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1.0 
INTRODUCTION 

Arms Law & Claw Law11 deals with the integration of anned and 
unanned combat into a fantasy role playing environment. It is 
designed to be used as as one of the three cornerstones 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 
or in parts. Now refonnatted 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 si tuations. 

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 detennine if it 
is appropriate for his game and world system. 

Certain s implifications 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. 

K EY FEATURES 

• A fantasti c 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 anned and 

unanned combat in a FRP environment: fumbles, parrying, 
moving, maneuvering, crit ical damage, initiative determination, 
orientation, armor. and much more. 

T HE T AOLES 
The Arms Law tables are organized by a numbering system that 

begins with "8."; while the Claw Lttw tables are organized by a 
numbering system that begins with" II ." This numbering system 
is the resul t 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 & Clctw 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 a nd 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 Character Law & Campaign LawTM (ChL&CaL). The 
"non-boxed" rules in AL&CL are designed to be used with the 
standard Rolemaster system. The rules in ChL&CaL are intended 
to coordinate and combine all of the individual RM systems. Thus 
the rules in ChL&CaL 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 ... .................................................... (SL) 

Character Law ...... ...................................... (ChL) 
Campaign Law ................................ (CaL or CpL) 
R oletnaster . ................................................. (R1W) 

rn general. a specific rules "section" in Rolemaster is 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). For example, this text is in AL&CL Section 1.0. 
If a section is referenced without an abbreviation. that section can 
be found in the samesetofrules a> the reference. For example, this 
text is in Section 1.0. 

R OLEMASTER S UPPLEMENTARY M ATERIAL 
Rolemasrer is supported by a variety of play aids. Such products 

can decrease the time and efforr required for the creation of an 
exciting game, and increase the amoWlt of realism and detail 
obtained during play. These play aids include: 

Cre(lfures& TreasureTM (C&T)- ICE'scompendium of informa­
tion and statistics for three key elements of fantasy role playing: 
creatures, treasures, and encounters. It also includes guidelines 
and s tatistics for dozens of new races. 

TheRolemaster Companiolls·r·M (RMCs)- Compendiums of new 
spell lis ts, new professions, new races, new monsters, and a 
variety of other optional material, rules, and guidelines. 

The Shadow WorkfrM Series - Modules and advenrures 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 OM's campaign world. 

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

Note: For readability purposes. rllese rules use standard 
£11glisll grammar when rejerri11g to persons of uncertain 
gender: i.e .. masculine pronouns. In such cases, these 
pronouns are intended ro convey rile meanings: she/he, 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&O<r system*. 

• AD&D 'is TSR's lruclrmurkforfamas,\· rt>lt• play111g pr(J{/ut·Js. unrlthes~ 
rtftr('ures or~ i11110 ll'a,l ' lllt'mll whuiit·mt• that ICE has a liceuu from TSR 
,..;,, l'l!.~ard 10 this or un.1· of IIIII' pmducts. 

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 vari~ty of resulls 
can be obtained. However, resulls between I 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. 

P ERCENTILE ("1-100") ROLLS 

1-100 RoiJ- Mosr of the rolls in Rolemaster are " 1-100" rolls 
(also called "0 I 00" 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 bet ween 0 I and I 00 (a "00" is treated as 1 00) is obtained. 

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

Low Open-ended RoU - To obtain a "low open-ended roll" 
first make a 1- 100 roll. A roll ofO 1-05 indicates a particularly 
unfortunate occurrence for the roller. The dice are rolled again 
and the result is subtracted from the firs t roll. If the second rol l 
is 96-00. then a third roll is made and subtracted, and so on 
umil 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 ro make a low open­
ended roll.and the initial roll is a 04 (i.e., between 01 and 
05). A second roll i.~ made with a result of 97 (i.e .. 
between OJ and 05 ): so a third roll is made, resulting in 
a OJ. Thus. the low open-eNded roll thar the GM re· 
que Sled is -96 (= 04 - 97- OJ). 

High Open-ended Roll-To obtain a "high open-ended roll" 
first make a 1-100 roll. A roll of96-00 indicates a particularly 
fortunate occurrence for the roller. The dice are rolled again 
and the result is added to the first roll. [f the second roll is 96-
00, then a third roll is made and added, and so on unt il a non 
96-00 roll is made. The total sum of these rolls is the resu It of 
the high open-ended roll. 

Example: The GM asks a player to make a high open­
ended roll. and rlu: initial roll is a99 (i.e .. berween 96 and 
100). A second roll is made with a result o/96: so a third 
roll is made with a result 04. Thus, the high open-ended 
roll that rile GM requested is 199 (= 99 + 96 + 04 ). 

Op en-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 I and 10 is 

required, only one die is rolled. This gives a result between Oand 
9, but the 0 is treated as a I 0. Such a roll is referred to as "1- 10" 
or"O!O". 

1-5 RoU- Roll one die, divide by 2 and round up(" 105"). 
1-8 Roll - Roll one die; if the result is 9 or I 0. reroll until a I to 

8 result occurs ("I 08"). 
2-10 Roll - Roll two dice, divide each result by 2 (round up), and 

then add the two results to obtain the "2-1 0" ("205") result. 
Other Required Rolls - Any other required rolls are variants of 

the above. 

UNMODIFlED ROLLS (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 0 1-100 roll falls within 
the fumble range of the weapon. 
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2.0 
DEFINITIONS 

The majorityofuniqucterms found inAL&CLare not described 
below; rather they are usually described when they are used in the 
text. The terms defined below are frequenrly 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 ( I 0 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 
form of#%. This means that if a roll ( 1-1 00) is made (see below) 
and the result is less than#, Lhen the action or activity succeeds 
(or occurs): otherwise it fai ls. Alternatively, you can roll (1-100) 
and add the result to the#; if the result is greater than lOO, then 
the action or activity succeeds (or occurs); otherwise it fails. 

Combat Roll : See "Attack Roll." 
Concussion Hits: See "Hits." 
Critical Strike: Unusual damage clue to particularly effective 

elemenral attacks. Note: The umn ''c:riricaf" will oj;en be used 
ins read of "crirical srrike". 

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 

currenr 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 forgiving life to a FRP game 
by creating the setting, world events and other l<ey ingredients. 
l-Ie interprets situations and rules, controls non player characters. 
and resolves contlicts. 

Hits (Concussion Hits): Accumulated damage, pain, and bleeding. 
that can lead to shock, unconsciousness, zu1d sometimes death 
(also called Concussion Hits). Each character can take a certain 
number of hits before passing out (determined by his ''Body 
Development" sk ill). 

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

Level: See "Experience Level." 
Maneuver Roll: A roll that is used to determine the results of a 

maneuver. 
Maneuver: An action performed by a character that requires 

unusual concentration. concentration under pressure, or a risk 
(e.g., climbing a rope. balancing on a ledge. picking a lock, etc.). 
Maneuvers requiring movement are "Moving Maneuvers" (MM). 
and other maneuvers are called "Static Maneuvers" (SM). 

Melee: Hand-to-hand combat (i.e., combat not using projectiles. 
speJJs, or missiles) where opponents are physically engaged­
be it a fisLfight, a duel with rapiers, or a wrestling match. 
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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 quan·el from a cross­
bow, a stone from asl ing, 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 (08): 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 to any attack rolls that are made when he is 
using that weapon. 

Orientation RoU: 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 retlec­
tion of his training and th<)ught pattetns; in game terms, it affects 
how much effort is required to develop skill in various areas of 
expertise. 

Projectile weapon: As opposed to a missile 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 effecr of a spell, poison, 
disease. or some other form of adversity. 

Roll: rn 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 rhese dice has two sets of the 
numbers: 0, I ,2,3,4,5,6,7,8, and 9. TI1ese dice can be used to 
obtain a variety of results. These various results arc described in 
Section 1.3. 

Round: The time (10 seconds) required to perfom1 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 inro this category, while normal bows 
and thrown weapons do not. Nonnally 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 I 0 physical and mental attributes 
which are considered most importantto an adventurer in a FRP 
game. Stats dictate how well a character develops his skills. 
moves. fights. rakes 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 material that a melee attack, missile attack, or 
spell attempts to affect. 



3.0 
THE TACTICAL COMBAT SEQUENCE 

The Rolemaster tactical combat sequence is based on a time 
frame of I 0 second battle rounds and one minute turns (i.e., 6 
rounds equal one turn). Normally, each combatant is allowed one 
attack roll perround, whelher it be a spell, missile (bow and thrown 
fire) , or melee. The rationale behind allowing missile and melee 
combatants only one roll every ten seconds is d1at, though he or she 
may actually swing or fire moreoften 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 ro keep in mind is that each action takes a 
percentage of a round to complete. For example, one can view a 
physical anack as at least a 50% activity, cas ring a spell a~; 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 lO seconds each. 

CHANGES FROM 1ST EDITION AL&CL 
2nd Edition AL&CL and Rolemaster assume that missile (bow 

and thrown weapon) attacks take 50% activity as opposed to the 
norma175% for I st 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 addi tions asterisked. 

I -Spell Action Phase 
2 - Spell Results Phase 

3- Spell Orientation Phase 
4 - Fi1'e 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.). ff any spells 
are to be cast/prepared, they would also be specified in this phase. 

SPELL RESULTS PHASE 
All"cast'' (not prepared) spells spccitied 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 a maximum of25% of normal 

for those who have cast a spell this round, and I 0% for those who 
have prepared a spell. 

S PELL ORlENTATION P HASP. 
All combatants who performed unusual activities during the 

previous phase (e.g., Teleportarion, Leaving, ere.) must make an 
orientation roll to determine how well they have adapted them­
selves to their new surroundings. An exceptionally 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 P HASE (A) 
All combatants who will fire during this phase must specify 

missile type, rarget/target area, and any other pertinent informa­
tion. Users of self-reloading weapons (e.g., usually auromatic/ 
semi-automatic 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 PI·IASE 
All combatants in play may move up to the maximum of their 

movement allowance (depending on any activity engaged in 
during theearlierphases, 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. 

F IRE 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 maneuver roll. 

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: 
I) 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 

res u Its 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 ORII<:NTATION PHASE 
In the judgment of the OM, 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 rake no other 
action (except reduced movement) until the action is perfonned or 
cancelled. Opportunity action occurs first In a phase, unless 
otherwise indicated by the OM. 

Example: During the spell phase, a combatant with a 
prepared spell announces opportunity spell casring. He may 
rhen 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 to 25% o.fhis normal movement until the round aj;er 
he casts the spell or until he cancels this opportunity action. 
During afire phase of some .following round, a character 
attempts to fire a bow. The spell itser who has planned 
opportunity j!re now casts his spell. resolving it before the 
bow may be fired. If 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). 
It may also be claimed against a terrain featureorspecificarea (lik1 
a window, portal. the comer of a building, etc.). 

Example: Nandar is in combat with several minions of 
Mormiresal. 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 .fiwn 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 
or cancelled. 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 next phase oft he 
combaf round is Fire Phase (B). Nandar decides that he 
wanfs to take his shot now, and fires (i.e., throws) first. 
Nandar 's player also wants to 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 afist-Jight and 
next week. Nandar's player doesn't show up to the game. 



OB PENALTIES FROM MOVEMENT/MANEUVER 
If a character moves/maneuvers and then fires in Fire Phase (B) 

or melees in Melee Phase, he takes an OB mod to that arrack. 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 nonnal 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: 
I) A foe attacked him in the previous melee phase, a nd 
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 .I). 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 nom1ally 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 Dragon lord, who is preparing to cast an illusion 
spell. During the final orienration phase. the GM directs 
Darien to make an orientation roll to see if he notice:; the 
minion sneaking up behind him. Since the minion made a 
successful maneuver (a stalking maneuver) to sneak 11p 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 of8. and by-
20 because Darien is unusually unobservant when prepar­
int: 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 of72 and 
thus is completely oblivious to the dan~:er approaching him 
from the rear. The GM should not allow Darien to take any 
actions to react to the tlwear 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). lf 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 cont1ict. 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 OB. or 
• Move half his normal (not running) movement, or 
• Make a maneuver modified by -30 

The altemati ve 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 Haste (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.g .. a hasted 
character expends exhaustion poinrs (see Section 7.2) at 
double normal rate, a wounded character bleeds at double 
normal rate, etc. A GM should consider the ramifications of 
Haste very carefitlly be.fl>re using it in his game. 
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4.0 
DEFENSIVE CAPABILITIES 

l 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 on~'s attack effectiveness in the interest 
of self-preservation). Armor is the basic c lassification 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 Maneuver 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 
I I - 15 -90 20 15 
12 -15 -] 10 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 a combatant 
totally untrained in maneuvering while wearing the given 
armor type. See ChL Section 3.4. 

t -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 stat bonus for his DB (see Section 
4.4.2). Unlike those penalties above, this penalty can only 
reduce the am1or wearer's Quickness stat bonus. It will not 
reduce a combatant's o"erall 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 I):-Normal clothing, assumed if other covering is not 
specified. 

Robes (AT 2):- Full-length robes 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 narural 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 oonnal and unusual (e.g., Buffalo, Elephant, 
Bear). The Garnemaster will have to decide on the annortype 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 J erkin (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 

am1s and to mid-thigh, bur wirh 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 to the lower leg. 



8.2.5 SHIELD-PARRY TABLE 

Bonus Bonus Weight 
Versus Versus In Par ry 

Shjeld Type Melee Missile Pounds Limitations 

Wall Shield 30 40 45-50 None 

Full Shield 25 25 25-30 None 

Nonna1 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 Anns 5* 0 - Cannot parry missile attacks. 

Two-Handed Arms 5* 0 - 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). 

R IGID L EATHER B ASE 
Rigid leather armor and the rigid hide covering of creature like 

certain reptiles and of fantastic creatures such as Dragons. 
Leather Breastpla te (AT 9):- A rigid breastplate covering the 

torso to mid-thigh and part of the upper arms. 
Leat.her Breastplate a nd Greaves (AT I 0): -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). 

C HAIN M AlL B ASE 
Metal chain link armor, metal scale armor, and the hides of 

certain fantastic creatures. 
Cha in Shirt (AT 13): -A chain mai 1 shirr covering the torso to 

mid-thigh and half of the upper arms. 
Chain Shirt and Greaves (AT 14): - As above, but with greaves 

on the forearms and lower legs. 
Full Cha in (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 faciUtate movement. 
Certain Dragons may be of this armor type. 

PLATE B ASE 
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-thigJ1 and part of the upper arms. 

Meta l Breastplate a nd Greaves (AT 18): - As above, but with 
greaves on the foream1s and lower legs. 

Ha lf 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 p late above, but 
with plates overlapping at joints, and plate armor covering the 
legs. 

ARMOR P ENAL TrES 
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. ln addition, when fighti ng 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 or all of his Offensive Bonus 
(08) 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 points 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 lis ted on 
the Shield-Parry Table (8.2.5). 
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PARRYING MISSILE F IRE 
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: 
• T.he defender must be aware that he wil l 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. 

PARRYlNG LIMITATIONS 
A combatant may use part of his OB for missile parrying, 

another part for me.lee parrying, and another part for a melee attack; 
but the sum of these may not exceed his normal OB total. A 
summary of parrying limitations may be fow1d in the Shield-Parry 
Table (8.2 .5). 

Example: Maldek has a DB of 50 and an OB of 85. He 
parries a missile (using his shield) during 1he Missile Phase 
with 25 of his OB, resulting ina DB against that attack of75. 
Then ,during the Melee Phase,he parries a meleeattackwilh 
10 of his OB, resulting in a DB of 60 against that attack. 
Thus, he has a 50 OB left for his own melee auackfor the 
round. 

THE IMPORTANCE OF P ARRYING 
AL& CL is based upon the assumption that characters will use ihe 

option of parrying to protect themselves. In a face to face battle, 
only berserkers, idiots, and desperate characters always use their 
entire offensive bonus in attack. Such characters usually do not last 
long unless they have something special going for them (e.g., 
incredible armor, iJ1credible luck, super healing facilities, etc.). In 
most situations a character wi II 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 andpenalties whicb affect the defender's 

susceptibility to being hit and damaged in combat is called the 
Defensive Bonus (DB). Tt is the number which is subtracted from 
the attacker's combat roll. The defender's DB is composed of 
bonuses for superior/inferior armor, 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 - Annor Quickness Penalty) 
+Adrenal Defense Skill Bonus 

+Position and Cover Bonuses 

+ Spell Bonuses 
+Special item Bonuses 
+Shield Bonus (see Section 4.2) 
+ Pan)•ing Bonus (see Secrion 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 Secrion 4.4.) 

+ (variable) Shield bonus (see rhe Shield-Parry Table 8.2.S). 
+ (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 (derermined by Gamemaster). 

Note: Modifications are crmwlative unless nored oTherwise. 
* -Only one of these modifications can be applied at any 

given time. 

ARMOR QUALITY (4.4.1) 
Especially good annor in rerms of material, construction, or 

enchanunent does not change that am1or's basic type, but rather 
adds a bonus 10 the wearer's DB. Conversely. shoddy annor will 
incur a penalty to the wearer's DB. It is highly recommended that 
Superior Armor bonuses rarely exceed +10 or +15. See RM 
Section 7.3 in ChL&CaL. 

Example: Mira}, a rather successful Ranger. wears a Chain 
Shirt and Greaves (AT 14) raktmfrom the lifeless body of a 
follower of the Bearer of the Root. The GM has decided thor 
this armor is of superior co1rstmcrion (being make by a 
highly revered Dwan1en 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 
annor, 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 of98 (good rolling, 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 

a skill which adds to a defender's DB. This is a very restrictive DB 
factor. Normally. the combatant must be aware ofhis attacker, may 
not be carrying any heavy items or any weapons (other lhan 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 altacks. 

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 rnissile attack cover bonuses: 

Half"Soft" Cover ........................ +20 
Full ''Soft" Cover ........................ +40 
Half "Hard" Cover .................... .. +50 
Full "Hard" Cover ..................... + 100 

Note: If a combatant is completely protected by cm•er, and 
is making no altack himself. the GM may rule that no auack 
may he made against him. 

Example: Mfildek. wondering ll'h)' he e1•erjoined the Con­
fused Young Lords. finds himself defending behind a low 
stone wall against rhe combined forces of Mormiresfil and 
Arxdukanga. During com hat. M1ildek stands to fire his bow. 
The wall rises tO Iris waist. j1/'0tecting him from his foes' 
missile fire . Tlte GM awards Mlildek a cm·er bonus of 50 to 
his DB (mayl>e orerly generous. hm tire GM knows rhat 
Mt'ildek is going ro 1/eed f!l'(! l ) ' hit 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 wi II impart a DB to their possessors. These may 
range from unique magical artifacts to lucky charms. Their design/ 
strength is subject to the GM's devising. 

SHIELDS (4.4.7) 
As described in Section 4.2. a shield or a weapon used as a shield 

will impart a bonus to the wearer's DB against one allack. 

PARRYING (4.4.8) 
As described in Section 4.3, a defender may commit part of his 

OB to increase his DB against one attack. 
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5.0 
OFFENSIVE CAPABILITIES 

The success of an auack wi ll 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 capabi lities 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 combatalll without a melee weapon may not attack 

and may not parry with his OB (see Section 4.3). However, if such 
a combatant 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 -10 club attack.) An object 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 tree. duck under a large 
branch, srep hehind a door). As always, rhe 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). 

. - ;~ 

O NE- HANDEl> WEAPONS WITH A SHIELD 
A combatant armed with a one-handed weapon and a shield may 

attack normally once per round and parry normally (see Section 
3.3). Such a combatant may use his shield bonus for his DB against 
one foe and then use his parry bonus against the foe he anacks. 
Alternatively, he may use both bonuses against the same foe. 

PoLE ARMS 
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 ann 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 to simulate 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-HANDED WEAPONS 
For normal human-sized crearures, 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 
50% 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 hjs auacks (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. 

T HROWN W EAPONS 
If a stationary combatant is trained with a particu lar 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-banded 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 
+ Le1·e/ Bonus 
+ Weapon Bonus 
+ Spell Bonuses 
+ Special/rem Bonuses 
+ Position Bonuses (Table 8.2.7) 
±Status Bonuses/Penalties (Table 8.2.7) 
-Parrying Bonus (Section4.3) 
- 20 if weapon used in lefr hand (Secrion 5.1) 
±Range Modifications (on a11ack tahle) 

- Rcloadin,r: 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 08. 

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

• +5 for each of skill ranks I to 10 
• +2 for each of 10 skill ranks 1 I to 20 
• + I for each of I 0 skill ranks 21 to 30 
• +1h for every skill rank over Skill Rank 30. 

Example: A combatant with Skill Rank /3 with a mace 
would have a skill bonus with the mace of56 = ( 10 x 5) + (3 
X 2). 

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. 

See the Bonuses for Unusual Stats Chart below and ChL 
Sections 2.0 and I 5 .1.4. 

Weapon Type Applkable Stat 
Melee Strength 

Bows, Slings Agility 
Thrown Strength 

Example: Elor has a Strength of95. so his melee stat bonus 
is +15. 

BONUSES FOR UNUSUAL STATS CHART 

L-100 DlOO 020 3-18 2-12 
Stat Bonus Bonus Stat Stat 

102+ +35 +7 20+ 17+ 
101 +30 +6 19 15-16 
100 +2.5 +5 1.8• 13-14 

98-99 +20 +4 17 12 
95-97 +1'5 +3 16 
90-94 +10 +2 15 11 
85-89 +5 +I 14 10 
75-84 +5 +1 13 9 
60-74 0 .0 ~- 8 
40-59 0 0 10-11 7. 
25-39 0 0 9 6 
15-24 -5 -I 8 5 
10-14 -5 -1 7 4 
5-9 -10 ., 

- ~ 6 3 
3-4 -15 -3 5 
2 -20 -4 4 2 

-25 -4 "'4 2 

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 tixed for a 
given character. (See Section 4.4.) 

-(variable) Parrying bonus (see Section 4.3). 

-20 If weapon used in left hand (see Section 5. 1 ). 
± (variable) Range modifications (see individual attack 

tables). 
-(variable) Reloading penalty (see Section 5.2.12). 
- (variable) Armor missile attack penalty (see Table 8.2.4). 

+15 Flank attack. 
+20 Rear attack. 
+20 Surprise. 

+20 Stunned foe *. 
+30 Downed foe*. 
+50 Prone foe*. 

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

-20 Drawing a weapon (also applies to movement). 
-50 Changing weapons (also applies to movement). 

- (variable) Moving (normally the % of possible movemenl 
equals the penalty). 

±(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 
given time. 

LEVEL (Experience) (5.2.3) 
Certain character professions get a bonus to their OB based on 

their level of experience. 

See the descriptions of character professions to determine 
if a given combatant is entitled to such a bonus to the OB (see 
ChL Section 4.0). 

Profession Bonus per Level of Experience 
Fighter +3/level up to 20th, +1/level over 20th 
Thief +2/level up to 20tb (max. of 40) 
Rogue +3/level up to 20th (max. of 60) 
Warrior Monk +2/Jevel up to 20th (max. of 40) 
Monk, Ranger, Bard + 1/level up to 20th (max. of 20) 

Other Professions no level bonus 

Example: A 23rd level Fighter would have a Level Bonus of 
+63 = (20x3) + (3 xI), while a 23rd leve!Thiefwouldonly 
have a Level Bonus of +40 = (20 x 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). It is strongly suggested that bonuses for superiorquatity 
weapons rarely exceed +10 or +15 (see RM Section 7.3 in 
ChL&CaL). 

To determine 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 = ( /0 + 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) i_n a GM's 

campaign which wi 11 impart a OB modification to their possessors. 
These may range from unique magical artifacts to lucky charms. 
Their design/strength is subject to the OM'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. 

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 modification. 

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'-1 0' are modified by +25, attacks at a 
range of 11 '-100' receive no modification, attacks at 101 '-200' are 
modified by -35, attacks at 20 1'-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 ls the 08 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 act of 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 tigures 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 .............................. +2 rounds 
Composite Bow ..................... +3 rounds 
Long Bow .............................. +3 rounds 

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

ARMOR MISSILE ATTACK PENAL TIES 
(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, II , 12, 14, 15, 16, 18, 19, and 20. The 
specit}c 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 bonuses for the mount: 

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

The Riding ski11 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 theOB for 
an attack by a mounted lance. 



MOUNT QUALITY RIDING BONUSES 
(numbers are cummulati,·e) 

wild horse .................................................. -20 
fann horse .................................................. - 10 
riding horse .................................................. +S 
war horse ........................................... ........ +20 
very intelligent horse ................................. + I 0 

The chan below gives some rider percentages for those not 
using ChL&CaL. 

untrained rider ............... -30 and 0% of bonus 

novice rider ................................ I 0% of bonus 

trained rider ............................... 50% of bonus 

ex pert rider ................................ 80% of bonus 

master rider .............................. I 00% of bonus 

6.0 
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 cotTect Fumble Table or the 
appropriate Critical Strike Table. In each fire phase, all attacks are 
treated as simultaneous. For melee, first determine the order in 
which the combatants wil l swing: then resolve each attack in 
sequence. implementing the results immediately. 

