 16CP 13CP 14CP 1\7CP 16DP 13CP 13CP 16CP 18DFP 12CP 14DP 18DP 180P
118 | 9AK 11AK 12BK 13CK 14CK  16CK 13BK 13CK 16CK 18DK 13CK 13CK 16CK 17DK 11CK 14CK 17DK 170K
117 | 9AP 11AP 12BP 13CP 14CP  15CP 138P 13CP 18CP 16CP 13CP 13CP 16CP 17DP 11CP 13CP 17DP 170P
116 | 9AK 10AK 11BK 12CK 13CK 15CK 128K 13CK 18CK 15CK 13CK 13CK 15CK 17DK 11CK 13CK 17DK 17DK
115 | 9AS 10AP 11BP 12CP 13BP 15CP 12BP 13CP 18CP 15CP 13CP 12CP 15CP 17DP 11CP 13CP 17DP 16DP
114 9 10AK 11BK 12CK 18BK  15CK 12BK 13CK 15CK 15CK 13BK 12CK 15CK 160K 10CK 13CK 16DK 16DK
113 9 10AP 11BP 12BP 13BP 14CP 12BP 12CP 15CP 15CP 128P 12CP 1S5CP 16CP 10CP 13CP 16DP 16DP
112 9 10AK 11AK 12BK 13BK 14CK 12BK 12BK 15CK 14CK 12BK 12CK 15CK 16CK 10CK 12CK 16DK 16DK
11 S 10AP 11AP 12BP 13BF 14CP 12BP 12BP 15CP 14CP 128P 12CP 14CP 16CP 108F 12CP 16DP 15DP
110 9 10AK 10AK 11BK 12BK 14BK 11BK 12BK 14CK 14CK 12BK 12CK 14CK 15CK 9BK 12CK 16DK 150K
108 9 10 10AP 11BP 12BP 14BP 11BP. 11BP 14CP 14CP 12BP 12CP 14CP 15CP SBP- 128P 150P 15DP
108 8 9 10AK 11BK 12BK 13BK 11BK 11BK 14CK. 13CK 12BK. 11CK 14CK 15CK 98K 11BK 150K 14CK
107 8 9 10AP 11BP 12BP 13BP 11BP 11BP 14BP 13CP 128F  11CP 14CP 14CP 98P 11BP 150P 14CP
106 8 9 10AK 11BK 12AK 13BK 11BK. 11BK 13BK 13CK 11BK 11CK 13CK 14CK 9BK 11BK 150K 14CK
105 8 9 10AP 10BP 11AP 13BP 11AP. 11BP 13BP 12CP 11BP:. 11GP 13CP 14CP 8AP 11BP 14CP 14CP
104 8 9 10AK 10AK 11AK  12BK 10AK 10BK 13BK 12CK 118K 11CK 13BK 14CK BAK 10BK 14CK 13CK
103 8 9 '9AP 10AP 11AP "12BP 10AP 10BP 13BP 12CP 11BP  11BP 13BP 13CP BAP 10BP 14CP 13CP
102 8 9 SAK 10AK 11AK  12BK 10AK 10BK 12BK 12CK 118K 10BK 128K 13CK BAK 10AK 14CK 13CK
101 8 9 SAP 10AP 11AP  12AP 10AP 10BP 12BP 11CP 11BP 10BP 12BP 13BP 7AP  10AP 14CP 12CP
100 8 9 9AK 10AK 11AK  12AK 10AK  8BK 12BK 11CK 11BK 10BK 12BK 13BK 7AK SAK 13CK 12BK
89 8 8 g 0OAP 11 10AP 11AP 9AP 9AP 12BP 11BP 10AP 10BP 128P 12BP 7 SAP 13CP 12BP
68 8 8 9 9AK 11 10AK 11AK 9AK  9AK 11BK 11BK 10AK  10BK 12BK 12BK 7 9AK 13CK 12BK
97 7 8 8 OAP 10 10AP  11AP OAP  9AP 11BP 10BP 10AP 10BP 11BP 12BP 7 SAP 13CP 11BP
96 7 8 8 9AK 10 10AK  11AK GAK  9AK 118K 10BK 10AK 10BK 11BK 12BK 6 BAK 12CK 11BK
95 7 8 8 OAP 10 10AS 11AP 9AS  BAP 11BP 10BP 10AP  8BP 11BP 11BP 6 8AS 12CP 11BP
94 ¥ 8 8 9AK 10 9 10AK 9 BAK 10AK 10BK 10AK 98K 11BK 11BK 6 8 12BK 10AK
93 7 8 8 BAP 10 9 10AP B BAP 10AP 9BP I0AP 9BP 11BP 11BP 6 8 12BP 10AP
a2 7 ¥ 8 BAK 10 9 10AK 8 BAK 10AK 9BK 9AK 98K 10BK 11BK 5 7 12BK 10AK
9 7 7 8 BAP 9 9 10AP 8 7AP 10AP 9BP 9AP 9BP 10BP 10BP 5 7 11BP 10AP
80 7 7 7 8AK 9 9 9AK B T7AK 9AK 8BK 9AK 9BK 10BK 10BK 5 7 11BK 9AK
89 7 i 7 8 9 9 9 8 7 9AP 8BP 9AP 9AP 10BP 10BP 5 7 11BP 9
88 T i 2 T 8 8 B 8 7 BAK 8BK 9AK. BAK 10AK 10BK 5 6 11BK 9
87 6 0 i 7 8 8 9 7 7 SAP 8BP 9AP BAP SAP 9BP 4 6 10BP 8
86 6 7 7 7 9 8 9 7 6 BAK 7BK 9AK. BAK SAK 9BK 4 6 10AK 8
85 6 7 7 % 8 8 8 7 & 8AS 7BP BAS BAP 9AP 9BP 4 & 10AP B
B4 6 1 7 T 8 ;] 8 "4 ] 8 7AK B BAK B9AK 9AK 4 0 10AK 0
83 6 6 6 o 8 7 8 f 6 8 7AP 8 BAP 9AP BAP 3 0 10AP ()
B2 ] 8 6 6 B 7 a8 6 5 7 BAK 8 BAK BAK BAK 3 0 9AK 0
81 6 6 () 6 8 7 7 6 5 7 6AP 8 T7AP BAP BAP 3 0 9AP 0
80 6 6 € 6 8 7 7 6 5 7 BAK 8 TAK BAK BAK 3 0 9AK 0
79 6 8 6 6 7 7 7 6 6 5 7 BAP a 7 BAP TAP 0 0 9 0
78 6 6 8 8 7 7 7 6 6 5 6 S5AK 8 7 TAK  TAK 0 0 B 0
77 6 6 5 5 7 6 7 ] 6 4 6 5AP T 7 TAP TAP 0 0 8 0
76 5 6 5 5 7 6 & 6 5 4 6 SAK 7 7 7AK  TAK 0 0 B 0
75 5 5 5 5 [4 6 & L] 5 4 6 4AS 7 7 7AS GAP 0 0 B 0
74 5 5 5 5 6 6 € 5 5 4 5 4 7 6 7 BAK 0 0 0 0
73 5 5 5 5 B 6 6 5 5 3 5 4 7 6 6 BAP 0 0 0 0
72 5 5 5 5 6 6 6 5 5 3 5 4 7 6 8 BAK 0 0 0 0
7 S 5 5 4 6 5 5 4 5 3 5 3 ¥ 6 6 5AP 0 0 0 0
70 5 5 4 4 6 5 i 4 4 3 4 3 ] 6 & B5AK 0 0 0 0
69 5 5 4 4 6 5 5 4 4 3 4 3 6 ] 6 5 0 0 0 0
68 5 5 4 4 5 5 5 4 4 2 4 3 B 8 5 5 0 0 0 0
67 5 4 4 4 5 5 4 3 4 2 4 2 6 5 5 4 0 0 ] 0
66 4 4 4 4 5 4 4 3 4 2 3 2 -] 5 5 4 0 ) 0 0
B85 4 4 4 3 5 4 4 3 3 2 3 2 B 5 5 4 0 ) 0 0
64 4 4 4 3 5 4 4 3 3 0 3 0 6 5 5 0 0 0 0 0
B3 4 4 3 3 5 4 4 3 3 0 3 0 5 5 4 0 0 0 0 0
62 4 4 3 3 4 4 3 2 3 0 2 0 5 5 4 0 0 0 0 0
61 4 4 3 3 4 4 3 2 3 0 2 0 5 5 4 0 0 0 ] 0
60 4 4 3 2 q 3 3 £ 3 0 2 0 5 4 4 0 0 0 ] 0
58 4 4 3 2 4 3 3 * 3 0 0 0 5 A 0 0 [ 0 0 0
58 4 3 3 2 4 3 2 1 2 0 0 0 5 4 0 [¢] o] 0 0 0
57 4 3 2 2 4 3 2 1 2 0 0 0 5 4 0 0 0 0 ] 0
56 4 3 2 2 2 3 2 1 3 0 0 0 4 4 0 0 0 0 0 ]
55 3 3 2 2 3 2 2 1 2 0 0 0 4 4 0 0 o a 0 0
54 3 3 2 1 3 2 2 0 0 0 0 0 ] 0 0 0 0 [t} (1] 0
53 3 3 2 1 3 2 1 0 0 0 0 0 4 0 0 0 1] 0 0 0
52 3 3 2 1 3 2 ! 0 0 0 0 0 4 0 0 0 0 0 0 0
51 3 3 2 1 3 2 1 0 0 0 0 0 4 0 0 0 0 0 0 0
50 3 2 1 1 2 2 1 1] 0 0 0 0 4 0 "] 0 0 ] 0 0
49 3 2 1 0 2 1 0 (¢] 0 0 0 0 0 0 0 0 o 0 0 0
48 3 2 1 0 2 1 0 0 0 0 i) 0 0 0 0 0 0 0 0 0
46-47 3 2 1 0 2 1 0 0 0 0 0 0 0 0 1] 0 a 1] 0 0
45 2 2 1 0 -3 1 0 0 0 0 0 1] 0 0 0 0 1] 0 0 0
43-44 2 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
40-42 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
35-39 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
25-34 1 o 0 0 0 a 0 0 0 1] 0 0 0 0 0 0 0 0 0 0
6 3 2 0
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20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3
150 | 12EK 14EK 16EK 1BEK | 19EK 19EK 22EK 22EK | 14EK 16EK 20EK 20EK | 15EK 15EK 20EK 23EK | 15EK 1BEK
149 | 12EK 14EK 16EK 18EK | 19EK 19EK 22EK 22EK | 14EK 16EK 20EK 20EK | 15EK  15EK 20EK 23EK | 15EK 18EK
148 | 12EK 14EK 16EK 1BEK | 19EK 19EK 22EK 22EK | 14EK 16EK 20EK 20EK | 15EK 15EK 20EK 23EK | 15EK 18EK
147 | 12EK 14EK 16EK 1BEK | 19EK 19EK 22EK 22EK | 14EK 16EK 20EK 20EK | 15EK 15EK 20EK 23EK | 1S5EK 1BEK
146 | 12EK 14EK 16EK 18EK | 19EK 19EK 22EK 22EK | 14EK 16EK 20EK 20EK | 15EK 15EK 20EK 23EK | 15EK 1BEK
145 | 120K 14DK 16EK 1BEK | {9EK 19EK 21EK 21EK | 14EK 1BEK 19EK 19EK | 1SEK 1{5EK 20EK 226K | 15EK 17EK 21EK 226K | 145 | ywaanon Type:
144 | 12DK 14DK 16EK 17EK | 19EK 18EK 21EK 21EK | 14EK 15EK 19EK 19EK | 15EK 15EK 19EK 22EK | 14EK 17EK 20EK 22EK | 144 pon lype:
143 | 120K 14DK 15DK 17EK | 18EK 18EK 21EK 21EK | 13DK 15EK 19EK 19EK | 15EK f{5EK 19EK 22EK | 14EK 17EK 20EK 22EK | 143 | One-handed
142 | 12DK 14DK 15DK 17EK | 1BEK 18EK 21EK 21EK | 13DK 15EK 19EK 19EK | 14DK 14EK 19EK 22EK | 14EK 17EK 20EK 21EK | 142 Concussion
141 | 120K 13DK 150K 1{7EK | 1BDK 18DK 21DK 21EK | 13DK 150K 19DK 1BEK | 14DK 14EK 19EK 21EK | 14EK 17EK 20EK 21EK | 141
140 | 12CK 13CK 15DK 17EK | 18DK 18DK 20DK 20EK | 13DK 15DK 18DK 1BEK | 14DK 14DK 19EK 21EK | 14EK 16EK 20EK 21EK | 140
139 | 1ICK 13CK 15DK 17DK | 1BDK 18DK 20DK 20EK | 13DK 14DK 18DK 1BEK | 14DK 14DK 1BEK 21EK | 13DK 16EK 19EK 21EK | 133 Length:
138 | 11CK 13CK 15DK 16DK | 18DK 17DK 20DK 20EK | 13DK 14DK 18DK 1BEK | 14DK 14DK 18DK 21EK | 13DK 16EK 19EK 20EK | 138 ¢
137 | 11CK 13CK 150K 16DK | 17DK 17DK 20DK 20DK | 13DK 14DK 18DK 17EK | 14DK 14DK 180K 20EK | 13DK 16EK 19EK 20EK | 137 2-3 feet
136 | 11CK 13CK 14DK 16DK | 17DK 17DK 200K 19DK | 13DK 14DK 17DK 17DK | 14DK 14DK 18DK 20DK | 13DK 16DK 19EK 20EK | 136
135 | 11CK 13CK 14CK 16DK | 17DK 17DK 19DK 19DK | 13CK 14DK 170K 17DK | 14DK 14DK 180K 20DK | 130K 15DK 19EK 20EK | 135 Weight:
138 | 118K 13CK 14CK 16DK | 170K 17DK 19DK 190K | 12CK 14DK 17DK 170K | 13CK 13DK 17DK 200K | 120K 15DK 18EK 19EK | 134 eight:
133 | 1IBK 13BK 14CK 16DK | 17DK 17DK 19DK 18DK | 12CK 13DK 170K 170K | 13CK 130K 170K 190K | 12DK 150K 18EK 19EK | 133 3.5-8 pOUI‘IdS