6.1 INITIATIVE 
DETERMINATION 

The quickest combatant normally swings first in a melee, bm 
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 auack 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 am1or type on to arTive at the result of the swing/ 
fire. The annor types are the numbers, J-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 detem1ine the results of a Failure 
or Critical Strike. 

The attack tables include 30 weapons (8.3.1-8.7.4), 10 anjmal 
attack tables (11.1.1- I 1.2.1 ), and 2 Martial Arts attack tables 
( 11.2.2-1 1.2.3). Each one takes into account the capabilities of the 
weapon or attack type as well as the protective factor and mobility 
of tl1e am1or type. 

TH£ ATTACK ROLL 
A swing/missile is represented by rolling percentile dice (high 

open-ended. see Section 2.0). 111e 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 I st round of combat 
between 2 opponenrs. 

-20 Pole Arm, after I st 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 combinati~n. 

-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-
alii with the higest total attacks first. 

UNMODIFIED RoLLS 
An Attack Roll of 01-LO may indicate an immediate effect, in 

whicll case, no modifications are applied. 

• An tmmodified roll ofO 1-02 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 
attack 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" ATTACK 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 frrst roll. lf 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 Alfack Roll is 97, so the dice are rolled 
again with a result of99. Tlws,the dice are rolled again with 
a result of04. This Attack Roll is 98 + 99 + 04.for a total 
of201. 

THE N ET ATIACK R OLL 
If the Attack Roll does not indicate a Fumble or a Failure, the net 

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 afumble (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 anacker. 

Example: Coma the Half-dwarw!n Fi.r:hterplayfullyswings 
his boule axe at "his friend" Tre1•or. an Elven Sheeplord. His 
auack roll is 04 and tlmsfalls imo the fumble range for a 
bailie axe (i.e .. 01-05)- Coma fumbll'S his weapon. As 
Trevor hegins 10 laugh. Coma make.~ a roll o/83 and cross­
indexes it with the "Hand Arms (2-hand)" column on the 
Fumhle Table-Coma juggles his weclpon.for 3 rounds and 
thus may 11ot attack; he can still parry. ~(Trevor can stop 
laughing, he can allempt to fry the juggling Ha!fdwaJfwith 
lzis ma8ic trident. If Coma's initicil roll had been an 06 or 
betler, he would not hal'e fumhled a11d lze would hal'e 
rl'solved his auack normally. 

6.4 NON-FUMBLE/FAILURE 
RESULTS 

[fan auack 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 ISO as I SO. 

Example: Mirage makes a net a11ack roll of 87 and has an 
08 of 100 with her composite bow. Her target has 011 AT of 
15 a11d a DB of 30, so her net auack roll is /57. Ho·we1•er. 
since this is greater than/50. it is treated as /50. Cross­
indexing AT 15 with a net a/lack roll of 150. we ger a result 
of"22EP". 

Note that each of the Claw Law Attack Tables ( 11 .1. 1-1 1.2.3) 
has four "maximum result" rhresholds. An attack's net attack roll 
cannot exceed the designated threshold; instead, the maximum 
allowed result is used as the net auack roll. 

Example: An animal makes a Medium Claw a flack against 
AT13. The net a11ack roll is 132. hut the threshold for 
Medium auacks is 120. Thus.the 11e1 a flack 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 o f concussion hits delivered to the target. The second 
component is a letter describing the severity of a cri tical strike (if 
any-no letter indicates that no critical strike was delivered). The 
third component is only present if the second component is present: 
it is a letter indicating the type of critical strike. In the example 
above. the target has taken17 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 critica/s 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 for aU 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 anack indicates that the defender 

receives that many concussion hit.<;. 
Each combatant has a limited number of concussion hits (sec 

ChL Section 2.4 and 3.8). When the limit is exceeded, the 
combatant is rendered unconscious and can take no furtl1er action 
until he is back under the limit. Death may be caused if this limit 
is exceed by a certain amount (see CltL Section 3.8). 

The point at which death occurs is proportional to the 
combatant's physical consti tu tion, 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 result in the victim's death, or, alternatively, 
the number of concussion hits causing unconsciousness added 
to the victim's Constitution on a 1·1 00 scale). 

CRITICAL STRIKES (6.4.2) 
A result of a number followed by one or two letters indicates that 

the defender receives a number of concussion hits (see Section 
6.4. 1) a nd a critical strike. 

The first letter (or d1e only letter) indicates the severity of the 
critical. The severity of a critical strike (or just critical) ranges from 
'A' (least severe) to 'E' (most severe) with the letters 'F' indicating 
multiple criticals as detailed on the individual animal auack tables. 

The second letter (if any) indicates the critical type. Criticals of 
this type are: Slash. P uncture, 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, u 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 cri tical 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 anack table. 



CRITICALS AGAINST LARGE AND 
SUPER-LARGE CREATURES (6.4.3) 
Certain unusual creatures are so large and/or powerful that the 

nonnal critical strike tables are not used when they receive crit ical 
strikes. Unusual creatures are separated into two 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 CREATlJRE CRITl CAL 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 CRlTJCALS 
Some Large and Super-Large creatures are especially vulner­

able to cenain 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 . 

lf a critical strike is obtained when using a weapon of slaying for 
a man-sized creature (e.g., an Ore-slaying sword used against an 
Ore), 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) 
Most of 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 hyan arrow 
and receives a critical calling for damage ro his ankle. 
Instead the GM should rule tlrar he is hit in the wrist. Note 
that he already rec:eiw!s o defensive bonusfor i:Jeing 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 dttermined randomly. 

OVERALL GUIDELINES 

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

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

• Next swing/roll can refer to a missile attack, maneuver, spell 
anack 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 perfonned his action for the current 
round, the c urrent round counts as one of the rounds affected by 
the result. Otherwise, the effects begin the round after the critical 
i!' received. 

• If an item is indicated as being destroyed by a crirkal 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 to avoid destruction. 

CRITICAL & FUMBLE R ESULTS 
Below we provide guidelines for specific criticals/fumbles. 

+#hits-(e.g .. "+5 flits") This many hits(#) are taken in addition 
to the nom1al 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" nonnal damage, 
n Strength spell on a character lets him deliver "2x" normal 
damage, etc.). 

# h its 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 fig/us at -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 
to specific skills (e.g., fighting , running, etc.). Altemative ly, 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 auack; 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 
(his nonnal DB due to Quickness, shield, etc. is notaffected), and 
t11e only other actions allowed are movement and maneuvers, 
botb modified by at least -SO. 

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 perfonn any actions. 

EFFECTS OF "STUN" R OUNDS 
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 a ll "Down or Out" rounds). All 
of these "stuns" due to multiple cri tical 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 fi rst. 
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7.0 
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 guide! ines for moving maneu­
vers and l10w they apply to combat. 

ASSIGNING A DF:GRRR OF DIFFICI.II .TY 
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 
Exrremely 1-Iard 

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: It is important to remember that certain maneuvers 
may be deemed impossible hy the GM. The player should he 
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: Mod(fications 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 PENAL TIES 
Attempted maneuvers cru1 be affected 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., a number) can be interpreted in several 
ways by the GM. 

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

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

MANEUVER PROCEDURE SUMMARY 

I) The character states the nature of his maneuver. 

2) The GM assigns a degree of difficulty and any special modit1-
cations to the maneuver. 

3) The character decides whether or nor 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 
a chasm II feet wide. The GM assigns the leap a degree of 
d!fficulty of"Medium." If the combatam does not cancel his 
maneuver, his roll will he mod(fled by -10 for wearing a 
chain shirt (AT 13: see Table8.2.4). by +25 for a excellent 
Agility, and by -lOfor heing wounded( over 25% <~/'hits) . He 
rolls a 91 .for a net maneuver roll o.f96 (91- 10 + 25 -10). 
Cross-indexing on Tahle8.2.2, we get a result of"SO". This 
means that the combatant has leaped 12' (15' x 80%) and 
therefore has crossed the chasm safely. 

If this maneuver had been 10 throw a rope around a rock 
on rhe other side of the chasm and the same result had heen 
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 succes~ful; otherwise, it wouldfail. 



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 Rare) x (Pace Multiplier) 
x (Maneuver Roll Result I I 00) 

The assumptions made for this movement system are: ( I) a I 00 
Quickness for a 6' tall Common Man will resulr in a "world class" 
sprinrer; and (2) the average characrer (Quickness 25-74) walks at 
3.43 miles per hour. 

BASE MOVEMENT R ATE 
The Base Movemenr Rate for an average Common Man is 50'/ 

round. This can be modified for specific characters by a number 
of factors: rhe 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 chan below can be used for obtaining 

the Base Movement Rate due to stat alone. Simply use the 
character's Quickness stat; the resulting figu re 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' 

lo--

I ~ 

1-

1-

100 +25 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' 
3-4 -IS 35' 

-· 
2 -20 30' 
1 -25 25' 

Note: Some GM's may wish to use the averaRe Quickness 
and Agility when using this clwrt (see CIIL Secrinn 14.1.2). 

Racial Quickness stat bonus modification: This modification is 
based upon a character's race (see CIIL Section 6.2 and ChL 
Table I 5.5.1) and is added 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 sun 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'/md. 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., Halnings) often have large Quickness bonuses and will 
move disproportionately fast considering their short strides. For 
purposes of this rule, simply note rhat the stride of the average 6' 
person is used as the nom1; every 6" difference will result in an 
add or subtraction ofS. One of the following stride modifications 
is added to the Base Movement Rate: 

STRIDE MODIFICATION CHART 

Height Modification Due to Stride 

7'10" -8'3" 
7'4" -7'9" 

6'10" -7'3" 
6'4"-6'9" 
5'10" -6'3" 
5'4" -5'9" 
4'10" -5'3" 
4'4'' -4'9" 

3'10" -4'3" 
3'4"-3'9" 
2'10" - 3'3" 
2'4" -2'9" 
1'10" -2'3" 

+20 
+15 
+10 
+5 
0 
-5 

- 10 
-15 
-20 
-25 
-30 
-35 
-40 

Encumbrance Penally: 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). 

P ACE 
Each round a character must decide the Pace at which he wishes 

to move. This Pace has three effects on actions during that round: 
• Determjnes the movement rate (pace multiplier x Base Move­

ment Rate) 
• Detennines the difficulty of any movement maneuver required 
• Determines how many "exhaustion poinrs" are expended (see 

Section 7.2.3). 

The following chart summarizes those effects: 

PACE CHART 

Normal Exhaustion 
Pace Maneuver Point 

Pace Multiplier Difficulty Cost/Rod 

Walk lx none I every 30 mds 
Fast Walk/Jog 1.5x routine I every 6 mds 
Run 2x easy I 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 cenain 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 annor and a heavy loa<.!. 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 - I 0 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, Fasr Sprint 
6x Wt. Allowance and up Dash, Fast Sprint, Sprint 

M OVEMENT 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 detem1ine the appropriate difficulty (from the Pace Chart, 
or by GM assignment}; the result is the percentage of the disrance 
they would normall y move given their rate of speed. It is possible 
to move faster rhan normal due to this process. 

Example: Bandring isfleeingfrom the dreaded Malevole/11 
Moose. He has a Base Movement Rate of 60'/md, he is 
running , and thus he would normally move 120' per round. 
Due to the pressure of the chase, howel•er.thc• GM asks him 
to roll on rile Maneul'er/Mol'(mient Table. Bandring knows 
the terrain. so the difficulty is "Easy" (see Pace Chart) . 
Bandring rolls 0 11 adjusted D 100 und the result is '100'. He 
moves theful/ 120 feet . Had he rolled lower and go/len a '50' 
result, he would mo1·e but60' that round. Had the chase been 
ar night a higher difficulty cmegory may ha1•e been appli­
cable. 

ENCUMBRANCE (7.2.2) 
The problems associated with wearing annor 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 penalties discussed here apply to rhe 
Base Movement Rate (see Section 7 .2.1 ). 

Basically,eachcharacterhasa "weight allowance'' equal to I 0% 
of his own weight. Jfhe is carrying dead weightless 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: 
I) 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 
units in load 

More Less Than 
Than or Equal to 

Ox lx 
lx 2x 
2x 3x 
3x 4x 
4x Sx 
Sx 6x 
6x 7x 
7x 8x 
8x 9x 
9x lOx 
lOx llx 
llx 12x 
12x 13x 
13x 14x 
14x and up 

Encumbrance 
.Penalty 

0 
-10 
-20 
-25 
-30 
-35 
-40 
-50 
-60 
-70 
-80 
-90 
-100 
- I tO 
-120 



Strength Stat .Bonus: Once a character has detennined his encum­
brance penalty, his Strength stat bonus may be used to cancel all 
or part of this penalty (se.e Section 5.2.2). Tf his Strength stat 
bonus is greater than his encumbrance penalty, the difference 
may be used to cancel all or part of the character's annor 
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 wl10 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 a rate detennined by his Pace. This 
rate ranges from I 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: An unencumbered Bandring travels 50' per round 
(i.e .. his Base Movemenr Rate is 50) when walking. His 
Constillllion is 90 and he can walk for 2700 rounds (450 
minutes) without a rest but he would be cotally exhausted 
thereafter. !/he were to sprint he could move at a rale of 150' 
per round; bul he would exhaust his 90 exhaustion points in 
I 8 rounds (3 minutes) at that pace (5/round x 18 rounds= 
90 ). If Bane/ring were moving in a breastplme and with a 3x 
weight allowance load, his Base Movemenl Rate would be 
reduced to 20' per round and he would have ro "Sprinr" (and 
exhaust himself as indicated)in orderrocover60'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 rnds 

Missile Fire I every 6 mds 

Conce.ntration 1 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 I oo·F ......................... ................................. 2x 

Temp. above 120•F .......................................................... 4x 
·Temp. above 130•F .......................................................... 8x 
Temp. below 20·F ........................................................... 2x 
Temp. below - to•F .......................................................... 3x 
Temp. below -3o· p ....... ................................................... 5x 
Temp. below -50.F .......................................................... 8x 

Rough Terrain ........................................................ .......... 2x 

Mountainous Terrain ....................................................... 3x 
Sand ................................................................................. 3x 
Bog ........................................................................ .......... 4x 
Hits or wounds above 25% .............................................. 2x 
Hits or wounds above 50% ............................................. .4x 
More than 10 hours without sleep ................................... 2x 

More than 15 hours without sleep ................................... 3x 
Increase Mod. by 1 j(Jr each additional 5 hrs without 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 

(see Section 7.2.1) 
(see ChL Table 15.5.1) 

(see Section 7 .2. 1) 
(see Section 7 .2.2) 

(see Table 8.2.4) 
+ Strength bonus (only cancels previous 2 modifications) 

Example: Bandring is a High Man (rac:e Quickness stat 
bonus of -5) wirh a Quickness of90 (srar bonus of+ 10). He 
is6'7" tall so his stride modification is+5. His weight is 220 
pounds and lte is carrying 27 poundsofdead weight: thus his 
encumbrance penalty is ·10, since 27lh. is between fx and 
2x his weighr allowance of22/b. ( 10% of his weight of220). 
His Strength of 85 (bonus +5) plus his race ST stat bonus 
( +10) will cancel this encumbrance penalry, bw it will not 
add anything to the Base Maneuver Rate. Bane/ring wears 
AT 14 with a standard Quickness Penalty of -I 0. This armor 
penalty is reduced to -5, since 5 of this penalty is canceled hy 
his Strength bonus of + 15 and !Jecause his encumbrance 
penalty was only -10. His armor QU penalty can never 
exceed -5 because his total QU bonus is only +5. 

So his Base Movemeflf Rate is: 
55 = 50 (standard movement rate} 

+10 (Qu stca bonus) 
+ 5 (stride modification) 
-5 (race Qu stat bonus) 

-10 (encumbrance penalty) 
+5 (Sr stat bonus) 

-10 (armor penalty) 
+10 (race St stat bonus) 

MovEMENT P RocEss SuMMARY 

1) Detennine current Base Movement Rate (see above). 

2) Detennine Pace (check restrictions). 
3) Movement Rate I round= 

(Base Movement Rate) x (Pace multiplier). 
4) lf pressure situation, make a maneuver roll (Section 7 .2.1). 
5) Expend exhaustion points (Section 7.2.4). 
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8.0 
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 productforeaseofuse. The 
original numbering scheme is maintained because most ICE prod­
ucts refer to these rabies by rhe 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. fn 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.l.l Slash Critical Strike Table ........................................... 80 
8.1.2 Puncture Critical Strike Table ..................................... 81 
8.1.3 Krush Critical Strike Table ......................................... 82 
8.1.4 Large Creature Critical Strike Table ........................... 83 
8.1.5 Super-Large Creature Critical Strike Table ................ 84 

8.2 MISCELLANEOUS TABLES 
8.2.1 Fumble Table ........................... .................................... 90 
8.2.2 Maneuver/Movement Table ........................................ 91 
8.2.3 Baule Round Sequence ........................... .................... 92 
8.2.4 Am1or Table ................................................................ 92 
8.2.5 Shield-Parry Table ............ .................... ....................... 93 
8.2.6 Defensive Modifications Table ................................... 92 
8.2.7 Offensive Modifications Table .................................... 92 
8.2.8 Initiative Detennination Table ............ ........................ 93 
8.2.9 Maneuver Modifications Table ............ ............... ........ 93 

8.3 ONE-HANDED SLASHING WEAPONS 
8.3. 1 Dagger Attack Table ............................ ....................... 38 
8.3.2 Falchion Attack Table ................................................. 39 
8.3.3 Handaxe Attack Table .............................. ................... 40 

8.3.4 Main Gauche Attack Table ........................................ .41 
8.3.5 Scimitar Auack Table ....................... .................... ....... 42 
8.3.6 Rapier Attack Table ............................................ ........ 43 
8.3.7 Broadsword Attack Table ...... ............................. .. ....... 44 
8.3.8 Shorr Sword Arrack Table .......................................... .45 

8.4 ONE-HANDED CONCUSSION WEA}>ONS 
8.4.1 Armored Fist Attack Table .......... ......... ...................... .46 
8.4.2 Club Attack Table ....... ................................................ 47 
8.4.3 War Hammer Attack Table .................. ...................... .48 
8.4.4 Mace Attack Table ............................................. .... ..... 49 
8.4.5 Morning Star Attack Table ....... ................................... 50 
8.4.6 Whip Attack Table ................................. ..................... 5 1 

8.5 MISSILE WEAPONS 
8.5. 1 Bola Attack Table ..................... ................. .................. 52 
8.5.2 Composit Bow Attack Table ............................... ........ 53 
8.5.3 Heavy Crossbow Attack Table .................................... 54 
8.5.4 Light Crossbow Attack Table ................... .................. 55 
8.5.5 Long Bow Attack Table .............................................. 56 
8.5.6 Short Bow A track Table ............................................. . 57 
8.5.7 Sling Attack Table ......................... .............................. 58 

8.6 TWO-HANDED WEAPONS 
8.6.1 Battle Axe Attack Table .............................................. 59 
8.6.2 Flail Attack Table ........................................................ 60 
8.6.3 War Mattock Attack Table .......................................... 61 
8.6.4 Quarterstaff Attack Table ........................... ................. 62 
8.6.5 Two-Hand Sword Attack Table .................................. 63 

8.7 POLE ARMS 
8.7.1 Javelin Attack Table ................................................... . 64 
8. 7.2 Lance, Mounted Attack Table ..................................... 65 
8.7.3 Pole Arm Attack Table ............................. ................... 66 
8.7.4 Spear Attack Table ...................................................... 67 

9.0 
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 wblch 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. 
lo 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 oo to 90° 
from the previous target or a -40 mod to his attack if the change 
is 91 ° w 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 arrack 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 o· to 90° of the previous target and 
the character takes a -30 mod to his attack. If the change is 91° 
to 180°, the character will be unable to melee the new target, but 
he can change the target ' s attack (if any) to a Hank 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 (e.g .. a thrown dagger) to be thrown in melee in certain 
situations. The potential firer must be able to make a normal melee 
attack (e.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. 1f 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 perfonns 

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 to 50% of his nonnal movement allowance, and fire 
during movement at -50 to his attack. A GM should require a 
maneuver roll for this action. (e.g.,lfthe character fails the roll, be 
may only get pan of the way through his movement, or perhaps not 
be allowed 10 ftre.) 

Note: Opponents on "oppormnity fire" would have the 
option of firing at a character uuempting such a maneuver 
he fore he would fire at them. 

9.4 RELOADING 
~ character may attempt a maneuver to reload his weapon 

dunng 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 of20% of 
normal activity would result in a -20 OB mod). For bows and 
slings, this option closely rellects 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 nom1al 
amount. For example, a reload in 50% of the normal time would 
be a Extremely Hard maneuver. in 75%ofthe normal time would 
be a Hard maneuver. etc. 

TYPE OF RELOAD %ACTIVITY 

Bow Ammo: 
Short Bow ........................................................... 60 
Composite Bow .................................................. 70 
Long Bow ........................................................... 80 
Light Crossbow ..................................... , .......... 170 
Heavy Crossbow .............................................. 230 

Miscellaneous: 
Sling ............................. , .................. ................... 50 
Drawing a Weapon ............................... .............. 20 
Sheathing a Weapon .................................... .... ... 30 
Picking up a Weapon .................................... ...... 40 
Changing Weapons ............................................ 50 
Shift Weapon to Other Hand .............................. lO 

Projectiles (e.g .. a shot from a gun): 
Single Shot ......................................................... 30 
Ctip ..................................................................... so 
Belt ................................................................... 100 

Energy Power Supplies: 
Cell ....... ..................... , ................... ..................... 50 
Cartridge ........................... ....... ........................... 75 
Pack .................................................................. 100 

9.5 CHANCE FOR INITIATIVE 
DETERMINATION 

If a GM wishes to make initiative determination a little less 
deterministic, he can have each combatant roll 2D 10 and add the 
result to his initiative point total (see Section 6.1 ). To make this 
factor less important, only rolllDlO; to make it more important, 
use more dice. 

c: 

9.6 SHIELD BASH 
When using this optional rule, a character 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 in the right hand and all of the two 
weapon rules (see Section 5.1) apply. 

9.7 WEAPON BONUSES FOR 
MISSILE WEAPONS 

Section 5.2.4 states that weapon bonuses for a bow and an arrow 
are averaged to obtain the weapon quality bonus for OB calcula­
tions. This section presents two other options: 
Option L: Ve1y 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 for a 
bow and arrow attack is the smaller of the how bonus and the 
arrow bonus. For example. a +15 bow firing a +5 arrow only 
gives a +5 bonus to the attack's OB. 
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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. 11 does add quite a bit of record keeping. 

Am10r can rake a certain 101al number of "points of damage"' 
before it falls apart; we will call this total t11e armor's endurance. A 
set of armor's endurance is equal to (50 x the annor's rype) plus (20 
times the armor's DB). T hus a +10 chain hauberk (AT 16) would 
have an endurance of I 000 = (50 x AT 16) + (20 x (+I 0 DB)). 

Armor damage is determined by damage taken by the character 
wearing the armor. Each hit taken by the character is I point of 
armor damage, an 'A' crit causes I 0 pts, a 'B' crit causes 20 pts, a 
'C' crit causes 30 pts, a 'D ' crit causes 40 pis, and an 'E' crit causes 
50 pts. Due 10 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% and39% the 
severity of any crits is increased by one 10 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). Between40% and 59% severity 
is increased by 2, between 60% and 79% severiry 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 cri ticals can become Fs. 

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 I% for each 
2 hours spent. We suggest a cost of materials of I % of the armor's 
cost for each I 0% of damage repaired. If the total damage taken 
is over 20% a special craftsman and equipment is required for 
repairs. The craftsman and equipment musrbe 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 I day per I 0% repaired. and a cost of I% of 
the am1or's cost for each 2% of damage repaired. For damage 
above 60% we suggest I day per 5% repaired and a cost of 3% of 
the armor's cost for each 2% of damage repai red. These prices are 
based upon the normal price for a standard set of that type of armor. 
A GM may wish to make al lowances for special or magical armor. 

For characters with "smithing" or"leather-working" skill access 
to proper equipment and material should be required. In addition, 
rhe 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 I) that only delivers 

Unbalance criticals, or 
• A MA Sweeps & Throws attack (Rank I) 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. ln either case, if the character is 
untrained in an unarmed combat technique (e.g., boxing, wres­
tling, karate, etc.),the arrack receives a -25 skill bonus in addition 
to the normal OB modifications. 

See Section I 0.3 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 rota/ hit points is the number of hits he can rake 
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 + IOJ (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 13 above. 

Example: Coma (often called the "Dwarven Punrhing 
Bag") "trips" and falls inro an open pit. The fall does not hurt 
him. hut the sudden stop on the solid rock at rile boll om 
delh•ers two B-severity Kntsh criticals. In addition. rite 
sharpened spikes someone carelessly left imbedded rite 
bottom deliverfi\'e A-severi1y punc111re criricals. Coma is 
lucky. rile criricals do not do any significallf damage (jusr a 
lmnclt of hits): lwwe\·er. the tmal number of srun rotmds 
from rite sel'l'll critica/s is I 7. Since Coma's can take 77 hits 
before passing out. lte passes out if his stun round rota/ 
exceeds 13 (= 5 + (77 + 10)) rounds ofslwt. Titus Coma is 
unconscious. If nothing elsl' happens ro him. he will regain 
t'011SCi OUS/IC'SS in 4 roundS(= J7- /3 ). 