132 | 11BK 12BK 14CK 150K | 17DK 16DK 19DK 18DK | 12CK 13DK 170K 180K | 13CK 13DK 170K 19DK | 12DK 15DK 18EK 19EK | 132
131 | 1BK 128K 14CK 15DK | 16CK 16DK 19DK 180K | 12CK 130K 16DK 160K | 13CK. 13DK 17DK 190K | 120K 15DK 18EK 19EK | 131
130 | 11BK 12BK 14CK 15DK | 16CK 16CK 18CK 18DK | 12CK 13CK 16DK 16DK | 13CK 13DK 17DK 18DK | 12DK. 14DK 18EK 18DK | 130 Fumble
120 | 11AK 12BK 13CK 15DK | 16CK 16CK 18CK 18DK | 11CK 13CK 160K 16DK | 13CK 13DK 1BOK 18DK | 11CK. 14DK 17EK 18DK | 128 Range:
128 | 10AK 12BK 13CK 15DK | 16CK 16CK 18CK 18DK | 11CK 12CK 18CK 15DK | 13CK 13DK 16DK 18DK | 11CK 14DK 17DK 18DK | 128 ge:
127 | 10AK 12BK 13CK 15CK | 16CK 16CK 18CK 17DK | 11CK. 12CK 15CK 15DK | 13CK 12CK 16DK 18DK [ 11CK 14DK 17DK 18DK | 127 01-02 UM
126 | 10AK 128K 13BK 14CK | 16CK {5CK 18CK 17DK | 11CK 12CK 15CK 1SDK | 12CK 12CK 16DK 18DK | 11CK 14DK 17DK 17DK | 126
125 | 10AK 12AK 13BK 14CK | 15CK 15CK 17CK 17DK | 11CK 12CK 15CK 150K | 12CK 120K 16CK 17DK | 11CK 13CK 17DK 17DK | 125
124 | 10AK 11AK 13BK 14CK | 15CK 15CK 17CK 17DK' | 11CK 12CK 15CK 14DK' | 12CK 12CK 15CK 17DK | 11CK 13CK 17DK 170K | 124 Range
123 | 10AK 11AK 13BK 14CK | 15CK 15CK 17CK 17DK | 11CK 11CK 15CK 14DK. | 12CK 12CK 15CK 17DK | 10CK. 13CK 16DK 17DK | 123 (OB Mod):
122 | 10AK 11AK 12BK 14CK | 15BK 15CK 17CK 16CK | 10CK 11CK 14CK 14DK | 12CK 12CK 15CK 17DK |-10GK 13CK 16DK 16DK | 122 it 3
121 | 10AK 11AK 12BK 14CK | 15BK 15CK 16CK 16CK | 10BK 11CK 14CK 14DK | 12CK 12CK 15CK 1B6CK | 10CK 13CK 160K 16DK | 121 1-10" (-35)
120 | 10AK 11AK 12BK 13CK | 15BK 14BK 16CK 16CK | 10BK 11CK 14CK 13CK | 12CK 12CK 15CK 16CK | 10CK 12CK 16DK 16DK | 120
119 10 11AK 12BK 13CK | 14BK 14BK 16CK 16CK | 10BK 11CK 14CK 13CK | 12BK 11CK 14CK 16CK | 10CK 12CK 16DK 16DK | 119
118 10 11AK 12BK 13CK | 14BK 14BK 16CK 16CK | 10BK 11CK 13CK 13CK | 11BK 11CK 14CK 16CK | 9CK 12CK 15DK 150K | 118
17 9 11AK 12AK 13CK | 14BK 14BK 18CK 15CK | 10BK 710CK 13CK 13CK | 11BK 11CK 14CK 15CK | 9BK 12CK 15DK 15CK | 117
116 9 1MAK 124K 19BK | 14BK 14BK 15CK 15CK | 10BK 10BK 13CK 13CK | 11BK 11CK 14CK 15CK | 9BK 11CK 15DK 15CK | 116
15 9 10AK 11AK 13BK | 14AK 14BK 15BK 15CK 9BK 10BK 13CK 12CK | 11BK 11CK 14CK 15CK | 9BK 11CK 15DK 15CK | 115
114 9 10 11AK 12BK | 14AK 13BK 15BK 15CK 9BK 10BK 13CK 12CK | 11BK 11CK 13CK 15CK | 98K 11BK 15DK 14CK | 114
113 9 10 1AK 128K | 13AK 13BK 15BK 14CK | 6BK 10BK 12CK 12CK | 11BK 11CK 13CK 14CK | BBK 11BK 14CK 14CK | 113
112 9 10 1AK 12BK | 13AK 13BK 15BK 14CK 9BK 9BK 12CK 12CK | 11BK 10CK 13CK 14CK | B8BK 11BK 14CK 14CK | 112
M 9 10 11AK 12BK | 13AK 13AK 14BK 14CK 9BK 9BK 12BK 11CK | 11BK 10BK 13CK 14CK | 8BK 10BK 14CK 14CK | 111
110 9 10 11AK 12BK | 13AK 13AK 14BK 14CK | 9BK 98K 12BK 11CK | 10BK 10BK 13BK 14CK | 8BK 10BK 14CK 13CK | 110
109 9 10 11AK 12BK | 13AK 12AK 14BK 14CK | 9BK 9BK 11BK 11CK | 10BK 10BK 128K 13BK | BAK 10BK 14CK 13CK | 109
108 9 10 10AK 11BK | 13AK 12AK 14BK 13BK 8BK 98K 11BK 11CK | 10BK 10BK 12BK 13BK 7AK 10BK 13CK 13CK | 108
107 9 10 10AK 11AK | 12AK 12AK 14BK 13BK BAK 98K T11BK 10CK | 10BK 10BK 12BK 13BK 7AK 10BK 13CK 13BK | 107
106 8 S 10AK 11AK | 12AK 12AK 13AK 13BK BAK 8BK 11BK 10CK | 10BK 10BK 12BK 13BK | 7AK 9BK 13CK 128K | 106
105 8 9 10AK 11AK | 12AK 12AK 13AK 13BK 8AK 8BK 11BK 10CK | 10BK 10BK 12BK 12BK 7AK  9AK 13CK 12BK | 105
104 8 9 10 11AK 12 12AK 13AK 12BK 8AK 8BK 10BK 10CK | 10AK 9BK 1{I1BK 12BK TAK  9AK 13CK 12BK | 104
103 8 g 10 11AK 12 11AK 13AK 12BK BAK 8BK 10BK 9CK | 10AK 9BK 11BK 12BK 7AK 9AK 12CK 12BK | 103
102 8 g 10 10AK 12 11AK 13AK 12BK BAK 8AK 10BK 9BK | 9AK 9BK 11BK 12BK | BAK S9AK 12CK 11BK | 102
101 8 9 9 10AK 11 T1IAK 12AK 12BK 7AK  7AK 10BK 9BK | ©AK 9BK T11BK 11BK | 6AK BAK 12CK 11BK | 101
100 8 9 9 10AK 11 11AK 12AK 12BK TAK 7AK 9BK 9BK | 9AK 9BK 11BK 11BK | BAK BAK 12BK 11BK | 100
99 8 g 9 10AK 11 11 12AK 11BK 7AK 7AK 9BK 9BK | 9AK SBK 10BK 11BK & BAK 12BK 11AK | 99
98 8 8 9 10AK 11 11 12AK 11BK 7AK 7AK 9BK 8BK | SAK 9BK 10BK 11BK & BAK 12BK 10AK | 98
97 8 8 9 9AK 1110 11AK 11AK 7AK 7AK 9AK 88K 9AK 9AK 10BK 10BK 5 BAK 11BK 10AK | 97
96 = i 9 GAK 1110 11AK  11AK 7AK BAK 9AK 8BK 9AK BAK 108K 10BK 5 T7AK 11BK 10AK | 96
95 7 8 3 BAK 10 10 11AK 11AK 7AK  BAK BAK  8BK 9AK B8AK 10BK 10BK 5 T7AK 11BK 10AK | 95
94 7 8 8 9 10 10 11 10AK 6 BAK B8AK 7BK BAK BAK 9AK 10BK 5 7 11BK  9AK | 94
93 7 8 8 9 16 10 11 10AK & BAK BAK T7BK 8AK BAK 9AK 9BK 5 7 11BK  9AK | 93
92 7 8 8 9 1010 10 10AK 6 BAK BAK 7BK BAK  8AK 9AK 9AK 4 7 10BK 9AK | 82
91 7 8 8 8 10 9 10 10AK 6 BAK TAK 7BK 8AK  BAK 9AK 9AK 4 6 10BK 9AK | 81
90 7 8 8 8 10 g 10 9AK 6 SAK JAK 6BK BAK BAK 9AK DAK 4 & 10BK BAK | 90
89 7 7 8 8 10 9 10 9AK 6 5 7AK 8BK 8 7AK BAK BAK 4 6 10AK 8 | 89
88 7 7 8 8 9 9 10 9AK 6 5 7AK BBK 8 T7AK BAK BAK 4 6 10AK 8 | 88
87 7 7 7 8 9 9 3 9AK 5 5 7AK 6BK 8 T7AK BAK BAK 3 0 9AK 0| 87
86 7 7 7 8 il 9 3 9AK 5 5 BAK 5AK 7 7AK BAK B8AK 3 0 9AK 0| 8
85 7 7 7 7 9 8 8  BAK 5 4 BAK 5AK 7 TAK BAK T7AK 3 0 9AK 0| 85
B4 6 7 7 7 3 8 E] 8 5 + 6 5AK 7 7 TAK T7AK 3 0 9AK 0| 84
83 6 7 g 7 9 8 9 8 5 4 6 SAK 7 7 7TAK  TAK 3 0 9AK 0| 83
82 6 7 7 7 8 8 8 8 5 4 5 5AK 7 7 7AK  T7AK 0 0 BAK 0| 82
81 3 7 7 7 3 1 8 7 5 4 5 4AK 7 6 T7AK GAK 0 0 BAK 0| 81
80 6 6 6 7 8 8 8 7 4 4 5 4AK 7 6 TAK BAK 0 0 BAK 0| 80
79 6 6 6 6 8 7 ] 7 4 3 5 4AK 7 6 6  BAK 0 0 8 0|79
78 6 6 & 6 8 7 8 7 4 3 5 4AK 6 & 6  BAK 0 0 8 0| 78
77 6 6 6 6 8 7 7 7 4 3 4 8AK 6 6 6 5AK 0 0 0 0|77
76 6 6 6 6 7 7 7 6 4 3 4 3AK 6 [ 6 BAK 0 0 0 0|7
75 6 6 6 6 ! 7 7 6 a 3 4 3AK 6 6 & 5AK 0 0 0 0|75
74 5 6 6 8 ? 5 7 6§ 4 2 4 3 6 5 5 5 0 0 0 0| 74
73 5 6 5 5 7 6 7 6 3 2 3 2 6 5 5 4 0 0 0 0| 7
72 5 5 5 5 ? 6 6 6 3 2 3 2 6 5 5 4 0 0 0 0| 72
7 5 5 5 5 7 & 6 5 3 2 3 2 & 5 5 4 0 0 0 0 | 71
70 5 5 5 5 6 6 6 5 3 2 3 2 5 5 5 4 0 0 0 0| 70
69 5 5 5 5 5 6 6 5 3 0 3 0 5 5 4 0 0 0 0 0| 69
68 5 5 5 5 6 5 5 5 3 0 2 0 5 5 4 0 0 0 a 0| 68
67 5 5 5 4 6 5 5 4 3 0 2 0 5 5 4 0 0 0 0 0| 67
66 £ 5 4 4 8 5 5 4 2 0 2 0 5 4 4 0 0 0 0 0| €6
65 6 5 1 4 6 5 5 4 2 0 2 0 5 4 4 0 0 0 0 0| 68
64 5 5 4 4 5 5 5 4 2 0 0 0 5 4 0 0 0 0 0 0| 64
63 5 4 4 4 5 5 4 4 2 0 0 0 5 4 0 0 0 0 0 0| 63
62 4 4 4 4 5 4 4 ! 2 0 0 0 4 a 0 0 0 0 0 0| 62
61 4 i 4 3 5 4 4 3 2 0 0 0 4 4 0 0 0 0 0 0| 61
60 4 4 4 3 5 K 4 3 2 0 0 0 4 4 0 0 0 0 0 o | 80
59 4 4 3 3 5 4 4 3 0 0 0 0 4 0 0 0 0 0 0 0| 58
58 4 4 3 3 H 4 3 2 0 0 0 0 4 0 0 0 0 0 0 0| 58
57 3 4 3 3 4 4 3 2 0 0 0 0 4 0 0 0 0 0 0 0| s7
56 4 4 3 3 4 3 3 2 0 o 0 0 4 0 0 0 0 0 0 0| s6
55 4 4 3 2 4 3 3 2 0 0 0 0 4 0 0 0 0 0 0 0| 55
54 4 3 3 2 4 3 3 2 0 0 0 0 0 0 0 0 o 0 0 0| 54
53 4 3 3 2 3 3 2 1 0 0 0 0 0 0 0 0 0 0 0 0| 53 \
52 4 3 2 2 3 3 2 1 0 0 0 0 0 0 0 0 0 0 0 0| 52
51 3 3 2 2 3 3 2 1 0 0 0 0 0 0 0 0 0 0 0 0 | 51
50 3 3 2 2 3 2 2 1 0 0 0 0 0 0 0 0 0 0 0 0| 50
49 3 3 2 1 3 2 2 0 0 0 0 0 0 0 0 0 0 0 0 0| 49
48 3 3 2 1 3 2 1 0 0 0 0 0 0 0 0 0 ] 0 0 0| 48
47 3 3 2 1 3 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0| 47
45-46 3 2 2 1 2 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 |45-46
40-44 3 2 1 0 2 1 0 0 0 0 0 0 o 0 0 0 0 0 0 0 |40-44
35.39 2 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 |35-39
30-34 2 1 0 0 b 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 |30-34
18-29 1 0 0 0 0 0 0 0 0 9 0 0 o 0 (] 0 0 0 0 0 |18-29
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 m