SAMPLE HERBS 

Name Home Form Prepare Apply Effect 

A bass Coastal Beaches Green Leaf 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 Bum 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 (I days) 
Kathkusa Nothern Icy Plains (Rare) Green Leaves - Chew 2X Strength (2-5 mds) 
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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10.0 
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 bow often 
characters die permanently and how long they are our of commis­
sion healing. 

H EALING SPELLS 
In 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 requiri_ng 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 man 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. 

N ATURAL HEALING 
We suggest that concussion hits heal at a rate of I each hour if 

restjng, 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 IN.JURIES 
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 a case to case basis. For example, having an arm cut off 
and then reattached might cause a loss of agility (temporary or 
pennanent) and maybe a scar. Death and being raised from the 
dead might cause a general loss of abillties. 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 for most general injuries. When 
using it, apply the character's Constitution bonus to any roll. The 
result is the recovery time for light injuries. Multiply the figure by 5 
for medium injuries and by I 0 for severe injuries. Halve the recovery 
time if the victim is ho~-pital izcd 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 I I I 3 3 2 

91+ I I I 2 2 I 

10.2 AD&D® CONVERSION 
NOTES 

SinceAD&D~(see the* noteat theend 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®substitul'e the 
AL&CL attack tables for the AD&D® Hit & Damage Procedure. 

To Hrr 
Each + I bonus in the AD&O® system gives a bonus of +5 to 

1\L&CL OBs. 

D AMAGE B ONUSES 
Bach + I damage bonus gives a+ I bonus to AL&CL OBs. Tlie 

damage bonus is not added to the damage given. 

LEVEL Aoos 
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® usc 

weapon proficiency picks. Allow multiple picks for a single 
weapon, with each pick increasing the OB with tharweapon by +5. 
A weapon used with no proficiency pick has an OB mod of -25. 

I NITIATIVE P O INTS 
Use the Table 8.2.8 normally. Convert 3-18 slats 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 (or equivalent) range. because Lheotherfigures are 
based on the assumption rhat stats range between I and I 00. 

STAT BoNUSES 
Usc the Chart provided in Section 5.2.2. 

D EFENSIVE B ONUSES 
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, etc. do not shift the armor type column. Instead, each+ I under 
AD&O®rules gives a defensive bonus of +5. 

Example: +2 breastplate and greaves (under AD&D*; AC 
3 ( +2) =ACJ ): usingAL&CL. thearmor isAT 18, witha-10 
bonus to the wearer's DB. 

HIT P OINTS 
AL&CL is designed for a system in which a normal fighter will 

take almost I 00 hits by I Oth 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 to any system, remember: the effectiveness, 

flexib ility, 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 tratlemorkforfontasyrule pfr1ying prQ(/ttcts. and these 
rl'{uences are in no way meam 10 indicatt tllattC £lias a ticl'llsc fmm TSR 
ll'itll re!!,ard to this 01· (ln.\' of our producls. 
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1 0·.3 MARTIAL ARTS 
GUIDELINES 

If you use the complete Rolemllsler system, ignore this section. 
ft is intended for OMs that use other systems. 

MARTIAL ARTS IN G ENERAL 
Ln 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 of2 attack tables and 2 critical tables devoted 
to martial arts. All normal AL&CL combat rules apply- unless 
they are specificaiJy superceded by the guidelines provided in this 
section. 

THE MARTIAL ARTS II FORMS" 
The martial atts forms given are broad generic classifications 

and represent no specific style. The OM 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) wou ld determine the rate of progression of combat 
capabilities. Level capabilities that arc 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: 

I) 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, agil ity. etc.). A OM should examine the 
normal AL&CL offensive bonuses of his standard characters and 
compare them to the stats giveo. If there is a large difference. 
merely reduce the offensive bonuses given by 25-50%. The stats 
given are those obtained when using JCE's character development 
system. 

I NCREASED l NITJATlVE POlNTS 
On ly martial artists may use part of their offensive bonus to 

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 I 0 points. This reflects a martial 
artist's capacity to focus his anack upon a very fast lethal blow. 

128 ARMS LAW & CLAW LAW I 

MULTiPLE ATTACKS AGAINST THE SAME FoE 
Certain Martial artists may make two attacks against the same 

foe in one round(if"Speedcd" or" Hasted" a martial artist can make 
4 attacks). Factor# l following an OB on the Martial Arts Combat 
Summary Chan 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 
08 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, Jrd D., Japanese) has a 
+100 OB in MA Striking Rank I ("100 213/180 • ")and 
chooses to attack Argund rwice in one round. Because he is 
striking rwice in the same round, he subtracts 30from the OB 
applied w each auack (i.e .. ht' makes rwo +70 Ml\ Striking 
Rank 2 attacks). Of course. he may use part of his 08 to 
parry. and he stilllws the option of only attacking once at 
+100. 

ENGAGING M ULTIPLE 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 anist must be using martial arts 
(unanned combat) and he must ~ubtract 20 from his OS for each 
foe engaged. He must also allocate his remaining OS between 
anack and parry in the same manner against all foes engaged. 



Example: Venuar (Black Bell, 2nd D .. Korean ) has a +80 
OB in MA Slriking Rank I and isfigluing IWO foes. He can 
auack one wilh his full +80 OB or hmh will! a +60 OB 
againsl each (80 - 20). Since 1hc chan inditales he can 
engage 2foes within 180 • ("80 1121180 • '') .he canftglu the 
1wo foes regardless oflheir angle of separation {e.g .. e1•en 
against one frontal and one rear aflw:ker). 

I NTERPRETING 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 ar1is1 wilh a Jrd degree black 
bell in Japanese style karme. His.DB of60opplies to all foes 
!hat he is aware of. This example i,::nores weapon Kata. 

F-Ie could choose 10 fif?ht using any one of his 8 rank 
abiliries (4 striking. 4 sweeps and !lwows). or he could 
a((empt 10 grapple with an offensive bonus {OB) of 50 
(maximum result on/he Grapple auack table of Small). 

• With striking rank 4 and all four sweeps and throws ranks. 
he could only jigllt one target per round wirh til£' OB gil'lm. 

• However, with striking rank 3. he could: 

I) Fi,qht 1 foe with a 70 08, or 

2) Fig/11 2 foes (wilhin a 90 ° arc) with a 50 (=70-20) OB 
againsl each. 

• With striking rank 2 he could: 

I) Fig/11 I foe with fill 85 08, or 

2) Fig/11 2 foes with a 65 (=85-20) 08 against each. 

• Willi striking rank 1 he could: 

I) FiRIII I foe with a 100 OB (1 auack), or 

2) Fig/11 1 foe with a 70 (= 100-30) OB (2 auacks), or 
J) Fig/11 2foes wilh an80 (=100-20) OB (I auack each). or 

4) Fig/If 3 foes wilh a 60 (=100-20-20) OB ( 1 auack each). 

El1'FECT OF WEAPON K ATA 
Certain martial artists use weapons as pan of their Kala (kata are 

patterns of attack and defense that form the basis for the various 
fom1s of martial arts). Weapon kata may be used if a -20 
modification is made to the OB of tbe 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. 

Jt 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. lt 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: 

I) 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 I for each 
increment of I 0 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 table 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 given to the AT being attacked by rhe martial arts auack 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) In addition to the normal (if any) critical strike indicated by the 
martial arts attack table. a weapon kma also inflicts a second 
critical of one severity level less f e.g., a result ofC on the martial 
arts (m.a.) striking atlack table would also inflict a B Slash (or 
Puncture) critical if a knife were usedj. Important: Only one 
die roll is made to resolve both criticals. '111e 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 for striking weapon kat a. If 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 art is! with a rank I striking 
OB of 110. He decides to use u weapon kala ulili:ing a 
morning star against a foe with an armor 1ype (AT) of9( -30 ). 
His OBis reduced to 90 (II 0-20 )due to using a weapon kara 
(-20) found 011 Offensive Bonus Modification Chari). A 
morning star normally fumbles 011 01-08; bur his OBis 40 
more than 50. so he would only fumble on m1 al!ack roll of 
01-04. 

He makes an auack roll of45 .lhus his net auack roll is45 
(arrack roll)+ 90{0B)-30(defender's DB )= 105. If he had 
made a higher auack roll. if would nor have changed file 
result because the maximum resullfor a ra11k 1 auack is I 05. 
Tlte result from the martial ans striking auack wble is 
"JOB." 

The maximum number of concussion flits thai a morning 
star can injlicl upon AT 9 is 27, the maximum for a MA 
Slriking auack a~:ainst AT 9 is 19: so rite actual number of 
concussion hils inflicted is 18 (=10+27-19). 

The critical damage is a 'B' martial arrs Striking crilical 
and an 'A' Kmsh critical are applied to !he defender. Thus, 
if the mar!ial artist rolled a critical result of 52; !he 'B' MA 
Striking critical would slun the joe for 1 round and inf7icl6 
concussion hirs. while !he 'A' Krush critical would force a 
parryal- 25forone round and injlicl5moreconcussion hits. 

The ~:rand lola/ of damage would he: 29 (= 18+6+5) hits, 
stunned one round, and forced 10parryal-25the next round 
(!he worsl damage inflic!ed is applied first). 

M A OFI~ENSIVE BONUS MOUIFICATIONS 
(CUMULATI VE) 

-20 ....... For each foe over I 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) 

Stath'lics for Striking Statistics for S><eeps&Throws 
FRP 08 IIV112111J 06111/n/#3 

Form 8elt/DegrH Level DB Rank I Rank! Rank J Runk 4 Rank J Rank 2 Rnnk 3 lla.nk~ Crappie 

Knrutc Yellow 1/2 ~ 10 ·25 ·25 ·25 () -25 -25 ·25 s s 
(JtiJIIIIII"SI") Purple 2 20 .10 20 -25 ·2S s -25 -25 -2S s 10 
(Okinmwm) nrown 4 30 50 40 20 10 10 5 ·25 ·25 s 20 

Bluck I M Degree (\ 4(1 7() 1/2/90° 60 45 30 20 10 -25 ·25 s 30 
2nd Degree lS 50 90 1/2/180° 75 l/2/90° 60 45 30 15 5 ·25 s 4() 

3rd Dcgrce 10 60 I OQ 2/,3/180~ 85 112/180° 70 I/2J<X'f' 55 40 20 10 s s so 
~th Oegn.-e 13 63 110 2/4/180° tOO 1/3/180• 8S 1/2/180° 65 l/2f!SQ0 so lf'../90° 25 15 10 M 55 
5th Degree 15 65 120 2/5/1800 110 2/4/180• 95 1/3/180" 1S 1/2/ISCJ• 60 1/2/180° 30 25 20 M 60 

Kar.ltC Yellow 1/2 s 10 -25 -25 ·25 5 ·25 ·2S ·25 s 10 
(Koi'~UII) Green I 10 20 5 ·25 ·25 10 s -25 -25 s 20 

Blue 3 25 40 25 10 -25 20 10 ·25 -25 s 30 
Brown 4 30 so 40 20 10 30 15 -2S -25 s 40 
BI:>Ck I st Degree s 3S 60112/'YJ" 45 30 IS 40 20 10 5 M 50 

2nd Degree 7 4S 80 1/2/1800 05 so 35 50 tnl90" 25 20 10 M 60 
.~rd Degree 9 55 95 1/3/1800 80 1/2190° 60 so 60 l/2/180° 30 25 15 M 70 
4thUegree II 61 I 05 2/4/180° 90 1/2/180° 70 1/2/9(1' 60 70 1/3/180" 40 30 20 M 80 
5th Degree 13 63 110 2/5/180° 100 J/3/180° 80 1/2/1800 70 1/2/90° 80 1/3/ISO• 50 1/2/90° 40 30 M 85 

Judo Yellow I I() l(l -2.5 ·25 -25 20 5 ·25 -2.~ s 10 
G~cn 2 20 20 -25 ·25 ·25 30 20 -25 -25 s 30 
Brown 4 JO 30 -25 ·2.5 ·25 so 1/2/90° 40 30 20 M 40 
Bltttk I <1 Degree 6 40 -10 ·25 ·25 -25 70 1/2/lSO• 60 1/2/90° 50 40 M so 

1- 2ndlkgree 8 so 50 ·25 -25 -25 90 1/3/ lSO• 80 1/2/180° 10 1/2/9()0 60 M 60 
3rd Degree 10 60 55 -25 -25 ·25 100 2/3/ISO• 90 1/3/180° 80 1/2/1800 70 1/2190" M 70 
4th Degree 13 63" 60 -25. -25 -25 110 2/4/180" 10() l/3/11!00 90 1/3/180" 80 1/2/ISOO M go 
5th Degree 15 65 6.5 -25 ·25 ·25 120 2/S/JSO• 110 2/4/1800 100 11311800 90 1/311800 M 90 

Kung Fu Yt'IIOw I 10 2() 5 -25 -25 20 5 -25 ·2.5 s 20 
Green 3 30 ~ 30 15 ·25 40 J(l 1.5 -2.5 s 40 
Brown 5 50 60112!9<Y' so 40 30 60 l/2190° 50 -10 30 M so 
Blacl. ht D. 7 60 K02/2/IRO• 70 1/2)90" 60 so 80 2/21180" 70 1/2/90° (..0 50 M 60 

2nd Degree 10 70 1 oo 2/3!1 so• 90 1/2/ISO• 80 l/219()0 70 I 00 213/180• 90 1/2/1800 80 1/2190° 70 M 70 
Jrd Degree IS 7.5 120 2/4/1 Ro• 1102/311800 100 1/2/180° 90 1/2/90° 120 2/4/18o• I I 0 2/3/180° 100 1/2/180" 90 1/2190. M 90 
4th Degree 20 80 130 2/5/180° I 20 2/.4/180° 110 11311ao• 1()0 1/2/18()0 130 2/!j/180" 120 2/4/180" 110 1/311800 100 1/2/180° M 100 
5th Degree 25 82 140 2/6/180° 130 2/5/180• 120 2/4/180° 110 1/3/180° 1402/6/J.SO• 130 2/6/1809 120 2/4/I&O• 110 1/3/180° M 110 

Wrestling Novice I () s -25 -25 ·23 10 -25 -25 -25 s 20 
Beginner 3 s 10 -25 -25 ·25 20 -25 -25 ·25 s 30 
Intermediate 5 10 1.5 -25 ·25 -25 40 10 ·25 -25 M so 

I~ Tmined 7 IS 20 -25 -25 -25 50 20 ·25 -25 M 70 
Ex pen 10 20 25 -25 ·25 ·25 70 30 10 ·25 M 90 

Box ins Novice I s 20 ·25 ·25 ·25 5 ·25 -25 -25 s 5 
8¢~1111\Cf 3 10 40 ·2.5 ·25 ·25 5 -25 ·25 ·2.5 s 5 
Intermediate s IS 60 20 ·25 -25 5 ·25 -25 -2.~ s 5 - TrJincd 7 20 ~0 4() ·25 -25 5 -25 -25 -25 s s 
Ex pen 10 25 100 60 20 ·25 5 -25 -25 -2.S s 5 

Sumo Ex pen 15 2() I~ ·2.5 ·2S -25 60 20 10 ·25 L 120 
Wrest lin& 

Form: The $tyle of mnninl ~ns ns it is known in ou•· \YOrl(! todny. This is a very g~ncrul. t;eneric dos~ificntion. 
Bell/Degree: Ranking in the particular style. 
FlU' Level: f.nntasy Role Playing Level: the e'-tulvulent level of an average char.lcter wuh these abiht•cs ( u~oful for rcsistnnce rolls and player cha(:lctcrs). 
DB: Defensive Bonus: defiued in Arm~ Ulw rules. Applie• to All attackers that the mania! Jnist i$ awnre of. 
Rank#: Rank #limit$ the maximum possible result on the nuncl. tnble used. Rank ;tatistie5 for >triking II$C the Martini Ans Striking auack table. Rank statistics forsw.xps and throws usc 

the Maninl An> Sweeps and Throws Aunck Table. The ranks represent increasingly compltx ~nd deadly forms of attack. 
Grapple: Statistics of bundling grawli•g or wrestling a foe (can be used for subduall. 

S,a\f , or L: The muimum result allowed on the Grapple/Envelop attack table (i.e. Small. Medium. or Lnrge). 
II: Offensive Bonus when grappling 

OB 111//121/tJ: See Section 10.3. Eaeh runk one set of these comb>ll statistics: each round tbe comb;uont must ehooseone of these sets of Mat•~tics to use. If 111.112. and #3 :ue left out they 
are u;, umed In be "1/1/- ". 
()U: The Offensive Bonus (OB). The on can be used forpll.n·yoratta~k or part on bOth. However. the smne proportions must be used on nunck nnd parry for all foes fouglltnnd all nllacks 

mndc. 
Ill: ·nte number of auacks which may be mnd~ ngninst one target in ~ given round tif two nnncks nrc made 41Juinstthf same "u!)etthe 08 for both u(lfitks is <,lccrcos.,.l by ~0), 
/12: 11te numher of different foes w~ich cnn be uunckcd in a given round (the OB is dcc:rcu>ed by 20 fo•· ench foe over I engaged), 
#3: The muxtmum nllowed nngle ofscpnnttion for dlffcrcm foes engaged in a gtven round (i.e .. 900 means ull f<Je' mu~t be within :111 nrc ol \101• rso• me:ms ~II foes cnl!Atted .:.an be in 

nny relative position :UOUild the IIHII'ttul artist), Of CllUI':IC. nil foos must be adjacent tO the nturtinJ nrltSI. 
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WEAPON STATISTICS CHART 

Weapon T)'pe Wt. Len. F 
RANGE MOl) (in feet) 

10 25 50 iOO 150 Table Used 
ARNI.Q.R MOOIFI€ ATIONS 

20-'17 16·13 12-9 (!-$ 4: 1 Special 

Historical Weapons 
Axe (woodsman's) 2H 4·6 15-3 4 -30 - - - - Handaxc -5 - 5 - 5 -5 - 5 Nonnally used '" a lool. 
Bastatd Sword I liS 45·6 3-4 4 - - - - - Broad~word +5 0 -5 -10 - 10 
(Hand & o Hoi I) 2H 5 - - - - - 2H-Sword - 5 - 5 - 5 - 10 - 10 Maximum resuh is 140. 

l31i\"CKj?Ck IHC 1·2 S·l I - - - - - Bare fist 0 0 0 0 0 E·criticnls are trcmcd 11s 0-crilicnls. 
BlowGun MIS L.5-2 3·6 5 0 [) - '20 -40 - Sling - 5 +10 0 +5 +J'O All crilicals are punctun:.~. 

Boar Spear PA 5-7 4.5-6 5 - 15 - 30 - - - Spear +5 +.5 () () - 5 Animuls oun't push sh;otl up if 
impaled. 

Boln (rcpl~ccs H I 2-3 :1.5·4 7 () 0' 0 -20 
Bola Table) 

-40 Gropple 0 0 0 () 0 Ma~h:num result is L.urgc. -
Soomeranll' 1'H .5·1 1.5-'2 4 0 (j 0 ·20 -30 Club -s - 5 - 5 - 5 - 5 If user ttained, it retums. 

·•· 
Cat of Nine Tails IHC 1-2 2.5-3.5 7 - - - - - Whip -15 -10 - 5 0 +10 
Claymore 2H 6-8 2.5-3.5 -4 - - - - - 2H-Sword - 5 - 5 - 5 +5 +5 Scouish 211-Sword. 
Cudgel 2H 2-3 2-3 3 - 35 - - - - Club +5 +5 +5 +10 +10 Large walking stick. 
Cutlass ms '2:5-3.5 2-3- 3 -~o - - - - Broadsword +5 0 - 5 -5· - 5 
OatiS (throwing) TI{ ,5-1 ,5, .5 0 -10 - 20 - -

1

..,Daggcr - LO +5 (j .0 0 'I 
17rk IHS .5· 1 5·1 I - 15 - 30 -40 - - Dagger +5 +5 0 - 5 - 5 Scouish Dagger. 

Fist (bare) 11-IC - - I - - - - - M.A. Striking 0 0 () () 0 Maximum result is Rank I. 
Fist ( annorcd} lHC - - I - - - - - Bare Fist 0 0 0 0 0 Bare Fist Table is used forth is now. 
Foil IHS 1.5·2 2:5-3.5 "3 - - ~ - - Dugger + 10 i·lO -+-10 + 10 t iO All critical~ ""' Puncture.,, 
H1trpot>n PA 4-5 6,7 4 - 5 -20 - - - Javelin - 5 -5 -5 -5 -5 Bard to remove. 

-
Jo 2H 1.5-1.5 4-5 5 - - - - - Q·Swff (I (I 0 {) 0 J•patlc>se staff. 

IHC 3 - - - - - Club +5 +5 +5 +5 +5 
1\ntunu IHS 4.,6 3.5-4 3 - - - - - Broadsword 0 0 +5 +5 +5 J:oRancsc sword. -
Lance (mcdic,val) PA 8· 12 10·15 7 - - - - - Lance + 10 ~H) +5 0 0 lf)ousting. all criticnls nrc A's. 
l..as~o TH 1·2 6.5- 10 6 - - - - - Entangle () ()· 0 () 0 Maximum result i!< Medium, 

-
Long Sword IHS 3.5-S 2.5·3.5 4 Bro:tdsword +5 +5 () -5 -5 - - - - -
Net (gl:tdimnr's) TH 1.5·3 4-6 5 0 - - - - Gs~pplc +5 +5 +5 +5 +5 Maximum result is Lnrge. 
Net (fishing) TH 2-4 S·S 8 - 5 - - - - Ompple -~ - S - 5 - 5 - 5 Maximum result b Mt..~Hum. 

No·Duchi 2H 7-9 S-5 ~·· - - - 2H-Sword +5. +5 +5 +5 +5 Japanese 211-Sword. 
~ 

Nunchaku IHC 2-.3 2.5·3 7 - - - - - MorningStar - 5 -5 - 5 - 5 -5 Okinawnn cereal beater, 
2H 2-3 2.5·3 7 ~ - - - - Flail -5 - 5 - 5 - 5 -s 

Pick 2H 5·8 3-4 6 - - - - - Mauock - 10 - 10 - 10 - 10 - 10 Nom1ally used as a tool. 
Pil um PA 4 .5·5 5.5-6 5 0 -20 - 30 - - J:IVelin +5 +5 +5 +5 +5 Roman throwing •pear. 
Sabre lHS 3-4 2·3 3 - - - - - Broadsword 0 -5 - 5 - 5 - 5 
Sai (parrying wp) lHS 2-3 1-2 2 - 20 -20 - - - Maine. Gnuchc -5 -5 - 5 - 5 - 5 +25 vs. melee if not used to anack. 

Shuriken TH .25·.5 ,1-.7'5 5 Q () -2.0 ~~o - Dagger +5 +5 t lO +1 0 +10 Japanc~e throwing star._ 
Trident PA 4-6 5C8 5 - 15, ~.30 -40 - - Spear o. +5 +5 -t iO ttO 
T~mnhawk IHS 3-4 1-2 2 - 5 - Hi - 30 - - Hamjaxe. -10 - 10. - 10 - 10 ~10 

!J'onfa(spccinl) IHC 1.5-'2 • 2-2.5 4 - - - - - Club +IQ +10·, +10· + 10 +10 Okinawan rice husking rod. 

Fantasy Weapons 
Baw IHS 4-5 2-3 5 - - - - - H;md:axe +15 +15 +10 + I() t iO Can bo u•ed "'' an ice axe. 

C:~bis IHS 2·3 1.5·2.5 4 () () - 10 -25 - Handa•c; - 10 - 10 - 10 - 10 - 10 Basically a throwing ~apon. 

Oag !HS 5·6 3-4 6 - - - - - F-alchion -t- 10 +10 +10 -t-10 '1' 10 A very Iorge blndcd wcllpon. 

Ge. TH 4-6 4-5 8 as Bola Bola l2x Dam; +10' +iO +10 + 10 +10 Treat11ny criticals.as both K and G. 
(a super bola) If fumbled. roll a "DO" on thrower. 

lrgaak '2H 5-6 5·6 3 - - - - - 2H-Sword + IS +15 +15 +15 +10 Roll criticals twice npplg all resulls. 

Kynac IHS 1-2 1·2 2 0 0 0 - 25 ~0 Rapier - 5 -5 0 0 0 A great thmwing dagger. 
~ 

Long Kynnc HIS 2-3 2·3 3 ~ -2D -20 -50 - Rapier + 15 m t15 +15 1' 15 A great long dagger. 

Shang· IHS 1-2 1·2 I Q -.to - - - Scimitar - !0 
(parrying swo1d) 

- 10 -10 - 10 -to +30 vs. melee if not used to attacl<. 

1'yph lHC 4-5 3-4 6 0 0 -10 - - Flail -10 - 10 -10 -10 - 10 If fumbled, roll a "DK" on thrower. 