8.4.5

20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1

15EK 17EK 19EK 21EK 22EK 22EK 25EK 25EK | 21EK 23EK 27EK 27EK | 25EK 25EK. 30EK 33EK | 2VK 30EK. 83EK 35EK
ATTACK 149 | 15EK 47EK 19EK: 21EK | 22EK 22EK 25EK 25EK | 21EK 23EK 27EK 27EK | 25EK Z5EK 30EK 336K | 27EK 30EK 33EK 35K
TﬂB LE 148 | 15EK 1{17EK 18EK 21EK 22EK: 22EK  25EK. 25EK 21EK. 23EK 27EK 27EK 25EK  25EK  30EK 33EK 27EK - 30EK 33EK 35EK
147 | 15EK 17EK 19EK  21EK 22EK  22EK 25EK  25EK 21EK  23EK 27EK 27EK 25EK  25EK 30EK 33EK 27EK  30EK 233EK 84EK
146 | 15EK 17EK 19EK  21EK 22EK  22EK 25EK  25EK 21EK  23EK 26EK 26EK 20EK BREK 29EK 32EK 26EK  PO0EK 32EK  34EK

wea on T e: 145 | 15DK 17DK 19EK 21EK 22EK  Z22EK 24EK 24EK 21EK 22EK 26EK 26EK 24EK. 24EK 29EK 32EK 26EK ' 20EK  32EK 34EK
p yp * | 144 | 15DK 17DK 18EK 20EK 21EK. 21EK 24EK 24EK 20EK 22EK 26EK 28EK | 24EK  24EK 29EK  32EK 26EK 20EK 32EK 33EK
One—handed 143 | 15DK. 17DK 18DK  20EK 21EK  21EK '24EK  24EK 20EK 22EK 26EK 25EK | 24EK. 24EK 29EK 31EK 25EK 28EK 31EK 33EK
CO”CUSSiOﬂ 142 | 15DP 16DK 18DK . 20EK 210K 21DK 24EK  24EK: 20EK  2Z2El 25EK ESEK 24EK  2AEK  Z28EK  31EK 25EK  28EK 31EK 33EK
141 | 14DK 16DP 18DK 20EK | 21DK 21DK 23DK 23EK | 20EK 21EK 25EK 25EK | 24EK 24EK 28EK 31EK | 25EK 28EK 31EK 326K

140 | 14CP 16CK 1BDK 20EK 210K 21DK 23DK  23EK 20EK 21EK 25EK 25EK 23EK  23EK 2BEK 3JEK 24EK  27EK 30EK 32EK

MORNING STAR

Length . 139 | 14CK 16CP 180P 189DK 20DP 20DK 230K 23EK 190K 21EK 25EK 24EK 23EK  Z23EK 27EK 3)EK 24EK  27EK 30EK 31EK
138 | 14CP |16CK 17DK 19DK 20DK 20DP 23DK 23EK 19DK  21EK 24EK 24EK 23EK 23EK 27EK 30EK 24EP 27EK 30EK 31EK

2.5-4 feet 137 | 14CK 16CF 17DP 190F 20DP 20DK 22DF 22DK 18DP 20EK 24DK 24EK 23DK  23EK 27EK 23EK 23EK  26EP 30EK 31EK
136 | 14CF 16CK 17DK 19DK 20DK 20DP 22DK 22DK 190K 20DP 24DK 23EK 23DP 22EK 2VEK 23EK 23EP 26EK 29EK 30EP

Weight: 135 | 14CK 15CP 17CP 19DP 20DP 20DK 22DF 220P 190P 20DK 23DK 23EK 220K 22DP 2BEK 23EK 23EK  2G6EP 29EK 30EK
elght: 134 | 14CP 15CK 17CK 18DK 190K 19DF 22DK 220K 18DK 20DP 230K 23EK 22DP 2ZDK 26EP 23EK 23EF  256EK 29EFP 30EP

4-8 pounds 133 | 14CK 15CP 17CP 18DP 19DP 18DK 210P 21DP 180DF 19DK 23DP 23EP 220K 22DP 26EK 23EP 22EK  25EP 28EK 29EK
132 | 13BF 15BK 16CK 18DK 190K 18DF 21DK 21DK 180K 19DF 23DK 220K 22DP 220K 25DF 23EK 22EF 25EK  2BEP 29EP
131 | 13BK 15BP 16CP 18DP 18CP 19DK 21DP 21DP 18DP 19DK 220P 22DP 220K 21DP 25DK  27EP 22DK 24EP 2BEK 2B8EK

Fumble 130 | 13BP 15BK 16CK 1BDK | 19CK® 19CP 21DK 21DK | 18DK 19DP 22DK 220K | 21DP 21DK 25DP 27EK | 21DP ' 24EK 27EP. 28EP
Ranage: 129 | 12BK 15BP {6CP. 17DP | 19CP 18CK 21CP 20DP | 17DP 18DK 22DP 21DP' | 21DK 21DP 25DK 27DP | 21DK' 24DP 27EK 2BEK

ge: 128 | 13BP 14BK 16CK 17DK | 18CK 1BCP 20CK 20DK | 17CK 18DP 230K 21DK | 21DP 21DK 24DP 25DK | 21DP 23DK 27EP 27ER
01-08 UM 127 | 13BK 14BP 16CP 17CP | ‘18CP 18CK 20CP 20DP | 17CP 18DK 2iDP 21DP | 21DK 20DP 24DK 25DP | 20DK 23DP 27EK 27EK

126 | 13BP 14BK 15CK 170K 18CK 18CP. 20CK 20DK 170K 1BDP. 21DK 21DK 21DP  20DK - 24DF 26DK 20DP 23DK 26EF 27ER
125 | 12AK 14BP 15BP 17CP 18CP 18CK 20CP 19DP 17CP 17DK 21DP. 20DF 20CK 20DP 23DK 253DP 20DK - 22DP 26EK  26EK

Range 124 | 13AP. 14AK 15BK 1BCK 18CK 17CP. 18CK 19DK 16CK. 17DF " 20DK  20DK 20CP° 20Dk 23DP 25DK 19DP 22DK  26EP Z26EP
(OB MOd): 123 | 12AK 14AP 15BP 16CP 17CP 17CK 19GP 139DP 16CP  17DK  20DP 20DP 20CK  20DP 23DK- 25DP 19DK . 22DF° 25EK 26EK