Yarkbalka IHS 4-5 3-4 6 - - - - - 2H·Sword - H) - 10 - 10 - 10 - 10 If fumbled. roll •• "CS' on thrower. 

'l'y.pe: 2H: TW'(>-H:mdcd Weapon: I HS =One-Handed Slashing We upon; l He~ One-Handt!d Conco>.1ion Weapon: MIS = Missile Weapon (f!Ot "'able in melee): PA = Pole Am•; TH = 
Thrown Weupon \nOt•usnblc in md¢c~ 

Wt.: Weight of wea!)On in pounds. 
Len: l.ength of wenpon 111 feet. 
F: Fumble mog~ (a fumble.<)Ci:urs ir unmodified nnaek· roll is lc$~ I han o~ equal to this nu)'n~r). 
RAIIIGE MOD.: MQdificntion~ npply tCI use a~ mi~Jd le. at r~nge& les~.thiln or~ual fo tbi: given distance lonly one modifie( apP,lic&J. (;-rJ1Cnns not allowed.) 
Tuble Used: The AL&OL uttac~ table w;ed.to re$olve ;~Hac~": 
ARMOR MOD.: Modifications to the u:tuck roll bused upon the armor of the dctendcr. 
Special: V1lriC$ ror each weafl(ln. 
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11.0 
CLAW LAW TABLES 

All of the AL&CL tables are grouped together by type: i.e., all 
critical tables together. all attack tables together, etc. ln addition. 
all of the tables are found in back of this productforeaseofuse. 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 
II. 1 . I Beak/Pincher Auack Table ........................................ 68 
11 .1.2 Bite Attack Table ...................................................... 69 
11 .1.3 Claw{falon Attack Table .......................................... 70 
11 .1 .4 Grapple/Grasp/Envelop/Swallow Attack Table ........ 71 

11 . 1.5 Hom{fusk Attack Table ............................................ 72 
11 . 1.6 Ram/Butt/Bash/Knock Down/Slug Attack Table ..... 73 
11 . 1.7 Stinger AttcH.:k Table .................................................. 74 
11.1 .8 Tiny Animal Attack Table ............................... .......... 75 
11. 1.9 Trample/Stomp Attack Table .................................... 76 

11.2 MISCELLANEOUS ATTACK TABLES 
11.2.1 Fall/Crush Attack Table ............................................ 77 
11.2.2 Martial Arts Striking Anack Table ........................... 78 
11.2.3 Martial Arts Sweeps & Throws Attack Table ........... 79 

ll .3 CLAW LAW CRITICAL STRIKE TABLES 
11 .3.1 Grapple Critical Strike Table .................................... 85 
11 .3.2 Martial Ans Strikes Critical Strike Table ................. 86 
11.3.3 Martial Arts Sweeps& Throws Critical Strike Table. 87 
11 .3.4 Tiny Animal Critical Strike Table ............................. 88 
I 1.3.5 Unbalance Critical Strike Table ................................ 89 

12.0 
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 fan tasy 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. 

13.0 
ANIMAL AND MONSTER STATISTICS 

The animals statistics given in the Animal Statistics Chart are for 
animals that have actually existed on our world. The statistics 
given are suggested values for their use with AL&CL. They 
indicate whichAL&CLattack 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. 

OMs 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 10 90 at 
around 5th level. For ttse with other systems. the OBs and 
DBs given should be examined for their relation to character 
bonuses. It may be tltm the bonu~·es given should be cut to 
between 50-70% for some systems. 
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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 Lhe ten animal attack tables found 
in Claw Law. Some of these tables make huge animals more 
terrible than the most fearsome weapon in Arms Law. The 
comparalive ferocity and prowess of animals is subject to the value 
judgements of the OM. 

The Animal Statistics Chart provides some suggested combat 
capabilities for common earthly animals using the animal auack 
charts. Only the broad physical characteristics are presented. The 
tactical application of the animals' characteristics (as well as any 
unusual abilities) shoulcl 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 spccia1 abilities (fire-breathing, 
invisibility, flying, etc.) must be provided by whatever spell and 
abiliry 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 detennine which attack is used, roll 
percentile dice ( 1-1 00). Low (and in the given percent range, the 
last number) indicates thar the primary artack is used while rhe 
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 Clc1w Law tables. 

Example: Examine the Wo!l·erine entry. On a roll of 1-40 
the woll'erine will use the Bite Attack Table ( 11.12) with an 
offensive bonus of 50 and a Maximum resultofMedium (M). 
On a roll of 41-50. the wolverine will use the Claw/Talon 
Attack Table ( 11 .1.3) with a11 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 arrack 
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 anack) has 
obtained a non-Tiny critical this round. then this attack occurs in 
the same round. 

-./ - lf 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 a/lacks a man. On ils firs! round of 
attack it has a 100% chance of using its Medium Horn atfack 
with a 40 OB (''40MHol00"). It gives the man a "IOAP" 
result. Si11ce it got a non-Tiny critical resulr , it makes a 
Large Bash attack with an OB of60 ("60LBa«"); otherwise. 
it would nor have gorren any more attacks in the first round. 
With the large bash attack, it gives the man em "/JBU". 
Since the Gorgon got a non-Tiny critical with its large hash 
attack, it will get to make aLargeTrample-Stomp auack with 
tJ 50 08 next round ("SOL Ts \1"). 

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 bis 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. 
• Determine theM ax i mum damage for each type of attack (usual! y 

the size). 
• Detennine 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 i>n Mod.*-

Tiny 30 

Small 20 
Medium 0 
Large - 10. 
Huge -20 

SPEED CHART 
DB MODIFICATIONS (AQ) 

(MS)* (MS)t (AQ):j: 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 Wast 20 - 10 \0 97 
FA Fast 30 - 15 15 101 
VF Very Fast 40 -20 20 110 
BF Blindingly Fast 50 -20 25 120 

*.,...-These modifications have ;tlready been factored into the-animal 
:md mo,nster stats given. They are included to facilirate designing 
your own animals and monsters. 

t -This .DB Modifier applies if the animal is actively fleeing or 
evading pursuit. The- ~nimal must be moving. 

:j: -This DB Modifier is only used when an animal altaeks a target 
from tht~Jront wirhoutsurprise. The animal's DB is. only modified 
with respect tO.ttie target's attack. If tliis modifier is applied, !lie 
target gets the tlrsl;ltll\C . 

t, :j:- Have not been factored ihto the DBs of the sample animals 
and monsters. and thus must be applied as the situation calls for. 

LARGER/ SMALLER T .. AN 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 theSize.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 
Swanns 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 Si~e Hils fOB) MSIAQ Level Anaek Atlack Attack SpOOl! I 

AllirocOt tCruculilc) L 120 7( 0) MO/MD 2 60LBiiOO - - J)B • +2U. OB • +20 if in watcr. 
Bn'-n M 50 ](Ill) MD/FA 3 40M(ir70 60MBc• 40:vtlli30 UsunUy in tribal groups. 
B:cmccudu M 40 1(40) vrwr: 2 45MBiiOO - - - -lbt s 4 1(60) VFNF I 20SBliOO - - -
Rear (Grappling) L 170 a(IOJ MF/MF 5 70LGrl00 60LCI• 20M8i« AllaC< mooe as b~ 011 situation. 

(Charging) 60L8ai(Xl - - -
Bees T I 1(40) MO/vt' ( · IOTiiOO Swnrm-20SSc - Poison docs hu I hollbce. 
llird (Mn:oll) T s 1(70) VF/f'A I OTitOO 6 or onorc- OSCI - Slltll'ruws. oloves. ecc. 

(IBr[\C) s R 1(50) FA/FA I OSPiiOO 3 or onorc- 20MCI Gull. ooovcns. ccc. 
Bon Cnn>tric111r ( 15') M 50 3( 0) SLISL 2 60MGriOO 75LGr ~ - -
Oonr M 120 4(~()) FA/MD 3 40Uiol00 30MB a« 20MTs« Unpredic1ablc, ill-tempered. 

·-
150 4(10) 35MHoRO Bull L MF/MF 3 40LBa20 JOLTs• -

C:n (leopard. etc:.) M 100 3(40) VF(VF 3 40MCI40 60MBa60 60MBi..J OtHXhtnlkcn., ami :unbu.hers. 
Cbe.:13h M 70 3(50) BFNF 3 45MCIRO 65MBi« 45MOi20 Liulc endurance. 
Condor L 90 1(30} VF/MF 4 50LCIIOO 45MPi ..J - -
Cmb T 8 2(10) VS/MD I OTiiOO 6or morc-35SPi- -
O.:er (Stag. CIC.) :vt 70 3(40) VF/FA 2 20MHo90 20MTsl0 - ;\obles only. 
Dolph on M 80 1(40) VF/f'A 8 50MBnl00 - - lmelh~;eru. 

Eat:le M 30 1(30) FA/FA 3 -15MCIIOO 35SPi~ - - -
Elephant (male} L* 450 12(10) FA/FA 7 90HIIo70 80H8a30 75HTs• Could grapple ir trained 

<femulc) L* 45<1 1 ~( 1 ()) FA/FA 7 801ffial00 7511Ts• - c,,uld j!lnpple if tnlined. 
~~ 

Elk (mnle) L 2(XI ~( 1 0) FA/FA 3 IOUHHoiOO 90Liln" 60LTs~ Loner ~XCCI>tlluring mnting ~-ensnn. 
Falcon s 25 1(60) VF/BP 2 30MCII()(l 2()SPi .J - -
(.lunllu I. 110 ~~ ()) MD/FA 4 4SLGr80 70MBi• 50MBi20 -
ll nwk s 25 1(60) VF(VF 2 40MCI100 25SPi .J - -
l~orsc (chnrging) L 150 :1(20) FA/FA 3 50LBaiOO 35LT'" - Mu·si1.ed w:orhu=. bon=s vary 

trc:oring) 50MCr70 45LTs .J 30MBi30 ror hea\•ier or lighrer hon-e.<. 

llnu-..:cJt s tO 1(40) FA/FA I 10Ti60 tm:w Both20 -
llycn~' (Jlockal>. coc.) M 70 3(40) VF/FA 2 45MOol00 - - L:orge p:lCk,, cunning. 
KillerWh~le L• 600 8(20) VFNF 8 120HBo80 15011Gr• IOOHGr20 lncclllgent. vomcious. 
Km~en (MIUill· like) L• 200 8( 0) MF/VF 8 IOOIIGriOO 70HPi..J - Po nnnek due to bcok. 
Lion L ISO ·1(20) fA/MF 5 l!5LCil00 85LBo• 120LCI ~ 3rd n~nek os long ._, cries obl:>ined. -
Liz:ord (general clo~) T 8 1(80) BF/VF I OTilOO 6oM"more-IOSPi - -

(lurgcl s 16 1(50) FA/MF I IOSPilOO 3 or mnn.'-IOSPi - I r poo.ocmo". I >t ouack '" 50'ff. ·-Lob•ter s 10 12( 10) VS/MD I 20SPi100 - - -
Munou Ruy M 35 1(40) YF(VF 3 30SBniOO - - -
1\'fongOO>C s 35 3(70) FA/BF f 50SBiiOO - - DB unusuoll)' Iorge due co AQ. 

Moose L 120 4(20) FA/MF .l .lOLHoHX) -10LB~« 6ULTs ..J Males only 
Moray Eel M 75 3( ()) SL/MF 2 IOOLBiiOO - - AmbU>h uttacks 011 sea floor. 
0<:10pU> ~~~fj;C) M 40 1(~0) FA/FA :! 60MGrlOO -lOS Pi« - -
Owl M 35 1(,,0) FA/FA I 40MCIIOO 40SPi ~ - Prinnr ily nocturnal. 
Pike M 45 1(40) VFNF 2 30SBiiOO - - -
Pir.mha T 4 1(7()) VF/VF I 25Til00 Cc or mort-l~SBi - +20 "'hen waccr bloody. 
Rm< s 5 1(30) MD/:vtF I OSBiiOO 3 or morc-30SBi - -
Rhinocci'O$ L 240 12(0) MI)/MF 7 lJOIIIIu iOO IIOHBa- IIOI·ITs oJ Blind ch.orgc. poor cyc,ight. 
S~bcnooth Tiger L 250 8(30) VFNF 5 IIOLBi70 70LCI20 Both tO -
Scorpoon T 2 1(40) MDNF I IOSStiOO 6 or mo~SOSS1- Very poi<onou>. 1·50 hit>. 

Sh:ork L 250 4(20) I'A/Fi\ ~ 1()()1.81100 - - +30 when w~ocr blood)'. 
Sn.'lkc (nucH"M"tr. ) s 10 1(50) l'f\fVF I 25Til00 t><orcnotc -liSHo - -

(IMJle, non-CO<lStr.) M 20 1(30\ t'A!VF I IOSIInl()(l 3 oronorc-2~S ilo- - - -
Spitkr tAn~<, etc,) T I I( 10\ CR(FA I ~50Til00 Swurm-(lTi - l nno~~:uou>. PO>sibly poisonou~. 
Squid (large) s :!() l(50l FA/FA I ~OSGriOO 0SPi1 - -
Tiger L 150 4(30) Vf'/VF s 75LC140 90LBa60 IIOLBi v Rushc~ from shon rnngc. 
Turtle (lnrgcl M 110 12(301 CR/SL 3 !OLPiiOO - -

tlnrsc <eu) L 1211 12(4()) FA/Ml) .I 40MPil00 - - I( nol in water. us ubo~c. 
Wca,d s 3> 1(50) FA/VI: I 50MBoltxl - - Vicious. 

-
Whale tSpemt Whale) L• 700 8(501 MF/MF 8 60SGr50 75HB<L~0 - 'E' Or cnc means carge1 is swallowed. 
Wihlcac (many types) s 60 3(60} VFNF ) JOIICIJO 20SBiJO B01h-IO Loner<. omho.<bcJS. --Wolf M 110 .l(JO) FA/FA 3 65Milil00 - - P:ccl. humcr. mtelligcm. 
Wolverine s 45 1(50) Ff\NF 2 SOLBi-10 -ISMCIIO Borh50 Exlr<mcl) vcccous and bellicose. 

Code!~: MoM or these >tatosucs arc standard AL&CL coonbm slallstics: Hits. AT= Annor Type (S~uon 4.1). DB= Defensive Bonus tSeccion -1.4). level (for RR~. S<-c.CirL and SLJ. 
Si1.e: See Section 13.4. T =1iny, S =Small. M =Medium. L =Large. H = Huge: L• =Any cricicnt. againscthiHrcmure a~ resolved usmp oh~ L:lr~c Crcacur~s rules(Seclion 6.4.3): H• 

= Any critical\ ngainStlhis .:re:uure ure resolved usin~ th~ Super·L:lrgc Creature rule> (Section 6.-I.J). 
Speed: Sec Sec cion 13.4. MS = Movcntcnc Speed. the rncc at which rhe animal i~ capable of rmvdlin~: AQ,. Auack QuickneS$ \sp~cd or animal's :tuackl. 
Auack~: See Section U.:l. The auncks nrc given in the ft!llowin!l fpm1: 0/J Arta<"k Sb• ilrflll'~ 'I'Y/Ir !lticllihmul hlfi~r/JI!IIiolt. 

OR: '11~< <randard Offensive Bcnu.~ for this nunck. 
A IInck Si1.c: Maximum r~suh allowed on um•ck 1:1blc (~c Scccion 6.-1): S =Smull, M • Medium. L = Ln•·ee. N = Hu~e. oltl C<>dc for l'ln)• un~ck~l. 

Allnrk Type: Type ol nuuck: Bo = Bo.h/Rnm/Buu/Knock Down/Slug: Bi-= Oitc: Cl = Clnw/l'ulon: Cr = Cncshlftoll : Qr = Grnplllc/Enwlop/SI'.ollow: Ho = IIClnl/l'u>k: Pi = 
Pincbcr/Beak: Sc = Stin~cr; Ti =Tiny Animnl<: T~ = Tr:unple/Soornp: Wp = \Vcupon~. 

Addlcional Information: Soc Sec cion I 3.3. # • chc r,~ chance of chis onock beonJ! u<cd; "= tr the ;llcuc~ ~iven on che ldt(i.c .• ohc primal')' ~u.cck for n .ccondru-y nnnck or the 
..ccorldlory an:ock. for a certiat) onockl ha' obtooncd a non-Tiny cnticnlthi~ round. chen ch" onac~ Q<:Curs in chc ~am< round: \ = 1r chc unnc~ &"·~non cbc ler"tli.c .. che primal)' 
anack for a >econdary aunck or the <econdury anncl. for a tenoary anackl has obtamed a non-Tony crnicalthis round. chen this anack cxcun. in the following round: opt =- The 
cre:toun: may~ Ucis llltack (_.~ually • weapon) if •t desire• (usually decennm,>d b)• the GMl 

• - O.:fen•ive Bonu~~ (08} su mor~ed .ue obtained rrom che normal procesl' wich •n extm bonu, for c~peciully cough hide>.ljUickn«•. 'tururt a old gencrnl foccor.. conccmmg the 
fearsomeness or the creacure. 

2X Damage: Targec receives double the hiL< by the tnblc•. 
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MONSTER STATISTICS CHART 

AT S~mcd Primary 
r<ame ,Size Hits (DB) MSfAQ L;evel At(ack Special 

Ant (Oi;,nt) s 25 17(30) MO/MF I 15$Pi100 A•sumes Ant is I 10 2 feet long. 
(Ginnt Wurrior) s 40 19(40) MF/PA 2 35MPil00 Assumes Ant is 2 LO 3 reeL long. 

Ape(<Hantl i:. t20 8(LQ) MF!PA 5 55MCIIOO 70hGr•• uowp,t Con usc simple hand wenpons.-
Basilisk L 110 12(1 0•) MD/MD Q 60LHoloO lfas special ab)l.ities. 
Beetle !Giant) M 50 16(l0) MF/FA 2 6£LPiiOO Asswnl!$l3cc1lc is 3' ~ectlnng. 

Centaut L 80 4(30) VF/VF 5 50LOalUO 40LTs« 50Wf1upt Intelligent Centaurs may use weapon,;. 
Chimera L 180 4(30•) FNFA 10 90LBi50 90LCI30 40MIIo20 Has unusual abilities. 
Cockatria s 30 3(50) VF/MF 50MPiiOO Ha.~ unusual abiliLies. 
Crab (Giant) M 60 16(20} MF/MF 75LPi lOO Assumes Crah is 4 feel wide. 

Demon (Pale I) M .35 1(20) MF/F.A 20MBa100 50MCr~ 10Wp,opt Tfypes as given in SE. Demons from 
(Pale 10 M ~0 3(30) FA/PA 40LBal00 80LCd ~OWptlpt ocher ~}~tems"na~ he placed 
(Pale Ill) M 90 4(~0· YF/fA 70L.Bn100 ltl5kCr .J 70WpQpJ.. into !l!e-1c classes. · . 
(Pole IV) M 120 4(60°) BF/PA IOOI.Bul·oo 1iotl:r ..J 90Wpopt 
(Pale V) L• IR<l lt(50~) VF/FA 125LBn l00 150HCnl 120Wpopt 2~ drtmagc with weapon. 
(Pale VI) L'" 250 12(60~) VF/PA 1501-JBaiOO 17011Cnl 165Wp opt 2~ dnmnge with weapon. 

D<lpplegaugtr M 80 4(40) VF/.BF' 40MINO 6QWpopt If in proper form, it c~n usc wllapons. 
Dragon (typical adult) H• 450 16(50•) V,PrfA 170HCl30 120HBafO Oiff. Dragons.huve unusuul abil ities, 
Eagle (Ginnt) L ISO 3(40•) VF/VP 60LPi ~ Trained rider could also ullack, 
Efrwt M II () 1(7()) VF!VF 70i:Cr<• 6Q~p50 B;o cricicals al'c R.eal if SL is u~d. 

Elemental (weak-AIR ) M 80 1(4()) VF/PA 10 40LBaiOO 40LGd Ba criticals arc Impact if SL i~ used. 
(weak-EARTii ) M 80 1(40) VF/FA 10 70LBal00 50MGr..J 
(weak-FIRE) M 80 1(40) VF/FA 10 50L8al00 50MGr ..J Ba criticals arc Hear if SL is used. 
(weak-WATER) M 80 1(40) VF/PA 10 60LBaiUO 60MGr..J Ba criticals are Impact if SL is used. 
(powerful-AIR) L* 120 I(JO) Vf:/FA 20 (()HBaiOO (i(lCGr..J Ba erilicafi< are'Tmp_uct j f SL is u;ed. 
(powerful -EARTH) L~ 1'20 I(JO) VF/FA 20 120HBaJOO 80t::Gd 
(powcnui-FI,RE) L• 120 1(30) VF/PA 20 -90HBalOO 70I:.Gnl Ba en ticals ar.e Heat if SL Is used. 
(powcd"ul-WATER) L• 1'20 [00) VF/fA 20 100Hl3u.JOO ?5LGr..J Ba critical~ are lmpact ~' SL is used. 

Gargoyle M ~0 16(30°) MI'{FA 60LCI60 4l)MBi« Both.IO If intelligent. cnn usc weapons. 
Genic M 90 1(40) VF/VF 75M8a30 65MGr« 70Wp70 lla.' unu~ual abilities. 
Oinnc(sm:lll) l.~ !50 4(20) FA/FA 35LBniOO 50LCr.J 60Wpopt 2x drtmage with weapon. 

(medium) L* ~so 8(20•) FNM,F 65HBn lo0 96Hcd 80Wp0111 3x damage with weapon. 
tlarge) H• .l50 12(30*') F~/}.1F '75HB'a 100 [OOHCrV 120Wpopt 4x dnrnngc_ with weup'on. 

Goblin M 15 1(10) MD/MF 25\Vp Opl Wears unnor. wp 08 varies with lvl. 
Golcm Mesli) L 100 1(15*) MI!IMD 50LC:n• Usually have.litlle intelligen.oc. 

(Clay) u 120 1(20•) MD/MD ·ooLCr« n.e..izi.,·'for the golcms need 
(Stone) L• 170 J6(20•) .MDl~ (OLCr« no!2e L !lnd'H: the L" and H* are 
(Iron} H* 200 2()(30*) MD/MD 80LCr« given to indicate the critical charts 
(Mithril) H* 250 20(50*) MD/MD IOOHCr« used when Golems are anacked. 

Gorgon L 110 9(20") MFlVE 6Q(;Ba« 50t{fs ::J Has unusual abilities. 
yriffin L 1) 0 7(30) VF/Vf 60t:..Bi40 Boch20 Has unusuul ubilitlil-<. 
H!!rPY M 50 2(10) ·MD/MD 30Wpopt Ras unusual abiliries. 
Hifpo_griff L 160 8(10) MF./PA 75LPi30 Both35 Has unusual abilities. 

Hobgoblin M 25 I( 10) MO/FA 35Wp opt We:;~ nnnor, wp OB v:~dc,s wiJh lvl 
Hydro L* 150 16!20°) MD/FA 4· 7 hca!b. cuch head sets un nuack. 
Lich M 150 1(75•) BFIBF Has very unusual abilities, gO<ld luck. 
Medusa M 60 l (2.0) MF/VP lias unusual abilities, -
Ogre (small) M 90 1(20) MF/FA 75MBa,90 40.MCI« 30Wpl0 Wp capa!>ility rises with intelligence. 

(large) L* 140 1 ~10) MP/FA 1201.Bu85 80LCI« 69\Vp 15 Wp copaaility rises \yith intelligence. 
Ore (non-combownt) M 15 1(10) MD/MF 15Wp60 20Ti40 Women, children and non-fighters. 

(fighter) M 45 1(10) MD/MF 35Wp85 '25Til.'i Use~ weaJ>Ons and arnwr. 
(leader) M 75 1(10) MD/MF 60Wp95 30'fi05 Lends squads of fighcers. 
(commander) M 110 1(10) MD/MF 90Wp99 35Ti0 1 Rules large clans or groups of Orcs. 

Pegasus 1., 75 3f30) VF/FA 35MCr7.0 35MTs•< 30'MBi30 Has unusual abilities. 
Roc (hug_e: bi«l) 1..., 200 4(30•) Vfi(FA ~OHCIIOO 80UPi t.J Trained rioer could. al$0 aua~k. 
Sphinx H* 159 8.(30*) VF/VF 17()HCI50 150HBi25 Both25 Extremely vicious physical fighter. 
Titan H'i' 250 8(20) VF/VF t1ClHBul00 200HCr« 12()\Vpopt 4x damagc·with weapons. usc.nt will. 

Trull (clnssicnl. smnll) L 110 11(20•) MF{FA .s tllOLBn70 ROLCI30 40MBi« Semi-intelligent. 
(elas.~ical. large) L• 170 11(20•) MF/FA 10 160HBn70 llOHC130 65LBi« Scmi·intelligcnl. 
(civili1cd, smnll) L 100 11(20°) MF/PA 5 llXJWpopt 50MBn70 40MCI30 Uses wps and armor (unless disarmed). 
(civilized. large) L* 165 11(20•1 MI'/PA 10 140Wp opt 80L0a70 60LCI30 Uses wps :tnd annor (unless disarmed). 

Undead (Closs ll M 25 1(10) MDI)' A I 25SBa90 I5Wpl0 Ola,~se.< ~ in S/,;.: Undead Ctorn 
(Class 11) M 50 1(20) MF/FA 3 40MBa60 4.SWp40 other S\'stcms mav be placed lmo 
(Class Ill) M 1()0 1(30) FA/FA 7 60MBa50 50Wp50 ihese classes. slz~s rOr Classes v 
(Closs IV) M 135 1(40•) VF/VF 10 95Wp60 70LB:t40 and VI need not he Land H; L *and 
(Class VJ L 165 1(40•) VFJBF 15 110Wp70 90LBa30 H* are given to indicate crit charts 
(Cia.<~ VI) H* 200 1(40*) VF/BF 20 I ~OWpR() 'JClHBa20 used when 1 he Undo ad arc auacked. 

UnicQm L 90 4(40) .BF{VF 10 IOOUloiOO 30MB a<• .SOMTsr Has ,unusua! itbilitics. 
Werewolf M (30 4(50*1 Vri{VF 7 65LBi35 '50LCI30 Both35 Has,unusua.l abilities. 
Wen:bear r.. 190 8(40•') FA!Vfi 8 85LGrlOO 70LCI• 70LBi• Has unusual obiljties. 
Wyvcm L ISO 1¢p5•) VF/PA 10 90L\'i60 @LCI20 60LBa20 Ha~ unusual abilities,. 
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14.0 
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 com batants 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 t ries to run by. Alternatively, after all 
of the imemions 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 \he 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 a void 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? 
Nom1ally, you can't wear more than one suit of armor; they aren't designed that 

way. If you do allow it, we would suggest you combine both armor penalties and 
then increase re.sulting penal ties by at least 50%. 

Wearing Armor Types 5·8 seem to be worse than wearing no armor. W hat's 
the story? 
Section 4.1 of AL&CL says exactly this about Armor Types S-8: " ... worn as 

wea1her pr01ec1ion by cer1ain civilia11s and as combat pr01ection by some militia 
and irregulars." 

Thus A Ts 5-8 are considered to be cold-weather clothing and cheap "annor" for 
militia type combatants. These ATs are easier to hit than AT I, but they reduce 
the severity of the cri ticals taken as sh:.wn in .the chart for starting critical #s below: 

A B c D E 
ATI 85 89 94 102 122 
ATS 70 &4 100 113 132 
AT6 75 !!7 103 118 135 
AT7 80 li9 103 120 137 
AT8 85 98 113 129 140 

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

As far a~ 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 of60-75 wil l 
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 I do? 
For Greaves, you may wish to roll a percentage chance that a critical to a 

speci fic limb is nu ll iJ1ed (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 roe 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 !lank}; this bonus is applied in addition 
to any DB due tO other factors (i.e. , Quickness, parrying, etc.}. 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 in a given round. So when manialarlist parries a weapon 
with part of hi.s OB he actually dodges more that round or blocks the arm that 
wields the weapon. 

If a combatant uses 100% or his OB to parry. does he still have to make an 
attack? 
If a player uses all of his OB to parry, he m ust 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 s kill bonus ror a shield? 
You may allow characters to develop "shield skill", but we do not suggest you 

do so. Shield skill allows a character to in effect double his attack/parry bonus and 
thus unbalances things in the system. For exumple, 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 !-Handed 
weapon/sh ield combination. 

OFFENSIVE CAPABIUTIES 

Can an exceptionally s trong 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 deve lop 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 maximum results? 
lt is assumed that a weapon with a "bonus" (e.g .. a Mi thril 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 deUver 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. 

O ne of m y characters wants to t.hrow sand in an opponent's race dur ing 
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 I st level attack (see 
SLor ChL&CaL), modified by · I per hit deli vered and - 10 for each severity of any 
critical (i.e .. · 10 for an A. -20 for a B. etc.). 

I f a foe is down, surely he's prone to attack? W hy can't you a pply both the 
d own bonus and the prone bonus'? 
The prone bonus is normally used fortotally ioactive foes; downed foes 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 R ESOl-UTION 

How do you handle atlacks against a sleeping or unconscious foe that you are 
standing over? 
We just require a simple maneuver to ki ll an unconscious or sleeping foe. Thi~ 

is called having an overwhelming advantage. 

How do you hundJe damage to structures? 
We don't have a fixed method for handling damage to structures. we just jury 

rig something when we need it. Currently. we assign doors a AT of20 (stone, 
metal, or metal reinforced) or AT 12 (wood) and a cenain numberofhits (50-1000) 
and let people ":mack" them normally. 

How would you deter mine if an arro" nred at a foe with a shield misses or 
sticks in the shield'! 
If the arrow would huvc hit the rarget if he had not had a shield. you may assume 

that the arrow euher stuck in the shield or glanced off. 

Do Large and Super-Large creaturesstilltake the hils from the normal attack 
tables? 
Yes 

J feel the sling attack table delivers too much damage; what should 1 do? 
For your own game, you can always decrease the hits given our by various 

weapons (e.g. , half the hits. quaner the hits, ere.). 

MANEUVER ING 

Why don 't characters without armor get a big maneuver bonus? 
A charuc:ter in AT I has a +0 armor penalty: a character in AT 18 has always 

h~s at least u -20 armor penalty for all of his maneuvers; thi~ i~ equivaJenr to the 
difference between u 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 I gets his entire Qu bonus for his DB. while the AT 18 character 
gets a -20 Qu penally. 

MARTIAL ARTISTS 

We nnd martiaJ artists to be too powerful in combat; what can we do? 
From our experiences with RM tactical situations. a martial arti~r's (MA) 

advantages due to Adrenal Defense arc 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 a~ainst 
animal and cenain spell attacks. 

Ignoring stat bonu~s :111d as~uming rwo skill ranks per level in combat ~kills). 
a lOth level MA will huvc :m OB&DB rotuJ of: J64 = 72 for Adrenal Defense+ 
72 for skill bonus 08 + 20 for level bonus. 

Ignoring stat bonuses :md assuming +10 or + 15 equipment and assuming two 
skill ranks per level in combat skills. a lOth level Fighter wil l haveanOB&DB tollll 
of: 156 (up to 181) = 35 (up to 50) for shield+ 10 (up ro IS) for amlor + 72 for 
skill bonus 08 + 30 for level bonus+ 10 (up to I 5) for weapon. 

To develop the above capabilities will cost the Fighter 13 Development points 
per level for one melee weapon and one missile wcupon, it will cost him just I or 
2 DPs per level for each uddition weapon he wishes to develop skill for at a rate 
of one skill rnnk per h:vcl. 

To develop rhe ubovt: cnpabilirics will cost the Manial Artist 26 Development 
points per level for just one area of martial ans and no other weapons. ft will cost 
46 DPs per level for both areas of martial uns and one missile weapon m one skill 
rank per level. 

So martial 11nists may be good in combat , but to do so they will give up 
flexibility and the capabil ity to do unything else. 

In a missile combat the MA's ubilitics really decrease: his ADef is halved to 36 
against missiles. and cannot be used ;u all if the MA is holding a bow (i.e., ADef 
cannot be used if a "non-weapon kuta weapon" is held in hands). In addition, the 
MA cannot normally usc pan of his 08 to parry missile a11acks (i.e .. he hn.~ no 
shield). Meanwhile. the fighter gets his full shield and armor bonus and can parry 
if be holds a shield. 

Many animal and spell a11acks will tear up a MA in no armor. while a Fighter 
in chain or plate does better. 

If your game does not have weapons, am10r and shield with bonuses. mania! 
anists will be very powerful. lf you gtve Mania! Artists lots of stuff like "brncers 
ordelensc" and allow them tO "parry" missileanacks with theirOBs,theycan also 
get out of hand. But us wrillen the disadvantages of martial anisrs balance out their 
advamages in most of the campaigns we have been as.~ociated with. 

CREATURE CAPARILITlES 

Can unimals and monsters parry? 
Intelligent cremures can pnrry normally if they have something to parry with 

(e.g .. horns. u shell. urmor. etc.). A GM mny wish to allow other animals to "parry" 
by dodging in a manner similar to Adrenal Defense; in this case, onJy half of the 
parryOB is added to the animal's DB (e.g.,ifrheanimal uses 40ofits 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 u tie for the same size unless some other factor makes it clear who 
is stronger. 

Human "Speeds" would normally range from Creeping to 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 thnr leads 10 unconsciousness; they do 
not represent critical d:tmagc. Men (without training) tend to faint, pass-out, or go 
into shock when cncoumering too much pain, while beasts tend to react to pain 
instinctively by avoiding it or by unacking the source of the pain. Seldom do 
aggressive animals "pass out". Animals have other major disadvantages: they tend 
10 act in a predictable manner and they can not parry attacks. 

I 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 Role master creatures is caused by play balance 

factors inherent in the flexibility and diversity of the system. A typical player 
char.tcter Oghter can stan with an 08 of around 33-48: +10·25 (for swts. u 
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 roan OB of 53- 100. He can st:111 with armor and a shield that give him an 
AT of 5 to 20 nnd u DB of 25-50 (with a shtcld, depending on srats). 

So you see that when stnrtingcharactcrOBscan range from -25 to IOOand DBs 
will vary enormously, play balancing stats for creatures becomes a difficult chore. 
Creatures cannot parry, they ure extremely vulnerable to missile fire, and they will 
often nee when faced with determined opposition. In a normal adventuring 
situution. characters urc in n group thnt has a cohesiveness that is nor avuilable to 
non-social creatures. Such a group also has the advantage of missile tire. 
organization, and planning that cannot be matched by creatures. 

The main problem is rhar while we feel the stms given inAL&CL and C&Tare 
bal;10ced and appropriute for adventuring groups. they are not always coosistem 
with "rca.llstic" situations like ones we might encounter in our world. The C&T 
st:us should be taken as guidelines. for example, the# Enc. star should only be used 
in a totally mndom environment. If you feel the animal stats are too large (and I 
agree rhar they arc probably too large for a "realistic" environmenr).;ust 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 anunals being dangerous. I was once in a group of five 
1st level characters that got run around for over20 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 wirh a sword , a Fighter wirh a regular spear. an 
Astrologer. and 11 Healer- needless ro say we didn't have much of a chance. 

MISCELLANEOUS 

How were the AL&CL attack tables created? 
The RM uttack tubles were computer generated, but the progr.tm was "data­

driven". That is, each column (i.e .. each AT for each weapon/attack) had a set of 
data (about 15 pieces of information) associ a red with it that renected how effective 
that anack/weapon was against that panicular AT. So you can see that each attack 
table requires 300 pieces of dnra to generate. To funher complicate this process, 
some of the attack tables were initially genentted in this manner and then modified 
due 10 play-testing and input from various sources. 

Why does the fantasy weapon, lrgak, do two criticals? 
First. the lrgaak does 2 crirs bec:.1use 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 nor move at more than a walking pace for the next 8 hours (up to 1, 
2, or 3 hits per round depending upon a muneuver roll). A tourniquet on a limb can 
stop4 tO 10 hits per round on a limbwound, but until the wound heals the toumiquet 
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 chamctcr's roll is convened to rhe roll 
that is actually used (e.g., a roll of 64 might be converted by the table to a 31. a 58 
to a 24. a 99 to a 43. etc.). 
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150 3CP 4EP 6EP 7EP 7EP 10EP 10EP 6EP 8EP 12EP 12EP 8EP 8EP 13EP 16EP tOEP 13EP 16EP 18ES 150 
149 3BP 40P 6EP 70P 70P lOOP 10EP 6EP 8EP 12EP 12EP 8EP 8EP 13EP 16EP 10EP 13EP 16EP 18EP 149 
148 3AP 4CP 60P 70P 70P lOOP IOEP 6EP 8EP 12EP 12EP 8EP 8EP 13EP 16EP IOEP 13EP 16EP 18ES 148 
147 3AP 4CP 60P 7CP 7CP lOOP l OOP 60P 8EP 12EP 12EP 8EP 8EP 13EP f6EP 10EP 13EP 16EP 18EP 147 
146 3AP 4CP 60P 7CP 7CP IOCP lOOP 60P BOP 120P 12EP 8EP 8EP t3EP 16EP 10EP 13E'P 16EP 18ES 146 

Weapon Type: 145 3AK 4CP 6CP 7CP 7CP 10CP lOOP 60P SOP 120P 12EP 8EP 8EP 13EP 16EP 10EP 13EP 16EP 18EP 145 
144 3 48P 6CP 7CP 7CP 10CP lOOP 6CP SOP 120P 11EP SEP 8EP 13EP ISEP lOEP 13EP 16EP 17ES 144 

One-Handed 143 3 4BP 6CP 78P 7CP 10CP lOOP 6CP 80P 11DP 110P SOP SEP 13EP 15EP 10EP 12EP 16EP 17EP 143 

Slashing 142 3 48P 6CP 78P 7CP IOCP 10CP 6CP 8CP 110P IIOP SOP SOP 12EP ISES 90P 12EP ISEP 17ES 142 
141 3 48P 6CP 7BP 7BP 9CP 9CP 6CP 7CP IIOP 110P SOP SOP 120P I SOP 90P 12EP 15EP 17EP 141 
140 3 4BP 6CP 78P 7BP 9CP 9CP 6CP 7CP IICP 110P SOP SOP 120P 15ES 90P 12EP ISEP 17ES 140 

Length: 139 3 4AP 6BP 78P 7BP 9CP 9CP 6CP 7CP 11CP HOP SOP SOP 120P 140P 9DP 120P ISEP 16EP 139 
138 3 4AS 68S 7AP 7BP 98P 9CP 6CP 7CP IICP lOOP SOP SOP 120P 140S 90P 120P 15EP 16ES 13S 

. 75-1.5 feet 137 3 4AP 68P 7AP 68P 98P 9CP 6CP 7CP 10CP lOOP SOP SOP 120P 140P 9DP 120P ISES 16EP 137 
136 3 4A$ 68S 6AP 6BP 98P 9CP SCP 7CP 10CP lOOP 8CP SOP 120P 140S 90P 11 0P 15EP 16ES 136 

Weight: 135 3 4 4AP 58P GAP 6BP 98P 9CP S8P 7CP 10CP IOCP SCP 70P 110P 140P SOP 110P 14ES 16EP 135 
134 3 4 4AS 58S GAP SAP 98P 9CS 5BP 7CP IOCP 10CP 7CP 70P 110P 140S SCP 11 DP 14EP 15DS 134 

.5-1.5 pounds 133 3 4 4AP 58P SAP SAP 98P SBP SBP 7CP IOCP 10CP 7CP 70P IIDP 13DP 8CP I lOP 14ES !SOP 133 
132 3 4 4AS SAS 6AS SAP SBS 8BS 58P 6BP IOCP 9CP 7CP 7CP ttOP 130$ 8CP 1108 140P 150S 132 
131 3 4 4AP SAP 6AP 6AP 8AP 8BP 58P 68P 9CP 9CP 7CP 7CP IICS 130P 8CP 11DP 14DS 15DP 131 

Fumble 130 3 4 4AK SAS SAK SAP BAS 8BS 58P 6BP 9CP 9CP 7CP 7CP 11CP 1305 SCP 11CS 14DP 150$ 130 

Range: 129 3 4 4 SAP 6 6AP SAP 8BP SBP 6BP 9CP 90P 7CP 7CP 11CS 13DP SCP 10CP 140$ 140P 129 
128 3 4 4 5AS 6 6AP BAS SBS 5BP 6BP 9BP 9CP 7GP 7CP I1CP 120$ 7CP IOCS 130P 140$ 12S 

01-Q1 UM 127 3 4 3 SAP 6 6AS SAP SBP 5BP 6BP 9BP 9CS 7CP 7CP IOCS 12CP 7CP 10CP t3DS 140P 127 
126 3 4 3 SAS 6 6AP BAS 8BS SAP 6BP 9BP 8CP 7CP 7CS IOCP t2CS 7CP tOCS 130P 140$ 126 

Range 
125 3 4 3 SAP 6 6AK SAP 7BP SAP SBP 9BP 8CS 7CP 7CP 10CS 12CP 7CP IOCP t30S 140P 125 
124 3 3 3 SAS 6 5 7AS 7BS SAP 6BP SBP SCP 7CP 7CS 10CP t2CS 7BP 10CS 130P 13CS 124 

(OB Mod): 123 3 3 3 SAP 6 5 7AP 7AP 4AP 58P 8BS 8CS 7CP 7CP IOCS t2CP 7BS 10CP 1305 13CP 123 
122 3 3 3 SAS 5 s 7AS 7AS 4AP SBP SBP 8CP 7BS 7CS IOCP I1CS 7BP 9CS 130P 13CS 122 

1'-10' (·10) 121 3 3 3 4AP 5 5 71\P 7AP 4AP SAP SBS S8S ?BP 6CP IOCS 11CP 78S 9CP 120$ 13CP 121 

11 '-25' ( ·20) 120 3 3 3 4AK 5 5 7AK 7AS 4AP SAP SBP 7BP 78$ GCS 9CP IICS SBP 9BS 12CP 13CS 120 
119 3 3 3 4 5 s 7 7AP 4AP SAP SBS 7BS sBP 6CP 9CS ltCP SBS 9BP 12CS 12CP 119 

26'-50' (-30) 118 3 3 3 4 5 s 7 7AS 4AP SAS 7BP 7BP 68$ GCS 9CP I ICS 6BP 9BS 12CP 12CS 118 
117 3 3 3 4 5 s 7 6AP 4AS SAP 7AS 7BS 6BP GBP 98$ IOCP GBS 9BP 12CS 12CP 117 
116 3 3 3 4 5 s 7 6AS 4AP SAS 7AP 7BP 68$ 68$ 98P IOCS 6AP SBS 12CP 12CS 118 
115 3 3 3 4 5 5 6 SAP 4AK SAP 7AS 7BS 6BP GBP 98$ IOCP 6AS SBP 12CS 12CP 115 
114 3 3 3 4 5 s 6 SAS 4 4AS 7AP 6BP 68$ 6BS 99P lOBS SAP 88$ 11CP 11BS 114 
113 2 3 3 4 5 5 s SAP 4 4AP 7AS SBS 6BP 6BP 88S 10BP 5AS SBP 11CS IIBP 113 
112 2 3 3 4 5 5 s GAS 4 4AS SAP SBP 6BS 6BS SBP 9BS SAP SBS 11CP 118$ 112 
111 2 3 3 4 5 4 6 SAP 4 4AP 6AS 6BS sSP 68P SBS 9BP SAS SAP 11CS 11BP 111 
110 2 3 3 4 5 4 s 6AK 4 4AI( SAP sap- SBS 6BS 88P 9BS SAP BAS 11CP IIBS 110 
109 2 3 3 4 5 4 6 5 3 4 BAS SBS 6BP 68P 8BS 9BP SAS 7AP 11CS IOBP 109 
108 2 3 3 4 4 4 6 s 3 4 SAP SAP 6AS 6BS 8BP 9BS SAP 7AS 110P lOBS 108 
107 2 3 3 3 4 4 s 5 3 4 GAS SAS SAP SBP 8BS 98P 5AS 7AP lOBS 10BP 107 
106 2 3 3 3 4 4 5 s 3 4 SAP SAP GAS SBS 8BP 8BS 4AP 7AS 108P lOBS 106 
105 2 3 3 3 4 4 5 5 3 3 SAK 5AS SAP SBP 7BS 8BP 4AK 7AP lOBS 10AP 105 
104 2 3 2 3 4 4 5 s 3 3 s SAP SAS SBS 7BP 8BS 4 7AS 108P 9AS 104 
103 2 3 2 3 4 4 s 5 3 3 5 SAS SAP SAP 7BS 88P 4 7AP lOBS 9AP 103 
102 2 3 2 3 4 4 ~ s 3 3 5 4AP SAS SAS 7BP 88S 4 GAS 10BP 9AS 102 
101 2 3 2 3 4 4 5 4 3 3 5 4AS SAP MP 7AS 7BP 4 6AP 108$ 9AP 101 
100 2 3 2 3 4 4 5 4 3 3 5 4AP 5AS 5AS 7AP 78$ 4 6AK 9BP 9AS 100 
99 2 2 2 3 4 4 5 4 3 3 4 4AS SAP SAP 7AS 7BP 4 6 9BS SAP 99 
98 2 2 2 3 4 3 4 4 3 3 4 4AP SAS SA$ SAP 78$ 3 6 9BP BAS 98 
97 2 2 2 3 4 3 4 4 3 3 4 4AS SAP SAP SAS 7AP 3 6 98$ SAP 97 
96 2 2 2 3 4 3 4 4 2 2 4 3AP SAK SAS SAP 7AS 3 6 9AP BAK 96 
95 2 2 2 3 3 3 4 4 2 2 4 3AK SAS SAP GAS SAP 3 5 9AS BAS 95 
94 2 2 2 3 3 3 4 4 2 2 4 3 s SAS SAP GAS 3 5 9AP 7 94 
93 2 2 2 3 3 3 4 3 2 2 3 3 5 SAP SAS SAP 3 s BAS 7 93 
92 2 2 2 2 3 3 4 3 2 2 3 3 5 4AS SAP SA$ 3 5 SAP 7 92 
91 2 2 2 2 3 3 4 3 2 2 3 3 s 4AP SAS SAP 2 s BAS 7 91 
90 2 2 2 2 3 3 4 3 2 2 3 2 5 4AK SAP 5AS 2 5 SAP 7 90 
89 2 2 2 2 3 3 3 3 2 2 3 2 4 4 SAS SAP 2 0 BAS 0 89 
88 2 2 2 2 3 3 3 3 2 2 3 2 4 4 SAP SAS 2 0 SAP 0 88 
87 2 2 2 2 3 3 3 3 2 1 3 2 4 4 SAS SAP 2 0 8AS 0 87 
86 2 2 2 2 3 3 3 3 2 1 2 2 4 4 SAP 5AS 2 0 7AP 0 86 
85 2 2 2 2 3 2 3 2 2 1 2 2 4 4 SAK SAP 2 0 7AK 0 85 
84 2 2 2 2 3 2 3 2 2 1 2 I 4 4 5 4AS 0 0 7 0 84 
83 2 2 2 2 3 2 3 2 2 1 2 1 4 4 4 4AP 0 0 7 0 83 
82 2 2 2 2 3 2 3 2 1 1 2 I 4 4 4 4AS 0 0 7 0 82 
S1 2 2 1 2 2 2 2 2 I I 2 1 4 4 4 4AP 0 0 7 0 81 
so 2 2 1 2 2 .2 2 2 1 1 I I 4 4 4 4AK 0 0 7 0 eo 
79 2 2 1 2 2 2 2 2 1 0 1 0 4 4 4 3 0 0 0 0 79 
78 2 2 1 1 2 2 2 2 I 0 1 0 4 3 4 3 0 0 0 0 78 
77 2 2 1 1 2 2 2 1 1 0 I 0 4 3 4 3 0 0 0 0 77 
76 1 2 I 1 2 2 2 I 1 0 1 0 4 3 3 3 0 0 0 0 76 
75 1 2 1 1 2 2 2 I 1 0 I 0 4 3 3 3 0 0 0 0 75 
74 1 1 1 1 2 2 2 1 1 0 0 0 3 3 3 0 0 0 0 0 74 
73 1 1 I I 2 2 2 I 1 0 0 0 3 3 3 0 0 0 0 0 73 
72 I 1 1 1 2 I 1 1 1 0 0 0 3 3 3 0 0 0 0 0 72 
71 1 1 I 1 2 1 I I 1 0 0 0 3 3 3 0 0 0 0 0 71 
70 1 1 1 1 2 1 I 1 I 0 0 0 3 3 3 0 0 0 0 0 70 
69 1 1 1 1 2 1 ' 0 0 0 0 0 3 3 0 0 0 0 0 0 69 
68 1 1 I 1 2 1 t 0 0 0 0 0 3 3 0 0 0 0 0 0 68 
67 1 I 1 ' 1 1 1 1 0 0 0 0 0 3 3 0 0 0 0 0 0 ff7 
6S 1 I 1 1 1 1 1 0 0 0 0 0 3 3 0 0 0 0 0 0 66 
65 I 1 I I I 1 1 0 0 0 0 0 3 3 0 0 0 0 0 0 65 
S4 1 I 1 0 t I 0 0 0 0 0 0 3 0 0 0 0 0 0 0 84 
63 1 1 1 0 I 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 63 
62 1 1 1 0 1 I 0 0 0 0 0 0 3 0 0 0 0 0 0 0 62 
61 I I j 0 1 j 0 0 0 0 0 0 3 0 0 0 0 0 0 0 61 
60 I I 1 0 1 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 60 
59 1 I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 I t 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 1 I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 I I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 I I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 1 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 1 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 1 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 t I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
48 1 d 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
45 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 