122 | 12AP  14AK 15BK 16CK 17CK 17CP  18DK 190K 16CK. 17CP 200K 19DK 20CP 190K . 23DF 24DK 19DP 21DK  25EP 25EP
121 | 12AK 13AP 15BP  1G6CP 17CP 17CK 1SCP18CP 16GP  16CK  20CP._ 18DP 190K 19DP. 220K “24DP | 19DK 21D 25EK  25EK
120 | 12AF 13AK 14BK 16CK 17BK 17CP 1BCK 18CK 16CK 16CP  19CK 19DK 18CP 19DK 22DP 240K 18DP 21DK 24EP 24DP
17BP 16CK 1BCP 18CP 15CP 15CK 19CP 190P 19CK 19DP 22DK 23DP 18DK  20DP 240K 24DK
118 | 12AF 13AK 14BK 15CK 16BK 16BP 18CK 18CK 15CK. 16CFP 18CK 18DK 19CP 19DK 21DP 23DK 18DP 20DK 24DP 24DP
117 | 12AK 13AF 14BP 15CP 16BF 16BK 1BCP 17CP 15CP 16CK 18CP 18DP 19CK 18CP 21DK 23DP 170K 200P 240K 23DK
116 | 12AP 13AK 14BK 15CK 16BK. 16BP 17CK 17CK 15CK 15CP 18CK 138DK 18CP 18CK 21DP 220K 17CP 18DK 23DP 23DP
115 | 11AK 13AP 14AP 15BP 16BF 16BK 17CP 17CP 15CP 15CK 1BCP 17DP 18CK 1BCP 21DK 220P 17CK  180P 230K Z23DK
114 11 12AK 13AK  14BK 16BK 15BP 17CK 17CK 14CK 15CP 1BCK 17DK 18CP 1BCK 20CP 220K I6CP 19DK 23DF 22DP
113 11 12AP 13AP 14BP 15BF 158K 17CP 18CP 14CP 15CK 17CP 17CP 18CK 17CP 20CK 22DP 16CK 18DF 220K 220K
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112 11 12AK 13AK  14BK 15AK 15BP 17BK 16CK 14BK. 14CP 17CK 17CK 18CP 17CK 20CP 21DK 16CP 18CK 22DP 21DP
11 11 12AP 13AP 14BP 15AP 15BK 1B6BP 16CP 14BF 14CK 17CP 16CP 17CK 17CP 20CK 21DP 16CK 18CP 22DK 21DK
110 11 12AK 13AK 14BK 15AK “15BP 1BBK  16CK 14BK. 14CP 17CK 16CK 17CP 17CK  19CP 200K 15CP 17CK: 21DP 21DP
108 11 12 12AP" 13BP 16AP 14BK 16BP. 15CP 13BP. 14CK  18CP 16CP 17BK 17CP  18CK 20DP 15CK 17CR 210K 20DK
108 11 12 128K 13BK 15AK. 14AP 1B6BK 150K 13BK. 13CP 16CK 15CK 17BP  16CK  18CP  20CK 15CF 17CK 21DP 20DF
107 1 11 12AP 13BP 14AP 14AK 15BP 15CP 13BP 13CK 16CP 15CP 17BK 16CP 1BCK 13CP 14CK  1BCP  20DK 20DK
106 10 11 12AK  13BK 14AK 14AP  15BK - 15CK 13BK  13BP-16CK 15CK 16BR° 16CK. 1BCP 13CK 14CF 16CK 20DP 19DP
105 10 11 12AP 13BP 14AP  14AK  15BP  14BP 13BP  13BK - 15CP 15CP 16BK 16CP  18CK 19CP 14CK  16CP  20DK 19DK
104 10 11 12AK° 12AK 14AK 13AP 15BK 14BK 12BK. 12BP 15CK 14CK 168BF  15CK 18CP  ]3CK 13BP 15CK. 20DP 190P
103 10 A1 A1AP 12AP | 14AP  13AK 14BF 14BP 12BP. 12BK 15CP 14CP | 16BK 1SCF 17CK 13CP 13BK  15CP. 19DK 18DK
102 10 11 11AK: 12AK 134K 13AP 14BK  14BK 12BK  12BP. 14BK. 14CK 16BP  15CK 17CP 13CK 13BFP 15BK 18DP 18DP
101 10 11 AP 12AP 13AP  13AK “14AP  13BP 12BP° 12BK  14BP 13CP 15BK - 15CP 17CK 17CP 128K~ 14BP. 19DK 17DK
100 10 10 11AK  12AK 13AK  13AP  14AK 13BK 12BK  11BP 14BK 13CK 15BF 15CK 16CP 17CK 12BP 14BK 18DP 17CP
99 10 10 11 11AP 13 12AK 13AP 13BP 11AP 11BK 14BP 13CP 158K 14BP 16CK 17CP 12AK  14BF 18CK 17CK
98 10 10 11 114K 13 12AP 13AK 13BK 11AK  11BP 13BK 13CK 15BP 14BK 16BP 15CK 11AP  13BK 18CP 16CP
a7 9 10 10 11AP 12 12AK 13AP 12BP 11AP  11BK 13BP 12CP 14BK 14BP 16BK 15CP 11AK 13BP. 17CK 16CK
96 9 10 10 11AK 12 12AP 13AK 12BK 11AK 10BP 13BK 12CK 14AF  14BK 15BP 18CK 11AFP 13BK 17CP 16CP
95 2 10 10 11AP 12 12AK 13AP 12BP 11AP  10BK 13BP 12CP 14AK  14BP 15BK 15BP 11AK  12AP 17CK 15CK
94 8 10 10 10AK 12 11 12AK 12BK 10AK  10BP 12BK 11CK 14AP 13BK 15BP 15BK 10 128K 17CP 15CP
93 9 ] 10 10AP 12 11 12AP 11BP 10AP  10AK 12BP 11BP 14AK  13BP 14BK 15BP 10 12AF 16CK 14CK
92 g 9 10 10AK 11 11 12AK 11AK 10AK  9AP 12BK 11BK 13AF  13BK 14BP 14BK 10 11AK 16CP 14BP
91 9 9 9 10AF 11 11 12AFP 11AFP 10AP  9AK 12BF 11BP 13AK  13BP 14BK 14BP 9 11AP 16CK 14BK
80 2 g 8- 10AK 11 1M 11AK. T1AK 10AK" 9AF  11AK 10BK 13AP  12BK  14BP 14BK 9 11AK 15CP 13BP
‘89 g g 9 12} 11 10 11 10AR 9 9AK 11AP 10BP 13AK. 12BP  13BK 13BP 9 10 15CK 13BK
88 8 9 8 g 11 10 11 10AK 9 9AP 11AK 10BK 13AP - 12BK 13BP 13BK 8 10 15CP 13BP
87 8 g 9 g 11 10 11 10AP 9° BAK 10AP 9BP | 12AK 12AP 13BK 13BP 8 10 14BK 12AK
86 8 9 9 G 10 10 10 10AK 9° BAP. 10AK- ‘8BK 12AF  12AK 12BR 13BK 8 9 14BP 12AP
B85 8 8 8 9 10 10 10 9AP 9 BAK 10AP  9BP 124K 11AP 12BK 12BP T 9 14BK 12AK
84 8 8 -8 8 10 9 10 9AK 8 8 10AK 9BK 12 11AK 12AP 12BK 7 9 14BP 11
83 B 8 8 8 10 9 10 9AP 8 7 SAP 8BP 12 11AP 12AK 11BP F B 13BK 11
82 8 8 8 8 10 g 9 9AK 8 7 . 9AK  8BK 11 11AK 11AP 11BK i ‘8 13BP 10
81 8 8 8 8 9 9 9 BAP 8 7 QAR BBP 11 10AP  T1AK . 11AP L] B8 13BK 10
80 7 8 8 8 9 9 9  8AK 8 7 9AK  T7BK 11 10AK  11AP  10AK (-] 7 12BP 10
79 7 8 7 7 9 8 g B 7 6 8 TAP 11 10 11AK  1DAP & 7 128K 9
78 7 7 7 7 9 8 ) B 7 6 8 TAK ikl 10 10AP  1DAK 5 7 12AP 9
7 7 7 7 7 a 8 8 7 7 6 B TAP 10 10 10AK  3AP 5 6 11AK 9
76 7 7 7 7 8 8 B 7 7 6 7 BAK 10 9 10AP  3AK i B 11AP a
75 7 7 7 7 8 8 B 7 7 5 7 BAP 10 9 QAK 3AP 4 6 11AK a
74 7 7 6 6 8 7 8 7 6 5 7 BAK 10 9 9 BAK 4 ] 11 o]
73 7 7 & & 8 7 7 ] 6 5 7 5AP 10 ] 9 BAP 4 0 10 ]
T2 7 7 6 ] 8 7 7 6 6 5 6 5AK 9 9 9  BAK 3 0 10 a
71 6 6 6 ] 8 7 7 6 6 4 6 5HAP 9 8 8 TAP 3 0 10 a
70 B 6 6 & i 7 T 6 <] 4 6§ 5AK 9 8 8  TAK 3 o 9 a
69 6 6 6 5 ¥ 6 6 5 5 4 7] 4 9 8 8 T 0 a 9 Q
68 & B 5 5 7 6 6 & 5 4 5 4 8 8 7 & 1] 0 9 a
67 B 6 8, 5 7 6 & 3 9, 3 5 4. 8 7 7 B 0 0 8 (4]
66 [} & ot 5 7 6 8 5 S 3 5 <! 8 7 i 6 0 o 8 Q
65 {1 6 L3} 5 6 6 5 4 5 3 4 3 8 7 7 5 i} (1] 8 0
64 6 5 = 4 6 5 5 4. 4 3 4 3 L] 7 6 5 0 (1] 0 0
63 & 5 5 4 6 5 5 4 4 3 4 3 i i 6 5 0 0 0 0
62 6 5 4 4 6 ) 5 4 4 2 4 2 7 6 & 4 0 0 0 0
61 B B 4 4 6 H 5 3 4 2 3 2 T 6 6 4 0 0 0 (¢]
&0 5 5 4 4 5 5 4 3 4 2 3 2 7 L] il 4 a 0 0 a
59 5 5 4 3 (] 4 4 3 3 Q 3 a 7 6 5 0 Q (1] 0 Q
58 5 5 4 3 5 4 4 3 3 0 3 0 ;] b 5 t] 0 o 0 o
5T ] 4 4 3 S 4 4 2 3 0 2 0] [ 5 4 0 0 4] 0 4]
56 5 4 3 3 5 4 3 2 3 0 a 4] 6 5 4 [¢] 0 a 0 [t}
55 5 4 3 3 4 4 3 2 3 Q 2 0 6 5 4 1] a a 0 Q
54 5 4 3 2 4 3 3 2 2 4] 0 U] & 5 0 0 0 o 0 0
53 4 4 3 2 4 3 3 1 2 Q 0 a 5 4 (4] ¢] 0 [v] 0 ¢]
52 4 4 3 2 4 3 2 1 2 0 a (] 3 4 4] 0 0 0 0 (¢]
51 4 4 3 2 4 3 2 1 2 Q Q Q 5] 4 4] [4] 0 0 0 0
50 4 3 2 2 4 3 2 1 2 Q ) 0 5 4 (¢} (1] a 0 0 0
49 4 3 2 1 3 2 iy 0 0 Q. 0 a 5 0 0 0 0 0 0 Q.
48 4 3 2 1 3 2 1 0] Q 0 ] 0 4 0 0 0 i 0 0 0
a7 4 3 2 1 3 2 i (0] 0 0 (0] (t] 4 0 0 0 0 0 ¢} 0
45-45 4 3 2 1 3 2 1 i} 0 0 (0} 0 4 0 0 0 0 o a 0
40-44 3 2 1 0 2 1 o] o 0 0 a 0 0 0 0 0" a {1} 0 0
35-39 3 2 0 0 1 0 a 0 a 0 0 0 0 0 Q 0 (1] 0 ] a
28-34 2 1 0 0 0 0 a 0 0 a o 0 0 0 o 0 0 0 i} a
18-27 1 (¢] 0 t} 0 0 0] 0 0 0 0 0 0 0 (t] (¢} a 0 (1] 0
m 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
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C RK JCK 9DK 13DK 13EK | 10DK {0EK 15EK 18EK | 18EK 21EK 24EK 26EK | 144

33
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1IEK | 7Ex  S9EK 13EK 13EK | 10EK 10EK 156K 18EK | 19EK 22EK 2SEK 27EK WHIP
HEK | 7EK OEK 13EK 13EK | 10EK {0EK 15EK 18EK | 19EK 20EK 25EK 27EK ATTACK
fEK | 7EK 9EK 13EK 13EK | 10EK 10EK 15EK 1BEK | 19EK 22EK 25EK 27EK TABLE

110K 7DK 9EK 13EK 13EK | 10EK 10EK 1SEK 18EK | 19EK 22EK B25EK 27EK
110K 70K  SDK 13DK 13EK | 10EK 10EK 15K 18EK | 19EK 22EK 25EK 26EK | 145 WEEPOI'I Type'

11DK 7DK  9DK 13DK 13EK | 10EK 10EK 15EK 1BEK [ 19EK 22EK 25EK 27EK

11CK | 7CK DK 13DK 130K | 10DK 10DK 1SEK 17EK | 18EK 21EK 24eK 26K | 143 | One-Handed
11CK | 7CK 9CK 13DK 12DK | 10DK 10DK 150K 17EK | 18DK 21EK 24EK 26EK | 142 C e
11CK | 7CK 9CK 12DK 12DK | 10DK 10DK 14DK 17EK | 18DK 21EK 24EK 25EK | 141 oncussit

10CK | 7CK 39CK 12CK 120K | 10DK 100K 14DK 17DK | 18DK 21DK 24EK 256K | 140

10CK 7JCK SCK 12CK 120K 100K 10DK 14DK 170K 170K 200K 23EK 25EK 138 Leﬂgth'
10CK 7CK BCK 12CK 120K 10CK 100K 14DK 17DK 170K 200K 23EK 25EK 138 by
10CK 7CK BCK 12CK 120K 10CK 100K 14DK 180K 170K 20DK 23EK 24EK | 137 6-9 fEEi
100K | 7CK B8CK 12CK 120K | 10CK 9DK 14DK 16DK | 17DK 20DK 23EK 24DK | 136

10BK | 70K BCK 12CK 12CK | 9CK 9DK 14DK 16DK | 17CK 20DK 23EK 24DK | 135 Weight:
10BK | 7CK BCK 12CK 11CK | SCK 9CK 14DK 16DK | 17CK 19DK 22DK 24DK | 134 eight:

iOBK | 78K 8CK 11CK 11CK | 9CK 9CK 13CK 16DK | 16CK 1SDK 22DK 240K | 133 |  2-5 pounds
10BK 6BK B8CK 11CK 11CK SCK 9CK 13CK 160K 16CK 19CK 22DK 23DK | 132
10BK | 6BK 8CK 11CK 11CK | 8CK 9CK 13CK 1SDK | 16CK 13CK 22DK 23DK | 131

9BK 68K "BCK 11CK 11CK SCK 9CK 13CK 15DK | 16CK 18CK 22DK 23DK | 130 Fumble
9BK EBK BBK 11CK 11CK 9CK 9CK 13CK 15CK 16CK 18CK 22DK 23DK | 129 Ran e:
98K | 6BK B8BK 11CK 11CK | OCK 9CK 13CK 15CK | 15CK 18CK 21DK 22DK | 128 ge:

9BK | 6BK 8BK 11CK 11CK | SCK 8CK 13CK 15CK | 15CK 18CK 21DK 22CK | 127 01-06 UM
9AK | 68K 7BK 11BK 10CK | 8CK 9CK 13CK 15CK | 15CK 18CK 21DK 22CK | 126
QAK GBK. 7BK 11BK 10CK 9CK 9CK 12CK- 45CK 15CK 18CK 21DK 22CK | 125
QAK 6BK 7BK 10BK 10CK BBK 9CK 12CK  14CK 15BK 17CK 21DK 21CK | 124 Hange

9AK BBK: 7BK 10BK 10CK 9BK 9CK 12CK 14CK 14BK 17CK 20CK 21CK | 123 (OB Mod]:

9AK GAK 7BK 10BK 10CK 9BK BCK' 12CK 14CK 14BK 17CK 20CK 21CK | 122
B8AK 6AK 7BK 10BK 10CK 8BK 8CK 12CK 14CK 14BK 17BK 20CK 21CK | 121
BAK BAK 7BK 10BK 108K 8BK 8CK 12CK 14CK 14BK 17BK 20CK 21CK | 120
BAK 6AK 7BK 10BK 108K 8BK BCK 12CK 14CK 14BK 16BK 20CK 20CK | 119
8AK BAK  7AK 10BK 9BK 8BK 8BK 12BK 13CK 14BK 16BK 18CK 20CK | 118
BAK GAK TAK 10BK 9BK BBK BBK 11BK 13CK 138K 16BK 18CK 20CK | 117
BAK BAK 7AK 9BK 9BK 88K 8BK 11BK 13CK 138K 16BK 19CK 208K | 116
BAK BAK  7AK 9BK 9BK 88K 8BK 11BK 13BK 13AK 16BK 19CK 198K | 115
SAK BAK 8BK SBK BBK 8BK 118K 13BK 13AK 15BK 19CK 198K | 114
SAK 6AK SAK 9BK BBK 8BK 118K 13BK 13AK 15BK 18CK 198K | 113

BAK BAK FAK 7AK 10BK 11BK 11 13AK 17BK 17AK | 103
BAK 7AK TAK  7AK 10AK 11BK 11 13AK 16BK 16AK | 102
BAK  7AK TAK  TAK 9AK 11BK 10 13AK 16BK 16AK | 101
8AK TAK TAK JAK 9AK 11BK 10 13AK 16BK 16AK | 100
TAK TJAK 7AK 9AK 10BK 10 12AK 16BK 16AK
TAK 7AK  7AK  9AK 10AK 10 12 16AK 15AK
TAK 7AK  TAK  9AK 10AK 10 12 16AK 15AK
TAK TAK  TAK  QAK 10AK 12 15AK 15AK
TAK TAK  TAK  SAK 10AK 12 15AK 15AK

BAK BAK  9AK 10AK 11 15AK 14AK
BAK BAK 9AK 9AK 11 154K 14
BAK 6AK BAK 9AK 11 158K 14
BAK BAK BAK 9AK 11 14AK 14
BAK BAK BAK 9AK 11 14AK 14
B8 BAK 9AK 10 14AK 13
BAK  SAK 10 14AK 13
BAK BAK 10 14AK 13
BAK  BAK 10 13AK 13
BAK  BAK 10 13AK 12
BAK 13AK 12
BAK 13 12
BAK 13 12
BAK 13 1
TAK 12 1
12 1
12 n
12
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Weapon Type:
Missile

Length:
3-6 feet

Weight:
2-6 pounds

Fumble
Range:
01-07 UM

Range
(OB Mod):
1-50' (+0)

51-100' (—20)
A 101'-150' (—40)
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42-43