40-42 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40·42 



150 14EK 16EK 18EK 20EK 21EK 21EK 24EK 24EK 22EK 24EK 28EK 28EK 24ES 24ES 29ES 32ES 26ES 29ES 32ES 34ES 150 
149 14EK 16EK 18EK 20EK 21EK 21EK 24EK 24EK 22ES 24ES 28ES 28ES 24ES 24ES 29ES 32ES 26ES 29ES 32ES 34ES 149 
148 14EK t6EK 18EK 20EK 21EK 21EK 24EK 24EK 22EK 24EK 28EK 28EK 24ES 24ES 29ES 32ES 26ES 29ES 32ES 34ES 148 
147 14EK 16EK 18EK 20EK 21EK 21EK 24EK 24EK 22ES 24ES 28ES 27ES 24ES 24ES 29ES 31ES 25ES 28ES 32ES JSES 147 
146 140K 16EK 18EK 20EK 21EK 21EK 23EK 2JEK 22EK .23EK 27EK 27EK 24ES 24ES 28ES 31ES 25ES 28ES 3tES JSES 146 
145 140K 160K 18EK 19EK 2tEK 20EK 23EK 23EK 21ES 23ES 27ES 27ES 23ES 23ES 28ES 31ES 25ES 28ES 31ES 32ES 145 Weapon Type: 144 140K 160K t70K 19EK 20EK 20EK 23EK 23EK 21EK 23EK 27EK 26EK 23ES 23ES 28ES 30ES 24ES 27ES 31ES 32ES 144 
143 140K 150K 170K 19EK 20EK 20EK 23EK 23EK 21ES 23ES 26ES 26ES 23ES 23ES 27ES 30ES 24ES 27ES 30ES 32ES 143 One-Handed 
142 14CK 150K t70K 19EK 200K 200K 220K 22EK 210K 22EK 26EK 26EK 23ES 23ES 27ES 30ES 24ES 27ES 30ES 31ES 142 Slashing 141 13CK 150K 170K 19EK 200K 200K 220K 22EK 200$ 22ES 26ES 25ES 23ES 22ES 27ES 29ES 23ES 26ES 30ES 31ES 141 
140 13CK ISCK 170K 180K 200$ 190K 220K 22EK 2001( 22EK 25EK 25EK 22E5 22ES 27ES 29ES 23ES 26ES 29ES JOES 140 
139 13CK 1SCK 170K 180K 190K 190$ 220K 22EK 200$ 210$ 250$ 25ES 2205 22ES 26ES 29ES 23ES 26ES 29ES 30E5 139 Length: 138 13CK 1SCK 160K 180K 1905 190K 2105 2101( 200K 210K 25DK 24EK 2205 22ES 26ES 28ES 22ES 2SES 29ES JOE$ 138 
137 13CK lSCK 16CK 180K 190K 190$ 210K 2tOK 190$ 210$ 240S 24ES 220$ 22ES 26ES 28ES 22E5 2SES 28ES 29ES 137 2-3 feet 
136 13BK 14CK 16CK 180K 190$ 190K 210$ 210$ 190K 210K 240K 24EK 210$ 210$ 25ES 28ES 22E5 24ES 28ES 29ES 136 
135 138$ 14CS 16CK 150K 190K 180$ 210K 210K 190$ 200$ 240$ 230$ 210$ 210$ 25ES 27ES 21ES 24ES 28ES 28ES 135 Weight: 134 13BK 14CK 16CK 170K 180$ 180K 2005 200$ 190K 2001( 23DK 230K 210$ 210$ 250$ 27ES 21E5 24ES 27ES 28ES 134 
133 13BS 148$ lSCK 170K 180K 180$ 200K 200K 19CS 200$ 230$ 230$ 210$ 210$ 240$ 26ES 210$ 23E5 27E5 28ES 133 3.5-5 feet 
132 12BK 14BK ISCK 170K 18CS 180K 2005 200$ 18CK 190K 230K 220K 210$ 200$ 240$ 26ES 200$ 23ES 27E5 27E5 132 
1~31 12AS 148$ 1SCS 170K 18CK 18CS 20CK 190K 18CS 1905 230$ 220$ 2005 200$ 240$ 2805 2005 23E5 26E5 27E5 131 
130 12AK 148K 15CK 160K 18C5 17CK 19CS 190$ 18CK 190K 22DK 220K 200$ 2005 240$ 250$ 200$ 220S 26ES 26E5 130 Fumble 
129 12A5 138$ 15CS 160K 17CK 17CS 19CK 190K 18CS 190$ 220$ 210S 200$ 200$ 230$ 250$ 1905 2205 26ES 26ES 129 Range: 128 12AK 13BK 158K 16CK 17C5 17CK 19CS I 90S 17CK 180K 220K 210K 20CS 190$ 230S 250$ 1905 220S 25ES 26ES 128 
127 12AS 138$ 148S 18CS 17CK 17CS 19CK 180K 17CS 18CS 210$ 210$ 20CS 190$ 230$ 240S 190$ 210$ 25ES 25ES 127 01-05 UM 
126 12AK 13AK 148K 15CK 17CS 17CK 18CS 180$ 17CK 18CK 210K 200K t9CS 190$ 220$ 2405 1805 210$ 25E5 25E5 126 
125 12AS 13AS 148$ 15CS 17CK 16CS 18CK 180K t7CS 17GS 2105 200$ 19CS 1905 220$ 240$ 180$ 210S 24ES 24ES 125 

Range 124 liAK 13AK 148K 15CK 16CS t6CK t8CS 1805 16CK 17CK 20CK 200K 19CS 190$ 220$ 230$ 180$ 200$ 24ES 24ES 124 
123 liAS 13AS 148$ 15CS t68K 16CS 18CK 17CK 16CS 17CS 20CS 1905 19C$ 180$ 210S 230$ 1705 200$ 24ES 240$ 123 (OB Mod): 122 11AK 12AK 148K 15CK 168S 16CK 17CS 17CS 16CK 17CK 20CK 190K ISCS I 80S 210S 230$ 170$ I 90S 23ES 230S 122 
121 liAS 12AS 138$ 14CS 16BK 158$ 17CK 17CK 16CS t6CS 19C$ 190$ t8CS 180S 2 10S 220$ 1605 190$ 230$ 2305 121 
120 11 12AK 1381( 14CK 168$ 158K 17CS 17CS 16CK 16CK 19CK ISO$ IBCS 180S 210S 220$ 160$ 190S 230$ 2205 120 
119 11 12A5 13AS 14CS 158K 158$ 17CK 16CK ISCS 16CS 19CS 180S ISCS 17CS 200S 220S 16CS 180$ 220$ 220$ 119 
118 11 12AK 13AK 148K 158$ 158K 16CS 16CS 158K 15CK 18CK 180K 18CS t7CS 200$ 210$ 16CS 180$ 220S 2205 118 
117 11 12AS 13AS 148$ ISBK 158$ 168K 16CK 158$ 15CS 18C$ 17CS 17CK 17CS 20CS 210$ ISCS 1805 220S 210S 117 
116 11 12AK 12AK 13BK 15AS 148K 16BS 16CS 158K 15CK 18CK 17CK 17CS 17CS 19CS 200S t5CS 170$ 210$ 210S 116 
115 10 11 12AS 138$ 15AK 148$ 168K 15CK 148S 15CS lBCS 17CS 17CK 17CS 19CS 200$ 15CS 170$ 210$ 200$ 115 
114 10 ll 12AK 13BK 14A5 148K 1585 ISC5 1481( 14CK 17CK 16CK 17CS 16CK 19CS 200$ 14CS 17CS 210$ 200$ 114 
113 10 11 12AS 138S 14AK t48S ISBK 15CK 148$ 14CS 17CS 16CS 16CK 16CS 18CS I 90S 14CS 16CS 200$ 2005 113 
112 10 ll 12AK 138K 14A$ 14AK 15BS 14CS 148K 14BK 17CK ISCK 16BS 16CK 18CK 190$ 14CS 16CS 200S I 90S 112 
111 10 11 12AS 12BS 14AK 13AS 158K 14CK 138$ 1385 16C5 15CS 16BK 16CS 18CS 19CS 13CK 16CS 200$ !90S 111 
110 10 11 11AK 12BK 14AS 13AK 148$ 14CS 138K 138K 16CK 15CK 168$ 15CK 18CK 18CK 13CS 15CS 200$ IBOS 110 
109 10 11 liAS 12A5 13AK 13AS 148K 148K 1385 13BS 16C5 15C5 16BK 15CS 17CS 18CS 13CK 15CS 190$ 180$ 109 
108 10 10 IIAK 12AK 13AS 13AK 14AS 138$ 138K 198K ISCK 14CK 15BS ISCK 17CK 18CK 12CS 14CK !90S 180$ 108 
107 10 10 liAS 12AS 13AK 13AS 14AK 138K 138$ 128$ 15CS 140$ 158K 15CS 17CS 17CS 12BK 14C$ 190$ 1705 107 
106 9 10 111\K 11AK 13AS 12AK 13AS 138$ 12BK 128K 158K 14CK ISBS 14CK 16CK 17CK 12BS 14CK 180S 170$ 106 
105 9 10 10 liAS 13 12AS 13AK 138K 128$ 128S 148$ 13CS 15BK 14CS 16C$ 17CS 118K 13CS 180S 160$ 105 
104 9 10 10 11AK 12 12AK 13AS 12BS 12BK 11BK. l 4BK 13CK 15BS 14CK 16CK 16CK 11BS 138K 180$ 16CS 104 
103 9 10 10 liAS 12 12AS 13AK 12BK 12AK 118$ 14BS 13CS 148K I4C$ ISCS 16CS 118K 13BS 170S 16CK 103 
102 9 10 10 !OAK 12 12AK 12A$ 128$ 11AK llBK 138K 12CK 14BS 148K 158K 16CK lOBS 128K 17CS 15CS 102 
101 9 9 10 10AS 12 liAS 12AK 12BK liAS 118$ 138S 12CS t48K 138$ 158$ 15CS I OAK 128$ 17CS 15CK 101 
100 9 9 10 !OAK 12 11 12A$ liBS IIAK lOBK 138K 12CK 14BS 13BK 158K ISCK IOAS 12.8K '6CS 14CS 100 
99 9 9 9 104$ 11 11 12AK 11BK liAS lOBS 128$ 11CS t38K 138$ 148$ 148$ 9AK 118$ ·scs 14CK 99 
98 8 9 9 10AK 11 11 liAS liAS 10AK IOBK l:tBK 118K 13BS 13BK 148K 14BK 9A$ 118K ·scs 14CS 98 
97 a 9 9 9AS 11 10 IIAK 11AK IOAS 9AS 12BS 11BS 13AK 128S 148S 14BS 9AK liBS · 5cK 13CK 97 
96 8 9 9 9AK 11 10 11AS lOA$ I OAK 9AK 12BK IOBK 13AS 128K 138K 13BK 8AS I OAK ·scs 138$ 96 
95 8 9 9 9 11 10 11 1041< lOAS 9AS 11BS lOBS 13AK 12BS 138$ 138$ 8AK IOAS "SCK 12BK 95 
94 8 8 9 9 10 10 10 lOAS I OAK 9AK 11BK 10BK 12AS 128K 138K 13BK 8 9AK "4CS 128$ 94 
93 8 8 8 9 10 10 10 9AK 9AS SAS 118$ 9BS 12AK 118S 128$ 128$ 7 9AS "4CK 12BK 93 
92 8 8 8 8 10 9 10 9AS 9AK SAK IOBK 98K 12AS 118K 128K 128K 7 9AK "4CS 1185 92 
91 8 8 8 s 10 9 10 9AK 9AS 8AS 10AS 9BS 12AK li8S 128$ 128$ 7 8AS ·sCK 118K 91 
90 8 8 8 s 10 9 9 9AS 9 7AK I OAK 8BK 12AS li8K 128K 118K 6 8AK 138$ IOAS 90 
89 7 8 8 s 9 9 9 8AK 8 7AS 9AS 8BS IIAK 118S 118S 118S 6 8 138K lOAK 89 
88 7 8 7 8 9 9 9 SA$ 8 7AK 9AK 88K liAS I OAK 11BK liBK 6 7 128$ IOAS 88 
117 7 7 7 7 9 8 9 8AK 8 7AS 9AS 7BS IIAK 10AS 118$ lOBS 5 7 128K 9AK 87 
88 1 7 7 7 9 8 8 SAS 8 6AK 8AK 78K liAS 10AK I OAK lOBK 5 7 128$ 9AS 86 
85 7 7 7 7 9 8 8 7 7 6 SA$ 78$ I OAK 10AS lOA$ lOBS 5 6 llBK 8AK 85 
84 7 7 7 7 8 8 8 7 7 6 BAK SBK 10 9AK I OAK 9BK 4 6 118$ 8 84 
83 7 7 7 7 8 8 8 7 7 5 7AS 6BS ro 9AS 9AS 9AS 4 0 118K 0 83 
82 7 7 6 6 8 7 7 7 7 5 7AK 6AK 10 9AK 9AK BAK 4 0 lOBS 0 82 
si 7 7 6 6 8 7 7 6 7 5 7AS SA$ 10 9AS 9AS 8AS 3 0 I OAK 0 81 
80 6 6 6 6 8 7 7 6 6 5 7 SAK 9 9AK 9AK 8AK 3 0 IOAS 0 80 
79 6 6 6 6 7 7 7 6 6 4 6 SA$ 9 8 8AS 7AS 3 0 BAK 0 79 
78 6 6 6 5 7 7 6 6 6 4 6 4AK 9 8 8AK 7AK 0 0 9AS 0 78 
n 6 6 5 s 7 6 6 5 6 4 6 4AS 9 8 BAS 7AS 0 0 9AK 0 77 
76 6 6 5 5 7 6 6 5 5 3 5 4AK 8 8 7AK 6AK 0 0 8AS 0 76 
75 6 6 5 5 7 6 6 5 5 3 6 JAS 8 7 7AS 6AS 0 0 8AK 0 75 
74 6 6 5 5 6 6 5 4 5 3 5 3AK 8 7 7 6AK 0 0 8 0 74 
73 6 5 5 4 6 5 5 4 5 3 4 3AS 8 7 6 SA$ 0 0 0 0 73 
72 5 5 s 4 6 5 5 4 4 2 4 2AK 8 7 6 SAK 0 0 0 0 72 
71 5 5 4 4 6 5 5 4 4 2 4 2.AS 7 6 6 SAS 0 0 0 0 71 
70 5 5 4 4 6 5 ~ 3 4 2 3 2 7 6 6 4 0 0 0 0 70 
69 5 5 4 4 5 5 4 3 4 0 3 0 7 e 5 4 0 0 0 0 69 
68 5 5 4 3 5 4 4 3 4 0 3 0 7 6 5 0 0 0 0 0 68 
67 5 5 4 3 5 4 4 3 3 {) 2 0 7 6 5 0 0 0 0 0 67 
66 5 4 4 3 5 4 3 2 3 0 2 0 6 5 4 0 0 0 0 0 66 
65 5 4 3 3 5 4 3 2 3 0 2 0 6 5 4 0 0 0 0 0 65 
64 5 4 3 3 4 4 3 2 3 0 0 0 6 5 4 0 0 0 0 0 64 
63 4 4 3 2 4 3 3 2 2 0 0 0 6 5 0 0 0 0 0 0 63 
62 4 4 3 2 4 3 2 1 2 0 0 0 5 4 0 0 0 0 0 0 62 
61 4 4 3 2 4 3 2 1 2 0 0 0 5 4 0 0 0 0 0 0 61 
60 4 2 2 4 3 2 1 2 0 0 0 5 4 0 0 0 0 0 0 60 
59 4 3 2 2 3 3 2 0 0 0 0 0 5 4 0 0 0 0 0 0 59 
58 4 3 2 1 3 2 1 0 0 0 0 0 5 0 0 0 0 0 0 0 58 
57 4 3 2 1 3 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 57 
56 4 3 2 I 3 2 1 0 0 0 0 0 4 0 0 0 0 0 0 0 56 
55 4 3 2 I 3 2 1 0 0 0 0 0 4 0 0 0 0 0 0 0 55 
54 3 3 1 0 2 2 0 0 0 0 0 0 4 0 0 0 0 0 0 0 54 
53 3 3 1 0 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 3 2 1 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 3 2 1 0 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 3 2 1 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 3 2 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 3 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 3 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 2 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45-

40-44 2 1 ' 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40·44 
38-39 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 38-39 
30-37 , 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 30-37 



150 11EK 13EK 15EK 17EK IBEK 18EK 21EK 21EK IBEK 20EK 24EK 24EK IBES 18ES 23ES 26ES 20ES 23ES 26ES 28ES 150 
149 IIEK 13EK 15EK 17EK IBEK 18EK 21EK 21EK ·18ES 20ES 24ES24ES1' 18ES ISES 23ES 26ES 20ES 23ES 26ES 28ES 148 
148 IIEK 13EK ISEK 17EK IBEK 18EK 21EK 21EK 18EK 20EK 24EK 24EK 18ES 18ES 23ES 26ES 20ES 23ES 26ES 28ES 148 
147 IIEK 13EK ISEK 17EK I BEt< 18EK 21EK 21EK ISES 20ES 24ES 24E5 ISES 18ES 23ES 26ES 20ES 23ES 26ES 28ES 147 
146 II OK 13DK 15EK 17EK ISEK 18EK 21EK 21EK IBEK 20EK 23EK 23EK 18ES 18ES 23ES 2SES 20ES 22E5 26ES 27ES 148 

Weapon Type: 145 110K 130K ISEK 17EK IBEK IBEK 20EK 20EK 18E5 19ES 23ES 23E5 18ES ISES 22ES 25E5 19ES 22ES 25E5 27E5 145 
144 II OK 130K !SDK 17EK IBEK ISEK 20EK 20EK 17EK 19EK 23EK 23EK 18ES ISES 22ES 25ES 19ES 22E5 2SE5 27ES 144 

One-Hand 143 II OK 130K ISOK 16EK 17EK 17EK 20EK 20EK 11ES 19ES 23ES 23ES 17ES 17ES 22ES 2SES 19ES '22ES 2SES 26ES 143 

Slashing 142 liCK 13CK 140K 16EK l70K 170K 200K 20EK 17EK 19EK 22EK 22EK 17ES 17ES 22ES 24ES 19ES 21ES 25ES 26ES 142 
141 liCK 13CK 14DK 16EK 170K 170K 200K 20EK 17ES 18ES 22ES 22E5 17ES 17ES 22ES 24ES ISES 21ES 24E5 26ES 14.1 
140 liCK 12CK 140K 160K 1705 170K 190K 19EK 170K 18EK 22EK 22EK 170$ 17ES 21ES 24E5 ISEK 21ES 24ES 26E5 140 

Length: 139 liCK 12CK 140K 160K 170K 170$ 190K 19EK 1705 18E5 22E5 21ES 170$ 17ES 21ES 24ES IBES 21EK 24ES 2SES 139 
138 lOCK 12CK 140K 160K 1705 170K 190$ 190K 160K ISEK 21EK 21EK 170K 17ES 21E5 23E5 ISEK 20ES 24ES 25EK 138 

2-3 feet 137 IOCS 12CK 14CK I SDK 160K ISO$ 190K 190K 160$ I 80S 210S 21ES 1705 160K 21ES 23ES 11ES 20EK 23ES 25ES 137 
136 lOCK 12CK 14CK I SDK 1605 ISOK I 90S 190$ 160K 170K 210K 21EK 160K 160$ 20EK 23ES 170K 20ES 23EK 24EK 136 

Weight: 135 lOBS 12BK t3CK I SDK 160K ISO$ IBOK ISOK 1605 170$ 2105 20ES 160$ 160K 200$ 22EK I 70S 20EK 23E5 24ES 135 
134 IOBK 128$ 13CK I SDK I 60S ISOK I 80S I 80S 160K 170K 200K 20EK 160K I 60S 200K 22ES 170K 19ES 23EK 24EK 134 

4-6 pounds 133 lOBS 12BK 13CK I SDK 160K ISOS I SDK I SDK 1505 I 70S 200$ 200$ I 60S 160K 200$ 22EK 160$ 190K 23ES 23ES 133 
132 IOBK 12BS 13CK I SDK 16CS ISOK ISO$ 180$ I SDK ISOK 200K 200K !SDK I 60S 200K 220$ 160K 1905 22EK 23EK 132 
131 lOBS IIBK 13CK 140K ISCK tSCS tBCK 170K ISO$ 160$ 200S 190$ 160$ 16DK I 90S 21DK 160$ 190K 22ES 23ES 131 

Fumble 130 IOBK IIBS 13CS 140K 15CS ISCK 17CS 170$ ISCK 16DK 190K 190K 16CK I SDK 190K 210$ 160K !SDK 22EK 23EK 130 

Range: 129 fOAS IIBK 13CK 14CK 15CK ISCS 17CK 170K ISCS ISO$ 1905 190$ 15CK !SDK 190$ 210$ 160$ 1SDK 22ES 22ES 129 
128 I OAK liAS 12BS 14CK ISCS ISCK 17CS 170$ ISCK 16DK 190K 18DK ISCK ISO$ 190K 210$ lSOK taos 21EK 22EK 128 

01-04 UM 127 IOAS IIAK 12BK 14CK ISCK ISCS 17CK 170K 14CS ISO$ 190$ 180$ ISCS I SDK ISO$ 200K ISDS 18DK 21ES 22ES 127 
126 9AK liAS 12BS 14CS 15CS tSCK 17CS 160$ 14CK I SDK I SDK I SDK 15CK IS OS I SDK 200$ I SDK 170$ 21EK 210K 126 

Range 
125 9AS 11AK 12BK 13CK 15CK 14CS 1SCK 160K 14CS 150$ 180$ 180$ 1SCS 150K 180$ 200K ISO$ 170K 21ES 210$ 125 
124 9AK liAS 12BS 13CS 14CS 14CK 16CS 16CS 14CK 15CK 180K 170K 15CK 140$ 18DK 200$ 14CK 170$ 200K 210K 124 

(OB Mod): 123 9AS IIAK 12BK 13CK 14CK 14CS 1SCK 16CK 14CS 14CS 180$ 1705 14CS 140K 180$ 190K 14CS 170J< 2005 2105 123 
122 9AK IOAS 12BS 13CS 148$ 14CK 16CS 16CS 13CK 14CK 17CK 170K 14CK 140$ 17DK 190$ 14CK 160 5 200K 20DK 122 

1'-10' (- 15) 121 9AS I OAK 12BK 13CK 148K 14CS 16CK 15CK 13CS 14CS 17CS 170$ 14CS 14CK 170$ 19DK 14CS t~DK 200$ 200$ 121 

11'-25' (-30) 120 9AK IOAS IIBS 13CS 14BS 14BK ISCS ISCS 13CK 14CK 17CK 160K 14CK 14CS 170K 1805 13CK 160$ 190K 200K 120 
119 9 !OAK 11AK 12CK 148K 1385 ISCK t5CK 13C5 13CS 16CS 1605 14C5 14CK 17CS 180K 13CS 16CK 190$ 190$ 119 