20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
8CK 10CK 12EK 14EK 15EK 15EK 18EK 18EK 16EK 18EK 22EK 22EK 10EK 10EK 15EK 1BEK 12EK 15EK 1BEK 20EK 150
BCK 10CK 12DK 14EK 15EK 15EK 18EK 18EK 16EK. 1BEK 22EK 22EK 10EK- 10EK 15EK. 1BEK 12EK. 15EK 1BEK 20EK 148
8BK 10CK 12DK 14EK 15EK. 15EK 1BEK 18EK 16EK. 1BEK 22EK 22EK 10EK 10EK 15EK. 18EK 12EK 15EK 1BEK 20EK 148
8BK 10BK 12CK 14DK 15DK. 15DK 1BEK 1BEK 16EK 1BEK 22EK 22EK 10EK  10EK 15EK 18EK 12EK 15EK 1BEK 20EK 147
BBK 10BK 12CK 14DK 150K 15DK 1BEK 1BEK 1BEK 1BEK 21EK 21EK 10EK" 10EK 15EK 1BEK 12EK 15EK 1BEK 20EK 146
145 BAK 10BK 12CK 14DK 150K 15DK 1BDK 17EK 16DK 17EK 21EK 21EK 10EK 10EK 15EK 1BEK 12EK 15EK 1BEK 20EK 145
144 BAK 10BK 12CK 14DK 150K 150K 170K 17EK 15DK 17EK 21EK 21EK 10EK 10EK 15EK 17EK 12EK 15EK 1BEK 18EK 144
143 BAK 10AK 12CK 130K 140K’ 14DK 170K 17DK 150K 17DK 210K 21EK 10EK 10EK 15EK 17EK 12EK 14EK 1BEK 189EK 143
142 BAK. 10AK 128K 13CK 14CK  14DK 170K 17DK 150K 17DK 200K 20EK 10EK  10EK 14EK 17EK TEK. 14EK 17EK  189EK 142
4 BAK 10AK 11BK 13CK 14CK  14CK 17CK 17DK 150K 16DK 200K 20EK 10EK  10EK 14EK 17EK MEK 14EK 17EK 18EK 141
140 8 10AK 11BK 13CK 14CK 14CK 17CK 16DK 150K 16DK 200K  20EK 10EK 10EK 14EK 17EK 11EK 14EK 17EK 19EK 140
139 8 9AK 11BK 13CK 14CK 14CK 16CK 16DK 15CK 16DK 20DK 19DK 10DK 10EK 14EK 17EK 11EK 14EK 17EK 18EK 139
138 8 9AK 11BK 13CK 14CK 14CK 16CK 16DK 14CK 16DK 19DK 18DK 10DK 10EK 14EK 18EK 11EK 14EK 17EK 18EK 138
137 a 11BK  13CK 14CK 13CK 18CK 16DK 14CK 16DK 190K 18DK 100K 9DK 14EK 16EK MEK 14EK 17EK 18EK 137
136 8 T1AK  12BK 13BK 13CK 18CK 18DK 14CK 150K 13DK 19DK 90K 9DK 14EK 16EK 11EK 13EK 17EK 1BEK 136
135 7 11AK  12BK 13BK 13CK 16CK 15DK 14CK 15CK 190K 18DK 90K 9DK 130K 16EK 10DK 13EK 16EK 1BEK 135
134 7 11AK  12BK 13BK 13BK 15CK 15DK 14CK 15CK 180K 1BDK 9DK 9DK 130K 16EK 100K 13EK 16EK 1BEK 134
133 7 10AK 12BK 13BK 138K 15CK 15CK 13CK 15CK 18CK 18DK 9DK 8DK 13DK 16EK 10DK 13EK 1BEK 17EK 133
132 7 10AK  12BK 13BK 13BK 15CK 15CK 13CK 14CK 18CK 17DK 9DK 9DK 13DK 15DK 10DK 13DK 1BEK 17EK 132
131 7 10AK 12BK 13BK 13BK 15CK 15CK 13CK 14CK 18CK 17DK 9DK 9DK 13DK 15DK 10DK 13DK 16EK 17EK 131
130 7 10AK 12BK 13AK 12BK 15BK 14CK 13CK. 14CK 17CK 170K 90K 9DK 130K 15DK 10DK. 13DK 18EK 17EK 130
129 7 10AK 118K 12AK  12BK 14BK 14CK 13CK  14CK 17CK 170K, 9CK 9DK 13DK 15DK 10DK 120K 16EK 17EK 129
128 7 10AK  11AK 12AK 12BK. 14BK 14CK 13CK 14CK  17CK 16DK 9CK 9DK 13DK 15DK 10DK' 12DK 1BEK = 16EK 128
127 7 10AK 11AK 12AK 128K 14BK 14CK 12BK 13CK 16CK 160K 9CK:  9DK 120K 14DK 90K 12DK 15EK 16EK 127
126 i 10AK  11AK 12AK  12AK 14BK 14CK 128K 13CK 18CK 16CK 9CK SDK 12DK 14DK 9DK 12DK 15EK 160K 126
125 7 11AK 12AK 12AK 14BK 13CK 12BK 13CK 16CK 15CK 9CK 9DK 12DK 14DK 9DK 12DK 15EK 16DK 125
124 2 11AK 12AK 11AK 13BK 13CK 12BK 13CK. 16CK 15CK 9CK 8DK 12DK 14DK 80K 12DK 15DK 16DK 124
123 7 10AK 12AK 11AK 13BK 13BK 128K 12DK 15CK 15CK BCK 8DK 12DK 14DK 9DK 12DK 15DK 16DK 123
122 o 1DAK 11AK  1MAK 13AK 13BK 12BK 12BK 15CK 15CK BCK BCK 12DK 14DK SCK 11DK 15DK 15DK 122
121 7 10AK TIAK. 1MAK  13AK 128K 11BK 12BK 15CK 14CK BCK. 8CK 120K 13DK 9CK- 11DK 14DK 15DK 121
120 6 10AK 1AK 11AK 13AK 12BK 1BK 12BK 15CK 14CK 8CK 8CK 11CK 13DK BCK 11DK 14DK 150K 120
18 ] 10AK 11 11AK 12AK 12BK 11BK  11BK 14CK 14CK BCK 8CK 11CK 13DK 8CK 11CK 14DK 150K 119
118 6 10AK 11 10AK 12AK 12BK 11BK 11BK 14BK 13CK 8CK 8CK 11CK 13DK BCK 11CK 14DK 14DK 118
17 6 10AK 11 10AK 12AK 11BK 11BK 11BK 14BK 13CK BCK 8CK 11CK 13DK BCK 11CK 14DK 14DK 17
116 6 9AK 10 10AK 12AK 11BK 108K 11BK 14BK 13CK 8CK 8CK 11CK 13DK BCK 11CK 14DK 14DK 116
115 ] 10 10AK 12AK 11BK 10AK 11BK 13BK 13CK 8BK B8CK 11CK 12DK BCK 10CK 14DK 14DK 115
114 8 10 10 11AK 11BK 10AK 10BK 13BK 12CK 8BK BCK 11CK 12CK BCK 10CK 14DK 14DK 114
113 6 10 10 11AK  11AK 10AK 10BK 13BK 12CK 8BK 8CK 11CK 12CK 8CK 10CK 13DK 14DK 13
12 6 10 10 1MAK 11AK 10AK 10BK 13BK 12CK 8BK B8CK 10CK 12CK 7BK 10CK 130K 14DK 12
m ] 10 9 11AK 10AK 10AK 10AK 12BK 12CK 8BK 7CK 10CK 12CK 7BK 10CK 130K 13DK m
110 6 10 11AK  10AK SAK 9AK 12BK 11BK BBK 7CK 10CK 12CK 7BK 10CK 13DK 13DK 110
109 6 10 10AK 9AK 9AK 12BK 11BK 7BK.  7CK 10CK 11CK 7BK 10BK 13DK 13CK 108
108 6 10 10AK SAK 9AK 11BK 11BK 7BK 7CK 10CK 11CK 7AK 9BK 13DK 13CK 108
107 6 10 10AK 9AK SAK T1BK 10BK 7BK 7BK 10CK 11CK JAK. 9BK 13DK 13CK 107
106 B 10 9AK 9AK  SAK T1AK 10BK 7BK 7BK 10BK 11CK TAK  BBK 12CK 120K 106
105 3 10 9AK 9AK  BAK 11AK 10BK 7BK 7BK 9BK 11CK GAK 9BK 12CK 12CK 105
104 5 8 9AK BAK 10AK 10BK TAK  7BK 9BK 10CK 9AK 12CK 12CK 104
103 5 9AK BAK 10AK  9BK TAK 7BK  9BK 10BK 9AK 12CK 12CK 103
102 L] SAK BAK 10AK  8BK TAK 7BK 9BK 10BK 9AK 12CK 12CK 102
101 5 BAK TAK 10AK  9BK 7AK 7BK  9BK 10BK B8AK 12CK 12BK 101
100 5 BAK 7AK  SAK 8BK 7AK  7BK SBK 10BK BAK 12CK 11BK 100
89 5 SAK BBK TAK BBK 9BK 10BK 1CK 11BK
98 5 SAK 8BK 7AK 6BK 9BK 9BK 11CK  11BK
97 5 SAK  B8BK TAK 6AK 8BK 9BK 11ICK  11AK
96 5 BAK TAK BAK 6AK 8BK 9BK 11CK  11AK
a5 5 8AK 7AK BAK GAK BBK 9BK 11BK 10AK
94 5 8 7AK 6 6AK BAK 9BK 11BK 10
9 5 TAK 6 6AK BAK 9BK 118K 10
92 5 BAK BAK BAK 8BK 10BK 10
91 5 BAK BAK BAK 8AK 10BK 10
4 BAK BAK  TAK BAK 108K 10
4 SAK TAK  8AK 10AK
4 SAK TAK  8AK 10AK
1 SAK TAK  BAK 10AK
4 SAK 7AK 7AK 10AK
4 4AK TAK  TAK 10AK
4 TAK
4 7TAK
4 TAK
4 B6AK
4 BAK
4
4
4
4
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
1
1
1
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20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 L] 4 3 2 1

150 | 11EP 13EP 15EP 17EP | 20EP 22EP 25EP 25EP | 20EP D52EP 26EP 26EP | 21EP 21EP 26EP 20EP | 17EP 20EP 23EP 27EP

149 | 11EP 13EP 1{SEP 1{7EP | 22EP 22EP 25EP 25EP | 20EP 22EP 26EP 26EP | 21EP 21EP 26EP 20EP | 17EP 20EP 23EP 27EP

148 11EP. 13EP, 15EP. 17EP 22EP, 22EP 25EP 2S5EP 20EP 22EP 26EP 26EP 21EP. 21EP 2B8EP, 29EP 17EP. 20EP 23EP 27EP

147 11EP. 13ER. 15ER 17ER 22EP 22EP 25EP 25EP 20EP 22EP 25EP 25EP 21EP 21EP 26EP 29EP 17EP 20EP 23EP  26EP

146 11EP 13EP 15EP 17EP 22EP 21EP 24EP 24EP 18EP 21EP 25EP 25EP 21EP 21EP 25EP 28EP 17EP 19EP 23EP 26EP

145 11DP 13DP 15EP 16EP 21EP 21EP 24EP 24EP 19EP. 21EP 25EP 25EP POEP 20EP 25EP Z8EP 18EP 19EP Z22EP 26EP.

144 | 11DP 13DP 14EP 1{6EP | 21EP 21EP 24EP 24EP | 19EP 21EP 24EP 24EP | 20EP 20EP 25EP 28EP | 16EP 19EP 22EP 25EP
143 11DP 12DP 14DP 1BEP 21EF 21EP 23EP 23EP 19DP 20EP 24EP 24EP 20EP 20EP 24EP 2TEP 16EP 19EP 22EP 25EP | 143
142 11DP 12DP 14DP 1BEP 21DP 20EP 23EP 23EP 18DP 20EP 24EP 24EP 20EP 20EP 24EP 27EP 16EP 18EP 22EP 25EP | 142
14 11DP 120P 14DP 15EP 20DFP 20DF 23DP 23EP 1BDP 20EP 23EP 23EP 20EP 19EP 24EP 27VEP 1SEP 18EP 21EP 24EP | 141
140 | 10CP 12CP 14DP 15EP | 20DF 20DP 220P 22EP | 1BDP 19DP 23DP 23EP | 19EP 19EP 24EP 26EP | 1SEP 18EP 21EP 24EP | 140
139 10CP 12CP 13DP 15DP 200P 20DP 22DP 22EP 18DP 120P 230P 23EP 19DP 19EP 23EP 26EP 1SEP 18EP 21EP 24EP | 139
138 10CP 12CP 13DP 15DP 20DP 18DP 22DP 22EP 17DP 19DP 22DP 22EP 190P 19EP 23EP 26EP 1SEP 17EP 21EP 23EP | 138
137 10CP 12CP 13DP 15DP 19DP 19DP 21DP 21DP 17DP 18DP 22DP 22DP 19DP 19EP 23EP 25EP 14DP 17EP 21EP 23EP | 137
136 10CP 11CP 13DP 14DP 19DP 19DP 21DP 21DP 17DP 18DP 22DP 22DP 190P 18DP 22EP 25EP 14DP 17EP 20EP 23EP | 136
135 10CP 11CP 13CP 14DP 190F 19DP 21DP 21DP 17CP 18DP 21DP 21DP 18DP 18DP 22EP 25EP 14DP 16EP 20EP 22EP | 135
134 | 108P 11CP 13CP 14DP | 19DP 18DP 21DP 20DP | 16CP 17DP 21DP 21DP | 18DP 18DP 22DP 24DP | 14DP 18DP 20EP 22EP | 134
133 108P 11BP 12CP 14DP 180P 1BDP 20DP 20DP 16CP 17DP 21DP 21DP 18DP 18DP 22DP 24DP 13DP 16DP 20EP 22EP | 133
132 10BP 11BP 12CP 13DP 18DP 1BDP 20DP 20DP 16CP 1{7DP 20DP 20DP 18DP 17DP 21DP 24DP 13DP 16DP 19EP 21EP | 132
131 98P 11BP 120P 13DP 18CP 18DP 20DP 18DP 16CP 16DFP 20DP 20DP 18DP 17DP 21DP 23DP 13DP 150P 19EP 21EP | 131
130 9BP 11BP 12CP 13DP 18CP 17CP 18DP 419DP 15CP 16DP 19DP 20DP 170P 17DP 21DP 23DP 13DP 150P 19EP 21EP | 130
129 9AP 10BP 12CP 13DP 17CP 17CP 18CP 18DP 15CP 16DP 19DP 130P 17DP 17DP 20D0P 23DP t2DP 15DP 19EP 20DP | 129
128 9AP 10BP 11CP 13DP 17CP 17CP. 19CP 18DP 15CF 15CP 19DP 13DP 17CP 17DP '20DP 220P 12DP 150P 18EP' 20DP | 128
127. | 9AP 10BP 1{iCP 12CP | 17CP {7CP 18CP 18DP | 15CP 15CP 18DP 19DP | 17CP 18DP 20DP 22DP | 120P 14DP 18EP 200P | 127
126 | OAP 10AP 11BP 12CP | 17CP 16CP 18CP 18DP | 14CP 15CP 18CP 18DP | 16CP 16DP 20DP 220P | 12DP 1aDP 18DP 13DP | 126
125 SAP 10AP 11BP 12CP 16CP 16CP 1BCP 17DP 14CP 15CP 18CP 18DP 16CP 16DP 19DP 21DP 11CP 14DP 1BDP 18DP | 125
124 9AP 10AP: 11BP 12CP 16CP 16CP 17CP. 17DP 14CP 14CP 17CP 17DP 16CP 16DP 19DP 21DP 11CP 14DP 18DP 13DP | 124
123 8AF 10AP 10BP 11CP 16CP "16CP° 1YCF 17DP 14CP T4CP  17CP 17DP 16CP 15DP 18DP 21BP 11CP  13DP 17DFP 18DP | 123
122 | 8AP  9AP 10BP {1CP | 16CP 15CP 17CP 16DP | 13CP 14CP  17CP 17DP | 16CP 15DP 18DP 20DP | 11CP 13DP 17DP 18DP | 122
121 BAP  9AP 10BP 11CP 18CP 15CP 1/CP 16CP 13BP 13CP 16CP 186CP 15CP 15DP 18DP 20DP 10CP 13CP 17DP 17DP | 121
120 BAK  9AP 10BP 11CP 156BP 15CP 16CP 16CP 13BP 13CPF 16CP 16CP 15CP 15DP 1BDP 20DFP 10CP 12CP 17DFP 17DP 120
119 8 QAP 10BP 11CP 18BP 15CP 16CP 15CP 13BP 13CFP 16CP 1BCP 18CP |5DP 1B8DF 19DP 10CP 12CP 16DP 17DP 119
118 8 QAP 10BP 10CP 15BP 14BP 1BCP 15CP 12BP 12CP 15CP 15CP 15CP 14CP 17DP 18DF 10CP 12CP 16DP 1BDFP 118
117 8 OGAP 9AP 10CP 16BP 14BP 18CP 15CP 12BP 12CP 15CFP 15CP 15CP 14CP 17CP 18DP aCP 12CP 160DP 18DFP | 117
116 8 OGAP O9AF 10BP 14BP 14BF 15CP 14CP 12BP 12CF 15CF 15CP 14CP  14CP 17CP 18BDP aCcP 11CP 16DP 16DP | 116
115 8 BAK BSAP 10BP 14BP 14BP 15CP 14CP 12BF 11CP 14CP 14CP 14CP 14CP 1B6CP 1BCP 9CP 11CP 15DP 15CP | 115
114 B8 8 QAP 9BP 14BP 13BP 14CF 14CP 11BP 11BP 14CP 14CP 14CP 13CP 1BCP 1BCP aCP 11CP 15DP 15CP | 114
113 7 8 9AP GBP | 14BP 13BP 14CP 13CP | 11BP 11BP 13CP 14CP | 14CP 13CP 16CP 17CP | BBP 11GP 15DP 15CP | 113
112 7 B BAP 9BF 13AP 13BP 14BP 13CP 118° 10BP 13CP 13CP 14CP 13CP 18CP 17CP 8BP 10CP 15DP 14CP | 112
111 7. B. BAP 8BR 13AP 13BP. 13BP 13CP 118P_ “10BF. 13CP: 13CP 13BP. 13CP 1BCP: 17CP BBP. 10BP 150DP. 14CP | 111
110 7 B BAP 9BP 13AP 12BP. 13BP i{2CP 10BP -10BF. 12CP 13CP 13BP, 13CP. 15CP. 16CP B8BP 10BP 14CP. 14CP | 110
108 7 8 8AP 8BP | 13AP 12BP 138P 12CP | 10BP 9BP 12BP 12CP | 13BP 12CP 15CP 16GP | 7BP 10BP 14CP 13CP | 109
108 7 7 BAP BBP | 12AP 1{2AP 13BP 12CP | 10BP 9BP 12BP. 12CP | 13BP 12CP 14CP 16CP | 7BP 9BP 14CP 13CP | 108
107 7 7 BAP BAP | 12AP 11AP 12BP 11CP | 10AP 9BP 1{iBP 12CP | 12BP 12CP 14CP 16CP | 7BP 9BP 14CP. 1a3BP | 107
106 7 7 7AP BAP | 12AP 11AP 128P 11CP | SAP 8BP 11BP 11CP | 12BP 12CP 14CP 15CP | 7AP 9BP 13CP 12BP | 106
105 T 7 TAK TAP 12AP 11AP 12BP 118P QAP 8BF 11BP 11CP 12B8P 11CP 14CP 15CP GAP  BBP 13CP 12BP | 105
104 6 T 7 TAP 11AP  11AP 11BP 10BP 9AP  8BP: 10BP 11BP 12BP '11CP 13CP: 15CP G6AP 8BP 13CP 12BP | 104
103 B 7 7 TAP 11AP 10AP 11BP 10BP 9AP BBP 10BP 10BP 12BP 11CP 13CP 148P BAP  BAP 13CP 11BP | 103
102 6 B 7 TAP 11AP 10AP- 11BP 10BP BAP 7BP 10BP 10BP 11BP 11CP 13CP 14BP BAP  BAP 13CP 11BP | 102
101 6 6 6 7AP | 11AP 10AP 10AP 9BP | 8AP 78P 5BP 9BP | 11BP 11CP 12BP 14BP | 5AP 7AP 12CP 11BP | 101
100 [ 6 6 GAP 10AK 10AP 10AP aBpP BAP TAP 9BP 9BP 11BP 10CP 12BP 13BP 5AK TAP 12CP 10AP 100
99 B 6 6 GAP 10 9AP 10AP 9BP BAP 6AP 9BP 98P 11BP 10BP 12BP 13BP & TJAP 12CP 10AP a9
98 (] 6 6 BAP 10 9AP QAP BBP JAP GAP 8BP 8BP 11BF 10BP 12BP 13BP 5 7AP 12BP 10AP 98
a7 (] 6 6 BGAP 10 9AP 9AP 8BP JAP GAP 8BP 8BP 10BF 10BP 11BP 12BP 4 BAP 11BP SAP a7
a5 B 6 5 SAP 9 OAP OAP 8BP JAP SAP 7BP 9BP 10BP 9BP 11BP 12BP 4 GAP 11BP 9AP 86
95 6 (] 5 S5AK 9 BAK 9AP TBP FAK 5SAP TJAP T7BP 10AFP 9BP 11BP 12BP 4 6AK 11BP 9AP a5
84 1 5 5 5 ] B 8AP TBP 6 5AP T7AP TBP 10AP 9BF 10BP 11BP 4 0 11BP BAK 94
93 5 5 5 5 ] 8 B8AP T7BP 6 4AP BAP TBP 10AP 9BP 10BP 118BP 3 0 10BP 8 93
92 6 5 5 5 8 B8 BAP BAP 6 4AP GBAP G6BP AP  9BP 10BP 11BP 3 0 108P 0 a2
1] 5 5 5 4 & 7 TAP BAP 6 4AP_ 5AP ©6BP 9AP 8BP 10BP 10BP 3 0 10BP Q o
90 S & 4 4 ] 7 TAK BAP 5 3AK 5AP 6BP 9AP 8BP 9BP 10BP & 0  108P 1] 90
89 5 5 4 4 8 7 5AP 5 3 5AP 5AP | 9AP 8BP 9BP 10BP o o0 1waAP o[ 89
88 5 5 4 4 8 7 5AP 5 3 5AP 5AP | 9AP B8BP 9BP 9BP 0 0 9P 0|88
87 5 4 4 3 2 6 SAP 5 2 4AP  BAP BAP 7BP 8BP 9AP 0 0 9AP [i] 87
86 rER 4 a ? 6 4AP 4 2 4AP 4AP | BAP 7BP 8BP OAP 0 0 9AP o | 88
85 4 4 S B 7 6 4AP 4 2 4AK 4AP | BAP 7BP 8BP BAP 0 0 9AP 0| 8
84 M T 7 6 4AP 4 0 4AP | BAP 7AP BAP BAP 0 0 BAP o | 8
83 4 4 I 6 5 3AP 4 0 3AP | 7AP  7AP 7AP  8AP 0 0 B8AP o | 83
82 4 4 a 2 i 4] 3AP 3 o 3AP TAP  B6AP 7AP TAP 0 0 BAK 0 82
81 4 4 3 2 [ 5 3AP 3 ] 3AP TAP  BAP TAP TAP 0 4] o 81
80 4 a a 2 6 5 2AK 3 0 2AK TAK  BAP  BAP TAP 0 0 [} 80
79 4 3 2 2 5 4 3 0 BAP  GAP  BAP 0 0 0| 79
78 4 3 2 1 o 4 2 4] 5AP 6AP  BAP 0 4] 0 78
77 4 3 2 i 5§ 4 2 (] S5AP  BAP  BAP 0 (4] o 77
76 3 3 2 1 § 4 2 0 5AP BAP  BAP 0 0 0 76
75 3 k| 2 1 4 3 2 4] 5AK  SAF 5AP 0 Q o 75
74 3 3 1 o 4 3 0 4] 5AF  BAP o Q 0 74
73 3 2 1 a 4 3 1] (4] 4AP  4AP 4] 0 4] 73
72 3 2 1 0 4 3 0 0 AAK  dAK 0 0 ol 72
Kl 3 2 1 a 3 2 o o 4 4] 0 (4] 71
70 3 2 1 0 3 2 o 0 0] 0 ] (v} 70
69 3 2 B0 3 i 0 0 [ o | se
68 3 2 Oirwvif) 3 2 0 0 Eppm o| es
67 2 2 0 0 2 1 0 0 0 1] 0 67
66 2 1 0 0 2 1 ] 0 0 1] 0 66
65 2 1 [1] ] 2 1 (i} Q 0 0 0 65
64 2 1 Qi1 2 0 0 0 DR 1] o | 84
63 2 1 L] 0 1 0 0 0 0 (1] (4] 63
62 2 1 1] (1] ] (1] (1] ] (1] 1] 0
61 2 1 [+] ] 1 0 1} 0 ] 0 V] B1

2 1 0 1] I 0 0 0 0 0 (4]

2 (1] 0 (1] 0 0 0 (4] [+] 0 [+]

1 (1] 0 0 0 0 0 (1] ] 0 0

1 4] ] 0 0 0 1] 0 Q 0 Q

| /] 0 o 0 0 1] (1] ] 0 [¢]

| 0 0 (1} 0 (1] 0 0 [+] ] 0

1 0 0 0 0 0 0o 0 o 0 0

1 ] 0 1} 0 (1] 0 (] [+] 0 [¢]

1 o0 0 0 0 Q a (1] [+ 0 4]

1 0 (1] 1] 0 0 (1] Q Q 0 Q

] o 0 0 (1] 0 0 0 (1] 0 a

] V] 0 0 0 1]} (4] Q Q 1] 1]

0 0 0 0 0 a (i} 0 Q 0 0

i 0 0 (] 0 0 o 0 0 0 0

i gy 0 0 0 0o 0 0 0 0

0 (Ha—" 0 b} 0 DD i —y 0

0 0 0 ] 0 0 0 0 o 0 0

] 0 Q 1] 0 0 0 0 0 4] Q

0 0 0 0 0 0 0 0 a 0 o
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8.5.2
COMPOSITE

Weapon Type:
Missile
Length:
2.5-4 feet

Weight:
2-3 pounds

Fumble
Range:
01-04 UM

Range
(OB Mod):
1-10' (+25)

11-100' (+0) [y
101'-200' (-35)
201'-300" (-60)

L
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8.5.3 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
HEAVY 50 | 14EP 16EP 1BEP 20EP | 24EP 24EP 27EP 27EP | 23EP 25EP 29EP 29EP | 23EP 23EP 28EP 31EP | 25EP 28EP. 3IEP 30EP
CROSSBOW 14EP 16EP 18EP 20EP | 24EP 24EP 27EP 27EP | 23EP 25EP 20EP 20EP | 23EP 23EP 28EP 3IEP | 25EP 28EP 31EP 33EP
14EP 16EP 18EP 20EP | 24EP 24EP 27EP 27EP | 23EP 25EP 29EP 20EP | 23EP 23EP 28EP J1EP | 25EP 2BEP 31EP 33EP

ATTACK 14EP 16EP 1BEP 20EP | 24EP 24EP 27EP 28EP | 20EP 24EP 28EP 28BEP | 23EP 23EP 28EP J1EP | 24EP 27EP 31EP 232EP
TABLE 14EP 16EP 1BEP 20EP | 23EP 23EP 26EP 26EP | 22EP. 24EP 28EP 28EP | 23EP 23EP 27EP 20EP | 24EP. 27EP 20EP 32EP
14EP 16EP 18EP 19EP | 23EP 23EP 26EP 26EP | 22EP 24EP 28EP 28EP | 22EP 22EP 27EP 20EP | 2¢4EP 27EP 30EP 31EP