26'-50' (-45) 118 9 IOAS liAS 12BS 138$ 13BK ISCS 15CS 13CK 13CK 16CK 160K 14CK 13C5 16CK 180$ 13CK ISCS 190K 190K 118 
117 9 I OAK IIAK 12BK 13BK 138$ ISCK 14CK 13CS 13C5 IGCS ISO$ 14CS 13CK 16CS 180K 13CS 15CK 190$ 190$ 117 
116 9 lOA$ liAS 128$ 138$ 13BK 15BS 14CS 12CK 13CK 16CK I SDK 13CK 13CS 16CK 170$ 12CK 15CS 19DK I SDK 116 
115 9 !OAK IIAK 12BK 138K 1385 t48K I4CK 128$ 13CS I SCS ISCS 13BS 13CK 16CS 170K 12CS ISCK 180$ 180$ 115 
114 8 10 liAS 128$ 13AS 13BK 14BS 14CS 128K 12CK 15CK ISCK 13BK 13CS 16CK 170$ 12CK 14CS 18DK 18DK 114 
113 e 9 I OAK 118K 13AK 128$ 148K 14CK 128$ 12CS 15CS 14CS 13BS 13CK 15CS 17CK 12BS 14CK 180$ 180$ 113 
112 8 9 IOAS IIBS 12AS 128K 14BS 13CS 12BK 12CK ISCK 14CK 13BK 13CS 15CK 16CS 118K 14CS 18DK 170K 112 
111 8 9 I OAK IIBK 12AK 12BS 14BK 13CK 11BS 12CS 14CS 14CS 13BS 12CK 15CS 16CK 118$ 14CK 170$ 170$ 111 
110 8 9 IOAS 11BS 12AS 12AK 13BS 13BS 118K liCK l4CK 14CK 13BK 12C5 ISCK 16CK 118K 13CS f701< 17CK 110 
109 8 9 I OAK IIBK 12AK 12A5 13BK 13BK 11BS 11BS 14CS 13CS 12BS 12CK 14CS 16CK 11BS 1JBK 170$ 16CS 109 
108 8 9 IOA5 liAS 12AS 12AK 13BS 1385 11BK IIBK 14CK 13CK 12BK 12CS 14CK 15CS 11BK 13BS 17DK 16CK 108 
107 8 9 I OAK I OAK 12AK liAS 13BK 12BK 11BS 11BS 13CS 13C5 12BS 12CK 14CS 15CK IOAS f3BK 16CS 16CS 107 
106 8 9 9AS IOAS 12AS IIAK 13AS 128$ 11BK IIBK 13CK 12CK 12BK 12CS 14CK ISCS I OAK 128$ 16CK ISCK 106 
105 8 9 9AK I OAK IIAK liAS 12AK 12BK lOBS lOBS 13CS 12CS 12BS 11BK 14BS 14CK IOA5 12BK 16CS ISCS 105 
104 8 8 9 IOAS 11 11AK f2AS 128$ lOBK IOBK 138K 12CK 12BK 11BS 138K 14C$ I OAK 12BS 16CK 15CK 104 
103 7 8 9 I OAK II liAS 12AK 12BK lOBS lOBS 12BS 12CS 12BS 11BK 13BS 14CK 9AS 12BK ISCS ISCS 103 
102 7 8 9 IOAS II 11AK 12AS 11BS !OAK IOBK 12BK liCK IIBK IIBS 13BK 148$ 9AK IIBS 15CK 14BK 102 
101 7 8 9 9AK 11 lOA$ 12AK IIBK IOAS 98$ 12BS IICS liAS IIBK 13BS 13BK 9AS IIAK ISCS 14BS 101 
100 7 e g 9AS 11 I OAK liAS liB$ 9AK 98K 128K liCK 11AK IIBS 13BK 13BS 9AK liAS 15CK 14BK 100 
99 7 8 8 9AK 10 10 11AK IIBK 9AS 9BS IIBS IICS liAS IIBK 12BS 13BK 8 11AK ISCS 13BS 99 
98 7 8 8 9AS 10 10 liAS 10AS 9AK 9BK IIBK lOCK IIAK lOBS 12BK 13BS 8 I OAS 14CK 138K 98 
97 7 8 8 9AK 10 10 11AK I OAK 9AS 98$ IIBS IOCS liAS IOBK 12BS 12BK e I OAK 14CS 13BS 97 
96 7 8 8 9AS 10 10 11AS IOAS 9AK BAK IIBK IOBK I OAK lOBS 12BK 12BS 8 IOAS 14CK 13AK 96 
95 7 7 8 9AK 10 9 I OAK I OAK 9AS BAS lOBS 9BS IOAS IOBK IIBS 12BK 7 I OAK 14BS 12AS 95 
94 7 7 8 8 10 9 10 10A5 8AK 8AK IOBK 9BK I OAK lOBS IIBK 12BS 7 9 13BK 12AK 94 
93 7 7 8 8 9 9 10 9AK BAS BAS lOBS 9BS lOA$ I OBK IIBS 118K 7 9 13BS 12AS 93 
92 7 7 8 8 9 9 10 9AS 8AK 7AK 10BK QBK I OAK 9AS IIBK 118$ 7 9 13BK IIAK 92 
91 6 7 7 8 9 9 10 9AK 8 7AS 9AS BBS IOAS 9AK IIBS I IBK 7 9 1385 liAS 91 
90 6 7 7 8 9 9 9 9AS e 7AK 9AK 88K 10AK 9AS 10AK lOBS 6 8 12BK 11AK eo 
89 6 7 7 8 9 8 9 9AK 7 7AS 9AS BBS 9 9AK 10AS IOBK 6 8 12BS 10 89 
88 6 7 7 7 9 8 9 BAS 7 6AK BAK 8BK 9 9AS I OAK lOBS 6 8 12BK 10 88 
87 6 7 7 7 9 8 9 SAK 7 6AS 8AS 7BS 9 9AK lOA$ !OAK 6 e 128$ 10 87 
86 6 7 7 7 8 e 9 BAS 7 6 BAK 7BK 9 BAS 9AK 9AS 5 7 IIAK 10 88 
85 6 6 7 7 8 8 e BAK 7 6 BAS 78$ 9 BAK 9AS 9AK 5 7 l iAS 9 85 
84 6 6 6 7 8 e 8 7 7 6 7AK 6BK 9 8 9AK 9AS 5 7 11AK 9 84 
83 6 6 6 7 e 7 8 7 6 5 7AS 6BS 9 8 9AS 9AK 5 7 11AS 9 83 
82 6 6 6 6 8 7 e 7 6 5 7AK 6BK 8 8 9AK BAS 4 6 IIAK e 82 
81 6 6 6 6 ·B 7 IS 7 6 5 7 6AS 8 6 8AS BAK 4 6 10AS 8 81 
80 G 6 6 6 7 7 7 7 6 5 6 5AK 8 8 BAK BAS 4 6 10AK 8 eo 
79 5 6 6 6 7 7 7 6 6 4 6 SA$ 0 7 8 BAK 4 0 10 0 79 
78 5 6 6 6 7 7 7 6 5 4 6 5AK 8 7 8 7AS 3 0 10 0 78 
77 5 6 5 6 7 6 7 6 5 4 6 SAS 8 7 7 7AK 3 0 9 0 77 
76 5 5 5 5 7 6 7 6 5 4 5 4AK 6 7 7 7AS 3 0 9 0 76 
75 5 5 5 5 7 6 6 6 5 4 5 4AS 7 7 7 6AK 3 0 9 0 75 
74 5 5 5 5 6 6 6 5 5 3 5 4AK 7 7 7 6 0 0 9 0 74 
73 5 5 5 5 6 6 6 5 5 3 5 3AS 7 6 7 6 0 0 8 0 73 
72 5 s 5 5 6 6 6 5 4 3 4 3AK 7 6 6 6 0 0 e 0 72 
71 5 5 5 5 6 5 6 5 4 3 4 3 7 6 6 5 0 0 8 0 71 
70 5 5 4 4 6 5 5 5 4 2 4 3 7 6 6 5 0 0 8 0 70 
69 5 5 4 4 6 5 5 4 4 2 4 2 6 6 6 5 0 0 0 0 &9 
68 5 5 4 4 6 5 5 4 4 2 3 2 6 6 5 5 0 0 0 0 68 
67 4 4 4 4 5 5 s 4 3 2 3 2 6 6 s 4 0 0 0 0 67 
66 4 4 4 4 5 5 5 4 3 0 3 0 6 5 5 4 0 0 0 0 66 
65 4 4 4 4 5 4 4 3 3 0 3 0 6 5 5 4 0 0 0 0 65 
64 4 4 4 3 5 4 4 3 3 0 2 0 6 5 5 0 0 0 0 0 64 
63 4 4 4 3 5 4 4 3 3 0 2 0 6 5 4 0 0 0 0 0 63 
62 4 4 3 3 5 4 4 3 3 0 2 0 5 5 4 0 0 0 0 0 62 
61 4 4 3 3 4 4 4 3 2 0 0 0 5 5 4 0 0 0 0 0 81 
60 4 • 3 3 4 4 3 2 2 0 0 0 5 4 4 0 0 0 0 0 60 
59 4 4 3 3 4 3 3 2 2 0 0 0 5 4 0 0 0 0 0 0 59 
58 4 3 3 2 4 3 3 2 2 0 0 0 5 4 0 0 0 0 0 0 58 
57 4 3 3 2 4 3 3 2 2 0 0 0 5 4 0 0 0 0 0 0 57 
56 3 3 3 2 4 3 3 2 0 0 0 0 5 4 0 0 0 0 0 0 56 
55 3 3 2 2 3 3 2 1 0 0 0 0 4 4 0 0 0 0 0 0 55 
54 3 3 2 2 3 3 2 I 0 0 0 0 4 0 0 0 0 0 0 0 54 
53 3 3 2 2 3 2 2 I 0 0 0 0 4 0 0 0 0 0 0 0 53 
52 3 3 2 I 3 2 2 1 0 0 0 0 4 0 0 0 0 0 0 0 52 
51 3 3 2 I 3 2 2 0 0 0 0 0 4 0 0 0 0 0 0 0 51 
50 3 3 2 1 3 2 1 0 0 0 0 0 4 0 0 0 0 0 0 0 50 
49 3 2 2 1 3 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 3 2 I 1 2 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 3 2 1 1 2 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 47 

3 2 I 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45-46 
2 2 1 0 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42-44 
2 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-41 
2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 32-36 
I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 22·31 



150 6CP 8EP tOEP 9EP 9EP 12EP 12EP 8EP IOEP 14EP 14CP IOEP !OEP ISEP 18EP 12EP ISCP 18EP 20EP 150 
149 6CP sop !OEP 90P 90P 12EP 12EP 8EP 1 0E~ 1'\EP 14EP IOEP IOcP !SEP 18EP 12EP 15EP 1SEP 20EP 149 
148 SCP SOP ~OEP 90P 90P 12o·p 12EP 8EP iOEP 14EP 14EP IOEP IOEP 15EP 18EP 12EP ISEP ISEP 20EP 148 
147 SBP 8CP lOOP 9CP 90P 120P 12EP SOP IOEP 14EP 14EP 10ER IOEP 15EP ISEP 12EP !SEP ISEP 20EP. 147 
146 SBP 8CP lOOP 9CP 9CP 120P 121DP SOP IOEP t4EP 14EP IOEP IOEP 1SEP ISEP 12EP tSEP 1SEP 20EP 146 
145 SBP SCP lOOP gep 9CP 120P i 20P SOP 10DP I~OP 14EP tOEP IOEP ISEP 17EP 12EP !SlOP 1SEP 19EP 14S Weapon Type: 144 SBP SOP lOOP 9CP 9CP 120P 120P SOP lOOP 140P 13EP 10EI? ' IOEP 15EP 17EP 12Et? 14EP ISEP 19.EP 144 
143 SAP 8CP 10CP 9CP 9CP t2CP 120P 8CP lOOP 130P 13EP l OOP 10EP t4EP 17EP 11EP 14EP 17EP 19EP 143 One-Handed 
142 SAP SBP 10CP 9BP 9CP l iCP 1iOP 8CP lOOP I '.lOP 130P lOOP. 10 EP 14EP 17EP )IEP HEP 17EP 19EP 142 Slashing 141 6AP SBP 9Cf' 9BP 9CP IICP II OP SCP 90P 130P t30P lOOP lOOP t4EP 17EP IIEP. 14EP 17EP 19EP 141 
140 SAP 8BP 9CP 9BP 9BP 11CP IICP 8CP 9CP 130P !30P lOOP lOOP 140P ISEP 110P 140P 17EP 18EP 140 
139 SAP 8BP 9CP 9BP 8BP 11CP 11CP 8CP 9CP 130P 130P lOOP lOOP t40P ISEP !lOP 14EP 17EP ISEP 139 length: 
138 SAP 7BP 9CP SBP 8BP IICP !1CP 8CP 9CP 13CP 120P 90P 90P 140P !SOP 110P 130P 17EP ISEP 13S 
137 SAP 7BP 9CP SBP 8BP 11CP 110P 7CP 90P 12CP 120P 90P 90P 140P 160P lOOP 130P 16EP 1SEP 137 H.5feet 
136 SAP 7BP 9BP SAP SBP I I CP I lOP 7CP 90P 120P 120P 90P 90P 130P I SOP lOOP 130P 16EP 17EP 136 
135 6AK 7AP 9BP SAP 8BP IOBP 10CP 7CP 90P 120P 120P 90P 90P 130P !SOP 100P 130P !SEP 17EP 135 Weight: 134 4 6 7AP 9BP SAP 8BP !OBP IOCP 70P 90P 120P 120P 90P 90P 130P 1SOP 100P 130P ISEP 17EP 134 
133 4 6 7AP 9BP SAP BBP !OBP !OCP 7BP SOP 120P 120P 90P 90P 130P !SOP lOOP 130P ISEP 170P 133 1-2 pounds 
132 4 5 7AP 8BP SAP SAP !OBP IOCP 7BP SCP 12CP 11CP 9CP 90P 130P !SOP 10CP 120P !SEP 170P 132 
131 4 5 7AP SBP SAP SAP 10BP IOCP 7BP SOP ! ICP IICP 90P 90P 130P !SOP IOCS 120P ISEP 160P 131 
130 4 5 7AP SBP SAP SAP IOBP IOBP 78P scp I10P llCP SOP 9,GP 120P 140P 'gop 120P !SOP 160P 130 Fumble 
129 4 s 7AP SBP SAS SAP 10BP !OBP 7BP SBP IICP l!CP. 9CP 9CP 120P 140P 9CS t20P !SOP !SOP 129 Range: 128' 4 5 7AP SAP SAP 7AP !OBP 9BP 7BP SBP 110P 110P 9CP •90P 12CP 140E' 90P t2CS !SOP !SOP 12S 
127 4 5 7AS SAP 7AS 7AP 9AP gBP 7BP SBP I lOP 110fi 90P SOP 120P J40P 9CS 1201? 150P 1SOS 127 01-02 UM 
126 4 5 6AP SAP 7AP 7AS 9AP 9BP 78$ SBP 1 10P lOOP 8CP SOP 120P 140P 9CP. J,JQS !SOP !SOP 126 
125 4 5 6AK SAP 7AK 7AP 9AP 9BP 6BR 7BP 10BP 10CP SCP SOP 12CP 13CP 90S, 11CP. HOR !50S 125 

Range 124 4 5 s SAP 7 7A$ 9AP 9BP 6BS 7BP 10BP !OCP SCP 8CP 12CP 130P SCP IICS 14GP' 150P 124 
123 4 5 6 7AP 7 7AP 9AP 9BP 6BP 76$ IOBP IOCP ' OCP SCP IICP 13CP scs IICP 40P !50S 123 (OB Mod): 
122 4 5 s 7AP 7 7AS 9AP .9BP 6AS 7BP 10BP IOGP SSP. SCP 11CP 13CP 8CP tiCS 1401? 140P 122 
121 3 5 s 7AP 7 7AP 9AS SBP 6AP 7BS IOBP 9CP SBS 8CP ttCP 13CP SBS IICP 140S 14CS 121 1'-1 0' (-15) 
120 3 5 6 7AP 7 7AK 9AP SBP SAS 7BP lOBS 9CP SBP SCP IIOP 12CP SBP tOCS 140P 14CP 120 
119 3 5 6 7AP 7 7 BAS SAP SAP 7BS 9BP 90P SBS 8CP !lOP 120P SBS IOCP 140S I4CS 119 
118 3 5 6 7AP 7 s SAP SAP &AS 7BP 98$ 9BP SBP scs 110P 120P 7BP lOBS 130P 140P 11S 
117 3 5 s 7AS 7 6 SA$ SAP SAP 7AS 9BP 9BP SBS SCP IOCP 12CP 78$ IOBP 130$ 13CS 117 
116 3 5 6 7AP 6 6 SAP SAP 6AS SAP 98$ 9BP SBP 7CS IOCS 12CP 7BP tOBS 13CP 13CP 116 
115 3 4 6 7AK 6 s SAK SAP 6AP SA$ 9BP SBP SBS 7CP IOBP IICP 7BS IOBP 130$ 130$ 115 
114 3 4 5 6 6 s 8 7AP 6AS 6AP 98$ SBS 78P 7BS lOBS II OS 78P 98$ 130P 130P 114 
113 3 4 s 6 6 6 8 ?AS SAP GAS SAP SBP 7BS 7BP 10BP llOP 7AS 9 BP 130S 130S 113 
112 3 4 s 6 6 6 7 7AP 5AS SAP SA$ SBS 78P 76$ lOBS II BS 7AP 98$ 120P 120P 112 
11 1 3 4 s 6 6 6 7 7AS SAP 6AS SAP SBP 7BS 78P iOBP 11BP SAS 9BP 120S 128$ 111 
110 3 4 5 6 6 6 7 7AP 5AK SAP SAS ass 7BP 78$ 98$ i OBS 6AP 98$ f2CP 12BP 110 
109 3 4 5 s 6 6 7 7AS 5 SAS SAP 7BP 78$ 7BP 9BP lOBI' &AS 9AP 120S 12BS 109 
10S 3 4 5 6 6 s 7 7AP 5 SAP SAS 7BS , 7AP 7BS 9BS lOBS SAP SAS f2CP 11BP 108 
107 3 4· s 6 6 5 7 6AS 5 SA$ SAP lBP 7AS' '7BP 9BP IOBP SAS SAP' 12CS \I BS 107 
106 3· 4 5 6 6 s 7 SAP 5 SAP 7AS 7BS 7AP 78$ 9BS lOBS SAP 8AS 1 1G,P 11BP 106 
10S 3 4 s ·5 5 s 6 6AK 5 SAK 7AP 7BP 7AS 681? 9BP. 9BP SAS SAP liBS JIBS 105 
104 3 4 5 5 5 5 s 6 5 5 7A$ 7AS 7AP SBS SBS 9BS .SAP BAS l!BP 1tBP 104 
103 3 4 5 5 5 5 s 6 5 5 7 AR SAP 7A$ SBP SBP ,9BP SAK SAP IIBS lOBS 103 
102 3 4 4 5 5 5 6 6 5 5 ' 7AS SA$ .s AP 68$ 88$ 98$ 5 7AS 11BP tOAP 102 
101 3 4 4 s 5 s 6 $ 4 5 7AP SAP ·SA$ 6BP 8BP 9BP 5 7AP 118$ 10AS 101 
100 3 4 4 5 5 5 6 s 4 4 6AK SAS SAP 6AS 88$ a as s ? AS IOBP I OAP 100 
99 3 4 4 5 5 5 6 5 4 4 s 6AP SAS SAP SAP SBP 4 7AP lOBS lOA$ 99 
98 3 4 4 5 5 s 6 5 4 4 6 SA$ 6AP 6AS 8AS SBS 4 7AK IOBP 9AP 98 
97 3 3 4 5 5 4 s 5 4 4 6 SAP GAS SAP 7AP 8BP 4 7 lOBS 9AS 97 
96 3 3 4 4 5 4 5 5 4 4 s SA$ SAP BAS 7AS ass 4 6 t OBP 9AP 96 
95 3 3 4 4 5 4 s 5 4 4 6 SAP 6AS SAP 7AP 7AP 4 6 lOBS 9AS 95 
94 3 3 4 4 4 s 5 4 4 5 SAS SAP SAS 7AS 7AS 4 6 iOAP SAP 94 
93 3 3 4 4 4 s 4 4 4 5 SAP 6AK SAP 7AP 7AP 4 6 9AS SAK 93 
92 2 3 4 4 4 5 4 4 4 5 4AS s SAS 7A$ 7AS 3 6 9AP s 92 
91 2 3 4 4 4 4 5 4 4 3 5 4AP 6 SAP 6AP 7AP 3 6 9AS s 91 
90 2 3 3 4 4 4 4 4 4 3 5 4Al< s 5AS 6AS sAS' 3 5 9AP s 90 
S9 2 3 3 4 4 4 4 4 3 3 5 A 5 SAP SAP GAP. 3 5 9AS 7 89 
88 2 3 3 II 4 4 4 4 3 3 4 4 5 · SAK 6AS SA$ 3 5 9f)P 7 88 
87 2 3 3 3 4 4 4 4 3 3 4 4 5 5 SAP SAP 3 5 SA$ 7 87 
86 2 3 3 3 4 3 4 3 3 3 4 3 5 s 6AS 6AS 2 5 SAP 7 86 
85 2 3 a 3 4 3 4 3 3 3 ~ 3 5 5 SAP SAP 2 0 8AS 0 85 
84 2 3 3 3 4 3 4 3 3 3 4 3 5 5 SAk SAS 2 0 SAP 0 84 
83 2 3 3 3 3 3 4 3 3 2 4 3 5 5 SA$ SAP 2 0 SAK 0 83 
S2 2 3 3 3 3 3 3 3 3 2 3 3 s 4 s 5AS 2 0 s 0 82 
Sl 2 3 3 3 3 3 3 3 3 2 3 3 5 4 s SAP 2 0 7 0 S1 
80 2 2 3 3 3 3 3 3 3 2 3 2 5 4 s 4AS 0 0 7 0 80 
79 2 2 3 3 3 3 3 2 3 2 3 2 5 4 5 4AP 0 0 7 0 79 
7S 2 2 2 2 3 3 3 2 3 2 3 2 4 4 4 4AK 0 0 7 0 78 
n 2 2 2 2 3 3 3 2 2 2 3 2 4 4 4 4 0 0 7 0 n 
7S 2 2 2 2 3 2 3 2 2 2 2 2 4 4 4 4 0 0 7 0 76 
75 2 2 2 2 3 2 2 2 2 0 2 0 4 4 3 0 0 0 0 75 
74 2 2 2 2 3 2 2 2 2 0 2 0 4 4 3 0 0 0 0 74 
73 2 2 2 2 3 2 2 2 2 0 2 0 4 4 4 3 0 0 0 0 73 
72 2 2 2 2 2 2 2 I 2 0 2 0 4 4 4 3 0 0 0 0 72 
71 2 2 2 2 2 2 2 1 2 0 2 0 4 3 3 3 0 0 0 0 71 
70 2 2 2 2 2 2 2 1 2 0 0 0 4 3 3 0 0 0 0 0 70 
69 2 2 2 1 2 2 2 1 2 0 0 0 4 3 3 0 0 0 0 0 69 
68 2 2 2 1 2 2 2 1 2 0 0 0 4 3 3 0 0 0 0 '0 68 
67 2 2 2 I 2 2 1 1 2 0 0 0 4 3 3 0 0 0 0 0 67 
ss 2 2 1 1 2 2 1 1 2 0 0 0 3 3 3 o. 0 0 0 0 66 
65 2 2 1 1 2 i 1 0 0 '0 0 0 3 3 0 '0 0 0 0 ·O 65 
64 2 2 1 1 2 1 1 0 0 0 0 0 3 3 0 0 0 o' 0 0 64 
63 1 2 1 1 2 1 I 0 0 0 0 0 3 3 '0 ,0 0 0 0 0 63 
62 1 1 1 1 a 1 1 0 0 0 0 0 3 3 0 0 0 0 0 0 62 
61 1 1 1 I 1 1 1 0 0 0 0 0 3 3 0 0 0' 0 0 0 61 
60 1 1 1 0 1 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 60 
59 1 1 I 0 1 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 59 
58 1 , , 0 I 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 58 
57 1 1 1 0 1 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 57 
56 1 1 1 0 1 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 56 
55 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 1 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 , 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 0 0 0 0 0 0 0 0 0 0 0, 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 ~ 0 0 0 0 46 
45 0 0 0 0 0 0 0 0 0 () 0 0 0 0 0 0' 0 0 45, 
44 0 0 0 0 0 0 0 0 0 0 0 0 ,Q 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 

36-42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 3&-42 



150 7EK 7EK 8EK 13EK 11EK 11EK 14EK 14EK 16E$ 18ES 22ES 22j:S 20ES 20ES 25ES 2SES 22ES 25ES 28ES 30ES 150 
149 70K 7DK 8EK 13EK 11ES 11ES 14ES 14ES 16ES 18ES 22ES 22ES 20ES 20ES 25ES 2SES 22ES 25ES 28ES 30ES 149 
148 70K 70K 8EK 13EK 11EK 11EK 14EK 14EK 16ES 18ES 22ES 22ES 20ES 20ES 25ES 28ES 22ES 25ES 28ES 30ES 148 
147 7CK 7CK SDK 13EK 11ES 11ES 14ES 14ES 16ES 18ES 22ES 22ES 20ES 20ES 25ES 28ES 22ES 25ES 28ES 29ES 147 
146 7CK 7CK SDK 13EK 11DK 11DK 14DK 14EK 16ES 18ES 21ES 21ES 20ES 20ES 24ES 27ES 21ES 24ES 27ES 29ES 146 

Weapon Type: 145 7CK 7CK SDK 13EK I1DS 11DS 14DS 14ES 16ES 17ES 21ES 21ES 20ES 20ES 24ES 27ES 21ES 24ES 27ES 29ES 145 
144 7CK 7CK SDK 13EK II OK 110K 14DK 14EK 15ES 17ES 21ES 21ES 19ES 19ES 24ES 27ES 21ES 24ES 27ES 28ES 144 

One-Handed 143 7CK 7CK 8DK 130K 1105 110$ 1305 13ES 15DS 17ES 21ES 20ES 19ES 19ES 24ES 26ES 20ES 23ES 26ES 28ES 143 

Slashing 142 785 7CK 8CK 12DK 110K 11DK 130K 13DK 15DS 17ES 20ES 20ES 19ES 19ES 23ES 26ES 20ES 23ES 26ES 27ES 142 
141 7BK 7BK 8CK 12DK 1105 I ODS 130S 13DS 150$ 1605 20DS 20ES 19ES 19ES 23ES 26ES 20ES 23ES 26ES 27ES 141 
140 7BS 7BK 8CK 12DK lOOK lOOK 130K 130K 150S 160$ 200$ 20ES 190$ 19ES 23ES 25ES 19ES 22ES 26ES 27ES 140 

Length: 139 7BK 7BS 8CK 120K 10CS I ODS 13DS 130$ 140$ 180S 190$ 19ES I 80S t8ES 2:lES 25ES 19ES 22ES 25ES 26ES 139 
138 7BS 7BK 8CK 120K lOCK lOCK 13CK 130K 140S 160S 1905 19ES 1805 t8ES 22ES 25ES 19ES 22ES 25ES 28ES 138 