14DP 16DP 17EP 19EP | 23EP 23EP 26EP 25EP | 22EP 23EP 27EP 27EP | 20EP 22EP 27EP I0EP | 23EP 28EP 30EP 31EP

Weapon Type: | 143 | 14DP 150P 17EP 1SEP | 23EP 23EP 25EP 25€P | 22EP 23EP 27EP 27EP | 20EP 22EP 26EP Z9EP | 23EP 26EP. 29EP 31EP
Missil 142 | 13DP 15DP 17DP 19EP | 22EP 22EP 25EP 25EP | 21EP 23EP 27EP 27EP | 22EP 22EP 26EP 9EP | 23EP 25EP 29EP 30EP
issile 141 | 13DP 15DP 17DP 18EP | 22EP 22EP 25EP 24EP | 21DP 22EP 26EP 26EP | 22EP 21EP 26EP Z9EF | 22EP 25EP 29EP 30EP

140 | 13DF 15DP 17DP 18EP 22EP 22EP 24EP 24EP 21DP 22EP 26EFP 26EP 21EP 21EP 26EP Z8EP 22EF 25EP 2BEP 23EP

Len th. 138 | 13DFP 15DP 16DP 1BEP 22EP 22EP 24EF 24EP 21DP 22EP 25EP 25EP 21EP 21EP 25EP Z8EP Z22EP 24EP 28BEP 29EP
g . 138 | 13CP 15CP 16DP 18DP 21DFP 21DP 24DP Z23EP 20DP 21EP 25EP 25EP 21EP 21EP 25EP GZBEP 21EP 24EP 28EP 29EP
3.5-4.5 feet 137 | 13CP 14CP 16DP 170P | 21DP 21DP 23DF 23EP | 200P 210P 25DP 25EP | 210P 20EP 25EP S7EP | 21EP 24EP 27EP 28EP
136 | 13CP 14CP 16DP 17DP | 21D0P 21DP 23DP 23EP | 20DP 21DP 24DP 24EP | 20DF 20EP 24EP G7EP | 21EP 23EP 27EP 28EP

Weight: 135 | 13CP 14CP 16DP 17DP | 21DP 21DP 23DP 22DP | 19DP 20DP 24DP 24EP | 20DP 20EP 24EP i7EP | 20EP 23EP 27EP 27EP
eight: 134 | 12CP 14CP 15DF 17DP | 20DP 20DP 22DF 22DF | 19DF 200P 24DP 24DP | 20DP 20DP 24EP ¢6EP | 20EP 22EP 28EP 27EP
8-12 pounds | 133 | 12cP 14CP 15CP 17DP | 20DP 200P 22DP 22D | 19DP 20DP 280P 23DP | 20DP 20DP 23DP ZGEP | 20DP 22EP 26EP 27EP
132 | 12CP 14CP 15CP 16DP 20DP 20DP 22DP 21DP 18CP 18DP 230DP 23DP 200F 19DP 23DP :BEP 19DP 22EP 2BEP 2BEP

131 12CP 13CP 15CP 16DP 20D0P 190P 220P 21DP 18CP 19DP 22DP 23DP 19DP 19DP 23DP GZSEP 18DP 21EP 25EP 26EP

Fumble 130 | 12BP° 13BP 15CP  16DP | 19DP 19DP 2iDP 21DP | 18CP 19DP 220P 220P | 13DP 19DP 230P 25DP | 19DP 21DP 25EP 25ER
Range: 126 | 128P 13BP 14CP 16DP | 190P 19DP 21DP 20DP | 1BCP 18DP 220P 22DP | 19DP 19DP. 22DP 25DP | 18DP 21DP 25EP 25EP
ge: 128 | 128P 138P 14CP 15DP | {90P 180P 21DP 20DP | 18CP 18DP 21DP 21DP | 19DP. 18DP 22DP 24DP | 18DP 20DP 24EP 25EP
01-05 UM 127 | 12BP 13BP 14CP 15DP | 19DP 18DP 20DP 20DP | 17CP 18DP 21DP 21DP | 18DP 18DP 220P 24DP | 17DP 20DP 24EP 24EP
126 | 11BP. 13BP 14CP 15DP | {8DP 18DP 20DP 13DP | 17CP 17DP 21DP 2iDP | 18DP 18DP 21DP 24DP | 17DP 13DP 24EP 24EP

125 | 11BP 13BP 14CP 15CP 18CP 18DP 20CP 19DP 17CP 17DP 20DP. 200P 18DP 18DP 21DP Z3DP 17DP 19DP 23EP 23EP

Range 124 | 11AP 12BP 13CP 14CP | 18CP 18CP 19CP 19DP | 16CP 17CP 20DP 20DF | 18CP 17DP 21DP Z3DP | 160P 19DP 23EP 23EP
(OB Mod): 123 | 11AP 12BP 13BP 14CP | {8CP 17CP 19CP 18DP | 16CP 16CP 200P 20DP | 18CP 170P 21DP Z3DP | 16DP 18DP 23EP 23DP
il ' 122 | 11AP 12AP 13BP 14CP | 17CP 17CP 19CP 18DP | 18CP 16CP 18CP 19DP | 17CP 17DP 20DP Z20P | 16DP 18DP 23DP 220P
1-20' (+30) | 121 | 11AP 12AP 13BP 14CP | 17CP 17CP 18CP 18DP. | 16CP 16CP 19CP 19DP | 17CP 17DP 200P Z2DP | 1SOP 18DP 220P 22DP
21'_10():( 0} 120 | 11AP 12AP 13BP 14CP 17CP 17CP 18CP 17DP 18CP 15CP 18CP 130P 17CP 17DP 200P Z2DP 15DF 170P 220P 21DP
A p . + 119 | 11AP 12AP 12BP 13CP 17CP 16CP 1BCP 17DP I15CP 15CP 1BCP 18DP 17CP 16DP 19DP Z1DP 15CP 170P 220P 21DP
101'-200' (- 25) | 118 | 10AP 11AP 12BP 13CP | 16CP 16CP 17CF 17CP | 15CP 15CP 18CP 18DP | 16CP 16DP 19DP ZIDP | 14CP 16DP 210P 210P
201 '*300' {_ 40] 117 | (JAP 11AP 12BP 13CP 16CP 16CP 17CP 16CP 15BP 14CP 17CP 17CP 16CP 16DP 19DF Z1DP 14CP 18DP 21DP 200P
116 | 10AP 11AP 12BP 13CP 16CP 16CP 17CP 16CP 14BF 14CP 17CP 17CP 16CP 16DP 180P ZODP 14CP 16DP 21DP 20DP

301'-8360' (-55) | 116 | 10aK 11AP 12BP 12CP | {6CP 15CP {7CP 16CP | 14BP 14CP {7CP 1{7CP | 16CP 150P 18DP [ODP | 13CP 15DP 200P 19DP
114 10 11AP 11BP 12CP | 15CP 15CP 16CP 15CP | 14BP 13CP 16CP 16CP | 16CP 15CP 18CP fODP | 13CP 15CP 200P 18DP

113 10 11AP 11AP 12BP | 15CP 15CP 1{6CP 15CP | 13BP 13CP 16CP 16CP | 15CP 15CP 18CP 19DP | 13CP 15CP 200P 180P

112 10 10AF 11AP 12BP 1SBP 14CP 16CP 15CP 13BP 13CP 15CP 16CP 15CP 18CP 17CP 18DP 12CP 14CP 189DP 18DP

111 10 10AP 11AP 11BP | 15BP 14CP 15CP 14CP | 13BP 12CP 15CP 15CP | 15CP 14CP 17CP 19DP | 12CP 14CP 1SDP 18DP

110 9 10AK 11AP 11BP 14BP 14BP 15CP 14CP 13BP. 12CP 15CP . 15CP 15CP 14CP 17CP 18DP 12CP. 13CP 18DP 17DP

109 9 10 10AP 11BP 14BP 14BP 15CP 14CP 12BP 12CP 14CP 15CP 14CP  14CP 16CP 1BCP 11CP  13CP. 18DP 170P

108 9 10 {0AP 11BP | 14BP 13BP 14CP 13CP | 12BP 11BP 14CP 14CP | 14CP 14CP 16CP 18CP | {1CP 13CP 18DP 17DP

107 § 10 10AP 108P | 14BP 13BP 14BP 13CP | 12BP 11BP 14CP 14CP | 14CP 13CP 16CP 17CP | 11BP 12CP 18DP 16DP

106 9 10 10AP 108P | 13BP 13BP {4BP 13CP | 12BP 11BP 13CP 13CP | 14BP 13CP 16CP 17CP | 108P 12CP 170P 16DP

105 i 9 10AP 10BP 13BP 13BP 13BP 12CP 11BP. 10BP 13CP 13CP 14BP 13CP. 15CP 17CP 10BP 12CP 17DP 15DP

104 9 9 9AP 10BP | 13AP 12BP 13BP 12CP | 11BP. 10BP 138P 13CP | 13BP 13CP 15CP 18CP | 9BP 11BP 17DP 15GP

103 g 9 9AP 10AP | 13AP 12BP 13BP 12CP | 11AP 10BP 12BP 12CP | 13BP 13CP 15CP 16CP | SBP 11BP 16CP 15CP

102 8 9 BAP 9AP 12AP.  12BP 12BF 11CP 10AP  9BP 12BP 1{2CP 13BP. 12CP 14CP 18CP 98P 10BP 16CP 14CP

101 B 9 9AP 9AP 12AP 12BF 12BP 11BP 10AP. SBP 11BP 12CP 13BP 12CP_ 14CP 15CP BAP 10BP 16CP  14CP

100 8 9 9AK 9AP 12AP 11AP 12BF 11BP 10AP 9BP 11BP 11CP 13BP 12CP 14CP 15CP 8AP 10BP 15CP 13CP
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14EP  1BEP | 21EF 21EP 24EP 24EP 19EP 21EP 25EP 25EP. | (20EP. 20EP 2SEP 28EP 1BEP 21EP 24EP
14EP 16EP | 21EF 21EP 24EP 24EP 19EP 21EP 24EP 24EP 20EP 20EP 25EP 28EP 1BEP. 21EP 24EP
14DP 16EP | 21EF 21EP 23EP 23EP 19EP. 20EP 24EP 24EP 20EP 20EP. 24EP 27EP 17EP 20EP 24EP
14DP 15EP | 20EF 20EP 23EP 2BEP 18EP 20EP 24EP 24EP | 20EP 19EP 24EP 27EP 17EP. 20EP 23EP
13DP. 1SER | 20EF 20EP 23EP 23EP 18EP 20EP '23EP 23EP 19EP 19EF 24EP 27EP 17EP. 20EP. 23EP
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13CP 14DP ISDP 19DF 22DP 21EP 17D0P 18DP 22DP 22EP 19EP 1BEP 23EP 25EP 16EP 18EP 22EP
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12B8P 13DP 18CP 18DP 20DP 19DP 16CP 17DP 20DP 200P 17DP 17DP 21DP 23EP 14DP 17EP 21EP
12BP 13CP 18CP 17CP 18CP 19DP 15CP 16DP 20DP 200P 170P 170P 21DP 23DP 14DP 17DP 20EP
11BP 13CP I7CP 17CP 1SCP 19DP 15CP 16DP 190P 19DP 17DP 17DP 20DP 23DP 14DP 16DP 20EP
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11BP 12CP 17CP 17CP. 18CP. 18DP 16CP: 15DP 19DP  19DP 170F 16DF 200F '22DP [ 12DR 16DP 20EP
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11BP: 12CP 16CP 16CP 18CP 18DP 14CP 15CF 18DP 18DP 16CP. 16DF 18DF 21DP 13DP: 15DP 19EP
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10BP. 12CP 16CP  16CP 17CP 17DP 14CP 14CP 17CP 17DP 16CE- 150P 19DP 21DP 12DP° 15DP 18DP
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