2.5-4 feet 137 7BK 7BS 7CS 120K 10CS IOCS 12CS 120S 140$ 1505 1905 1905 180$ 180$ 22E5 24ES 19ES 21ES 25ES 26ES 137 
136 7B5 7BK 7CK 120K lOCK l OCK 12CK 120K 140S 150S 190$ 1805 180S 180$ 22ES 24ES 18ES 21ES 24ES 25ES 136 

Weight: 135 7AK 7BS 7CS 110K tOCS 10CS 12CS 120S 14CS 150$ 180$ 180$ I 80S 18ES 21ES 24ES 18ES 21ES 24E5 25ES 135 
134 7AS 6BK 7BK IIOK lOCK lOCK 12CK 120K 14CK 150$ 1805 180S 180$ 170S 210$ 23ES 1805 20ES 24ES 24ES 134 

3·5 pounds 133 7AK 6AS 7BS 11CS 10CS IOCS 12CS 120$ 13CS 140K I 80S 170$ 170$ 170$ 210$ 23ES 170$ 20ES 23ES 24ES 133 
132 GAS 6AK 7BK 11CK 10BK 9CK 12CK 120K 13CK 140S 180K 170$ 170$ 170S 210S 230$ 170$ 20ES 23ES 24ES 132 
131 6AK 6AS 7BS 11CS 9BS 9CS 12CS 11CS t3CS 140K 170$ 170$ 1705 1705 200S 220$ 170$ 190$ 23ES 23ES 131 

Fumble 130 GAS 6AK 7BK liCK 9BK 9BK 11CK liCK 13CI< 14CS 170K 170S 17CS 1705 200S 2205 160$ 190$ 23ES 23ES 130 

Range: 129 6AK GAS 785 11CS 98$ 9BS 11CS 11CS 13CS 13CK 170$ 1605 170$ 160$ 200S 220$ 160S 1905 22ES 23ES 129 
128 6AS 6AK 7BK liCK 9BK 9BK 11CK liCK 12CK 13CS 16CK 160K 16CS 160S 200S 210$ 160$ 180$ 22ES 22ES 128 

01-04 UM 127 6AK 6AS 785 IOCS 9BS 985 IICS 11CS 12CS 13CK 16C$ 160S 16CS 160$ 1905 2105 160$ I 80S 22ES 22ES 127 
126 6AS 6A'< 7BK lOCK 9BK 9BK 11BK 11CK 12CK 13CS 16CK 150K 16CK 160S 190S 210S 150$ 180$ 21ES 21ES 126 

Range 
125 6AK 6AS 7AS IOCS 985 9BS 1185 IOCS 12CS 13CK 16CS 150$ 16CS 160$ 190$ 200$ I 50S 170$ 21ES 21ES 125 
124 6 6A< 6AK IOBK 9AK 9BK 10BK lOCK 12CK 12CS 15CK 150K 16CK 150$ 180$ 2005 1505 170S 21ES 21ES 124 

(08 Mod): 123 6 6AS GAS 1085 9AS 8BS 1085 10CS 11CS 12CK ISCS I 50S 15C$ 150K 180$ 200$ 140S 170S 21ES 2005 123 
122 6 6A< 6AK IOBK 8AK 88K IOBK lOCK 11BK 12C$ ISCK 140K 15CK 150$ 180K 190$ 140S I 60S 200S 2005 122 
121 6 6AS 6AS lOBS 8A$ 88$ lOBS 10CS IIBS 12CK 14CS 14CS 15CS 15CK 1805 I 90S 140S 160$ 200S 20DS 121 
120 6 6A< 6AK 98K 8AK 8AK 10BK I OBK 118K 11C$ 14CK 14CK 15CK 15CS 170K 190$ 13CK I 60S 2005 190$ 120 
119 6 6 6AS 985 SA$ SA$ lOBS 9BS 118$ 11CK 14CK 13CS 15CS 14CK 17CS 180K 13CK I 50S 190$ 190$ 119 
118 6 5 6AK 9BK 8AK 8AK tOBK 9BK IIBK 11CS 14CK 13CK 15CK 14CS 17CK 180$ 13CK I 50S 190S 180$ 118 
'117 6 5 611S 98$ 8AS BAS 9AS 985 lOBS 11BK 13CS 13CS 14CS 14CK 17CS 180K 12CS 150K 1905 180$ 117 
116 6 5 6AK 9BK 8AK 8AK 9AK 9BK IOBK lOBS 13CK 12CK 14CK 14CS 16CK 1705 12CK 14CS 180S 180$ 116 
115 5 5 6AS 9BS SA$ 7AS 9AS 9BS 1085 10BK t3CS 12CS 14BS 14CK 16CS 170K 12CS 14CK 1805 t70S 115 
114 5 5 611K 911K 8 711K 9AK 9BK IOBK lOBS 13CK 12CK 14BK 13CS 16CK I? OS 12CK t3CS 1805 170K 114 
113 5 5 6AS BAS 7 7AS 9AS ass lOBS 10BK 12CS 12CS 14BS 13CK 15CS 16CK t i CS 13CK 1805 170$ 113 
112 5 5 SilK SilK 7 7AK 9AK 8BK 9BK 9B5 12BK liCK 13BK 13CS 15CK 16CS liCK 13CS 170$ t60K 112 
111 5 5 5AS 8AS 7 7AS 8AS 8B5 9BS 9BK 12BS 11CS 13BS 13CK 15CS t6CK 1105 13CK 170$ t60S 111 
110 5 5 5AK 8AK 7 7AK 8AK SBK 9BK 9BS 118K 11CK ~3BK 13CS 15CK 15CS lOCK 12CS i70S 150K 110 
109 5 5 5 8AS 7 7 BAS 8AS 9AS 9BK 11BS IOC$ 13BS 12CK 14CS ISCK lOBS 12CK 1605 150$ 109 
108 5 5 5 8AK 7 7 8AK 8AK 9AK 88$ 118K lOCK 13BK 12CS 14CK 15CS IOBK 12CS 16DK 150K 108 
107 5 5 5 8AS 7 7 8AS 7AS 9AS 8BK 11BS IOCS 12BS 12CK 14CS 14CK 9B5 118K 1605 140$ 107 
106 5 5 5 8AK 7 6 8AK 7AK 8AK 885 IOBK 9CK 12BK 12CS 14CK 14CS 9BK 118$ 15DK 140K 106 
105 5 5 5 7AS 7 6 8AS 7AS BAS 8BK lOBS 9CS 1285 12BK 13BS 14CK 985 118K 1505 140S 105 
104 5 5 5 7AK 6 6 7 7AK 8AK 7AS IOBK 9BK 12BK 1185 13BK 13CS 9AK lOBS ISOK 13CK 104 
103 5 5 5 7AS 6 6 7 7AS 8AS 7AK lOBS 985 1285 118K 138S t3CK 8AS 108K ISC$ 13CS 103 
102 5 4 5 7AK 6 6 7 7AK 8AK 7AS 9BK 8BK 128K 11BS 128K 138$ 8AK 10B5 14CK 12CK 102 
101 5 4 5 7AS 6 6 7 7AS 7AS 711K 98$ 88$ liAS 118K 12BS 12BK BAS 9BK 14CS t2CS 101 
100 5 4 5 711K 6 6 7 6AK 7AK 7AS 98K 88K 11AK 118$ 12BK 1285 7AK 9AS 14CK t2CK 100 
99 5 4 4 7 6 6 7 6AS 7 6AK BAS 78$ l iAS IOBK 128$ 12BK 7 9AK 13CS tiCS 99 
98 4 4 4 6 6 6 6 6AK 7 6AS 8AK 7BK llAK lOBS 118K 1185 7 BAS 13CK IIBK 98 
97 4 4 4 6 6 5 6 611S 7 6AK BAS 7BS liAS IOBK 11BS 11BK 6 8AK 13CS 11BS 97 
96 4 4 4 6 6 5 6 611K 6 6AS 8AK 7BK I OAK 108$ IIBK 11B$ 6 BAS 13CK IOBK 96 
95 4 4 4 6 6 s 6 61\S 6 5AK 7A$ 6BS 10AS 10BK 118$ IOBK 6 7AK 12CS 108$ 95 
94 4 4 4 6 5 s 6 5 6 5 7AK 6BK I OAK 98$ IOBK lOBS 6 7 12CK 9BK 94 
93 4 4 4 6 5 5 6 5 6 5 7AS 6BS 10AS 9BK lOBS IOBK 5 7 12CS 9AS 93 
92 4 4 4 6 5 5 6 5 6 5 6AK 5BK 101\K 9AK IOBK 9BK 5 6 11BK 9AK 92 
91 4 4 4 6 5 5 5 5 6 4 6AS 58$ 9AS 9AK 9BS 9BK 5 6 1185 8AS 91 
90 4 4 4 5 5 5 5 5 5 4 6AK 5BK 9AK 9A5 9AK 985 4 6 11BK 8AK 90 
89 4 4 4 5 5 5 5 5 5 4 6 4AS 9 8AK 9AS 8BK 4 0 lOBS 0 89 
88 4 4 4 5 5 4 5 4 5 4 5 4AK 9 8AS 9AK 8BS 4 0 10BK 0 88 
87 4 4 4 5 5 4 5 4 5 3 5 4AS 9 8AK 8AS 8AK 3 0 lOBS 0 87 
86 4 3 3 5 5 4 5 4 5 3 5 4AK 9 8AS 8AK 7AS 3 0 108K 0 86 
85 4 3 3 5 4 4 4 4 4 3 5 3AS 8 8AK 8AS 7AK 3 0 985 0 85 
84 4 3 3 !> 4 4 4 4 4 3 4 3AK 8 7 8AK 7A$ 0 0 9AK 0 84 
83 4 3 3 4 4 4 4 4 4 2 4 3AS 8 7 7A$ 6AK 0 0 9AS 0 83 
82 4 3 3 4 4 4 4 3 4 2 .. 2AK 8 7 7AK 6AS 0 0 8AK 0 82 
81 4 3 3 4 4 4 4 3 4 2 3 2AS 8 7 7AS 6AK 0 0 BAS 0 81 
80 3 3 3 4 4 3 4 3 4 2 3 2AK 7 7 6AK 5AS 0 0 8AK 0 80 
79 3 3 3 4 4 3 4 3 3 0 3 0 7 6 6 5AK 0 0 0 0 79 
78 3 3 3 4 4 3 3 3 3 0 3 0 7 6 6 SAS 0 0 0 0 78 
n 3 3 3 4 4 3 3 3 3 0 2 0 7 6 6 4AK 0 0 0 0 77 
76 3 3 3 3 3 3 3 2 3 0 2 0 7 6 5 4AS 0 0 0 0 76 
75 3 3 3 3 3 3 3 2 3 0 2 0 6 6 5 4AK 0 0 0 0 75 
74 3 3 2 3 3 3 3 2 2 0 0 0 6 5 5 0 0 0 0 0 74 
73 3 3 2 3 3 3 3 2 2 0 0 0 6 5 5 0 0 0 0 0 73 
72 3 3 2 3 3 3 2 2 2 0 0 0 6 s 4 0 0 0 0 0 72 
71 3 3 2 3 3 2 2 2 2 0 0 0 6 5 4 0 0 0 0 0 71 
70 3 2 2 3 3 2 2 1 2 0 0 0 6 5 4 0 0 0 0 0 70 
69 3 2 2 3 3 2 2 1 0 0 0 0 s 4 0 0 0 0 0 0 69 
68 3 2 2 2 3 2 2 1 0 0 0 0 5 4 0 0 0 0 0 0 68 
67 3 2 2 2 2 2 2 1 0 0 0 0 5 4 0 0 0 0 0 0 $7 
66 3 2 2 2 2 2 2 1 0 0 0 0 5 4 0 0 0 0 0 0 66 
65 3 2 2 2 2 2 I 0 0 0 0 5 4 0 0 0 0 0 0 65 
64 3 2 2 2 2 2 0 0 0 0 0 4 0 0 0 0 0 0 0 64 
63 2 2 2 2 2 2 0 0 0 0 0 4 0 0 0 0 0 0 0 83 

I 62 2 2 2 2 2 1 1 0 0 0 0 0 4 0 0 0 0 0 0 0 62 
I 61 2 2 1 1 2 I 1 0 0 0 0 0 4 0 0 0 0 0 0 0 61 • 60 2 2 1 1 2 1 1 0 0 0 0 0 4 0 0 0 0 0 0 0 60 • 59 2 2 1 I 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 I 58 2 2 1 1 I I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 I 
I 57 2 2 1 1 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 

56 2 2 I 1 I 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 I 55 2 2 1 1 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 2 1 1 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 2 1 I 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 2 1 I 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 2 1 I 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 2 1 I 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 

1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 41).43 
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 3().39 



150 3CI" SOP 7EP 9EP BEP \ OEP 14EP 14EP 12Ef' I;!EP 17EP 14EP i?EP 20EP 22EP 150 
149 3CI' 5CP 7EP 9EP 9EP SEP tOEP 14EP 14EP 12EI;' 12EP 17EP 14EP 17EP 20EP 22EP 149 
148 3CP seP 70P 9EP 9EP BEl' 10EP 1~EP 14EP 12EP 12EP 17EP 14EP 1"lEP 20EP 22EP 148 
147 3CP SCP 7.0P. 9EP 9EP BEl' IOEP 14EP 14EP 12EP. 12EP 17Ef1 14EP 17EP 20EP 22EP 1'4~ 
146 3CP 5CP 70P 90P 90P ~ee. 10EP 14EI' 14EP 12EP 12Ef' 17Ep 14EP 11'1EP 20EP 22EP 146 
145 3BP 5CP 7CP 90P •9E>P 801? lOEP 14EP 14EP "1 2EP 12EP PEP 20EP l '4EP 17EP 20EP 22EP 145 Weapon ,Type: 144 3BP SCP 7CP SOP 901' SOP IOEP 14EP 14EP 12EP 12EP. 17EP . f9EI' <'14EF' 17EP 20EP 22EP 144 
143 3BP SBP ~CP 90P 901' SOP TOOP 140P 14EP 12EP t2EP PEP 19E.P 14EP 17EP 20EP 21EP 143 One-Handed 
142 :lBP 5BP 7C::P 90P 901? SOP lOOP 130P 13EP 12EP 12EP ·16EP 19EP 13EP 16EP i9EP 21EP 142 Slashing 141 3BP SSP iCP 90P 90P so·p IOO,P. 13DP f 3EP 12EP 12EP 16EP 19EP 13EP 16EP 19EP 21EP 141 
140 3BP SBP 7CP 9CP SOP SOP TOOP 130P 13EP T2EP 12EP 16EP 19EP 13EP 16EP 19EP 21EP 140 
139 3AP SBP 7CP 9CP 90P SCP 90P 130P 130P 12EP 12EP 16EP 19EP 13EP 16EP 19EP 21EP 139 Length: 
138 3AP SBP 7CP SCP 9CP SCP SOP 130P 130P 120P 12EP 16EP 18EP 13EP 16EP 19EP 21EP 138 
137 SAP 5BP 7BP SCP SCP 8CP 90P 130P 130P IIOP IIEP 16EP 18EP 13EP 16EP 19EP 20EP 137 3-5 feet 
136 3AP SAP 7BP 8CP BCP aCP SOP 130P 130P 110P i 1EP 16EP 18EP 13EP 16EP 19EP 20EP 136 
135 3AP SAP 7BP 8CP 8CP SCP 9CP i30P 120P IIOP IIOP 16EP 18EP i3EP 16EP 19EP 20EP 135 Weight: 134 3AS SAP 6BP 8CP 8CP 7CP 9CP 120P 120P IIOP I lOP 15EP ISEP 12EP 15EP 18EP 20EP 134 
133 3AP SAP 6BP 8CP 8CP 7CP 9CP 12CP 120P IIOP IIOP 150P 18EP 12EP 15EP 18EP 20EP 133 1.5-3 pounds 
132 3AS SAP 6BP 8CP SCP 7CP 9CP 12CP 120P 110P I l OP I SOP 17EP 12EP 15EP 18EP 20EP 132 
131 3AP SA(> 6BP BBP BCP 7CP 9CP 12CP 120P 11DP ltOP I SOP 17Et;'_ 12EP 15EP ISEP 19EP 131 

Fumble 130 3AK 51\P SSP 8BP BCf! ?<:w g'cp ~ 2CI1 12DP I lOP I lOP 15Dfl 17DP 12EP 15EP 18EP 19EP 130 
129 3 5AS SSP SSP 8BP 7CP ' 9CP, 12CP 12DP 11DP 11J;lP ~~g~ gg~, 12DP 15EP 18EP 19EP 129 Range: '128 3 SAP SAP BBP S,BP 7CP · 8CP 12CP l~p 11DP IIO.f' 120P 15Ef' ISEP 19EP 128 
127 3 SAS 6AP SBP see 70P SCP 12CP fOP I lOP I lOP 14QP l7DP 120P 14EP. 18EP 19EP 127 01-04 UM 
12G 3 SAP GAP 7BP 861' 79]! SCP 11CP 11GP 11CP 11DP 14DP lsoR 110P 140P 17EP 19EP 126 
125 3 4AK GAP 7BP 7BP 7BP SGP 11CP )ICP 11CP lOOP 14DP '16pe 1tlliP 1<\DP 17!0f> 18EP 125 

Range 124 ll 4 GAP 7BP 7Bfl 7BP ~CP 1.1CP n cP IOCP lOOP 14DP 'f60P. 1101? 140P. 17EP 18EP 124 
123 3 4 GAP 7Bfl 7BP. 7BP BCP 11CP ) 1CP roep lOOP. 14DP. 160P, I lOP 14DP 17EP 18EP 123 (08 Mod): 122 3 4 SAP 1BP 7B.P 7BP ~p llGP 11CP 10CP lOOP 14DP I SOP 111ilP 140P 17EP 18EP 122 
121 3 4 6!\S 7J!iP 7_BP .JJ3P. 8BP IJ.CP 11CP. t<!OP lOOP 1~DP 1SDP 110P 140P 17EP- 18EP 121 
120 3 4 SAP 7AP 7BP 7BP SBP 11CP ! OCP IOCP lOOP 14DP 15DP 110P 140P 17EP 18EP 120 
119 3 4 6AS 7AP ?BP SBP SBP 11CP IOCP !OCP lOOP 13DP I SOP 110P 130P 17EP 17EP 119 
118 3 4 SAP 7AP 7AP 6BP 7BP IOCP IOCP IOCP lOOP 130P I SOP lOOP 130P ISEP 17EP 118 
117 3 4 SAS 7AP ?AP SBP 7BP IOBP 10CP IOCP l OOP 130P 15DP lOOP 130P 16EP 17EP 117 
116 3 4 SAP 7AP ?AP GBP 7BP iOBP 10CP 10CP IOCP 130P I SOP lOOP 130P 160P 170P 116 
115 3 4 5AK 7AP ?AP GBP 7BP 10BP 10CP lOCP lOCP 13CP 1SDP lOOP 130P I SOP 170P 115 
114 3 4 5 SAP ?AP GBP 7BP IOBP 10CP !OCP IOCP 13CP 140P lOOP 130P !SOP 170P 114 
113 3 4 s GAS GAS SBS ?BP IOBP 9CP IOCP 9CP 13CP 140P lOOP 130P ! GOP I SOP 113 
112 3 4 s SAP SAP GAP 7BP IOBP 9CP IOCP 9CP 12CP 140P lOOP 120P 1SOP 160P 112 
111 3 4 5 6AS SAS 7AS 7BP 9BP 9CP 9CP 9CP 12CP 140P I ODS 120P 150P I GOP 111 
110 3 4 5"' SAP GAP GA"P· 7BS 9BP .$CP 9CP 9CP 12't:P: 140P sit:e 12DP 15DP t60P 110 
109 3 4 5 SAS SAS S~$ 7BP 98)> 9BP 9BP 9CP f2C,P 140P 9CS 120P I SOP .16DP 109 
108 3 4 5 GAP 6AP flAP. ?BS 9BP 9BP 9BS 9CP 12CP 13CP 9~P 120S I SOP rsop 108 
107 3 4 s GAS 6,AS MS SSP 9BS 9BP 9BP 9CP 12C!" 13CP 9CS 12DP 15DP 150P 107 
10G 2 4 5 SAP GAP MP GAS 9BP 9BP 9BS 9CP I~CP J3CP 9'cp )2CS I SOP I SOP 106 
105 2 4 5 GAl< GAK 6l>:S GAP 9BS 8BP 9BP 9CS l2CP 13CP 9CS 12CP I SOP 15DS ~OS 
104 2 4 5 6 6 5AF! 6AS 9BP 8BP 9BS 9CP I I CP 13CP ·gcp 1lCS 1SDP I SOP 1104 
103 2 4 s 61 6 5AS GAP BAS 8BP gBP 9CS 11ce 13CP 9CS 1\C::P 14DP TSDS 103 
102 2 4 4 s 6 SAP 61\S' 8AP 8BP 98S 9CP 11CS, 12CP scp 11'CS 14DP I SOP 102 
101 2 3 4 5 s ~AS GAP SAS 8BP s.ee 9CS 11CP. 1eCP ft.Y& 11C!:P r4oe '14DS 101 
100 2 3 4 5 5 SAP GAS SAP 8BP 9BS 8CP TIBS· 12CP 8CP 11CS 14DP 14DP 100 
99 2 3 4 5 5 SAK SAP 8AS 8BS 9BP 8CS 11 BP 12CS scs 11CP 140S 140$ 99 
9S 2 3 4 5 5 5 6AS SAP 7BP ass 8CP 11BS 12CP SCP 11CS 140P 140P 9S 
97 2 3 4 5 5 s SAP 8AS 7BS 8BP 8BS I OBP 12BS SCS 11CP 14DS 140S 97 
96 2 :1 4 5 5 5 SAS RAP 7BP 8BS ARP l OAS 11RP ABP 1or.s 140P !40P 96 
95 2 3 4 5 5 s SAP 7AS 7BS 8BP BBS IOBP 11BS SBS 10BP 130S 13DS 95 
94 2 3 4 s 5 s SAK 7AP 7BP SBS SBP l OBS 11BP 78P lOBS 130P 130P 94 
93 2 3 4 5 5 s 5 7AS 7AS SAP 8BS l OBP 11BS 7BS 10BP 13CS 13CS 93 

2 3 4 s s 5 s 7AP 7AP BAS SBP l OBS 11BP 7BP lOBS 13CP 13CP 92 
2 3 4 4 5 5 5 7AS 7AS SAP 8BS ! OBP 1\BS ?BS 10BP 13CS 13CS 91 
2 3 4 4 s 5~ 5 7AP ~p BAS ·saP 10B'S 10BP 781? 10BS 13CP l3CP 90 
2 a 4 4 5 4 5 7AK 6AS SAP a as 9BP lOBS 7AS 9BP 13CS 2CS 89 
2 3 4 4 4 4 5 7 SAP &AS 78P 9BS IOBP 7AP 9BS 13CP 12CP 88 
2 3 4 4 4 4 5 6 GAS SAP 7BS 9BP lOBS 7A,S 9BP 12CS 12CS 87 
2 3 3• 4 4 4 4 G GAP 8AS 7BP 9BS IOBP GAP 9AS T2CP 12CP 86 
2 3 ~ 4 4 4 4 G 6AS 7AP ~~~ 98.!' lOBS 6AK MP 12CS 12CS 85 
2 3 4 4 4 4 6 SAl' 7AS ~~~ 9BP 6 9AS 12CP 12BP 84 
2 3 3 4 4 4 4 6 5AS lAP 7BS 9BS 6 9AP 12CS 11BS 83 
2 3 3 4 4 4 4 6 SAP 7AS 7AP 9A$ 9BP 6 9AS 12CP HBP 82 
2 3 3 4 4 4 4 6 5AS 7Af> 7AS SAP 9BS 6 SAP 12C.S 11BS 81 
2 3 3 4 4 4 4 s SAP 7 7AP BAS 9AP 6 8AK 11BP IIBP ao 
2 3 3 3 4 4 4 5 SAK 7 7AS SAP 9AS 6 8 IIBS 1\BS 79 
2 3 3 3 4 4 4 5 5 7 7AP BAS SAP s 8 11BP !lAP 78 
2 2 3 3 4 4 4 s s 7 7AS SAP BAS s 8 11BS IOAS T7 
2 2 3 3 3 4 4 5 4 1 SAP BAS SAP 5 8 11BP 10AP 76 
2 2 3 9 3 4 3 5 4 7 6 SAP BAS 5 s 11BS I OAK 75 
2 2 3 3 3 3 3 s 4 7 s 7AS SAP s 7 11BP 10 74 
2 2 3 3 3 3 3 5 4 7 s 7AP BAS 5 7 11BS 10 73 
2 2 3 3 3 3 3 4 4 6 s ?AS 7AP 5 7 10BP 10 72 
2 2 3 3 3 3 3 4 4 6 6 7AP 5 7 10AS 9 
2 2 2 3 3 3 3 4 4 6 6 l 4 71 0A11 9 

S9 2 2 2 a· 3 3 3 4 4 s 6 7 4 7 10AS 9 69 
68 ' 2 2 2 3 3 3 3 4 3 6 · 6 7 4 7 i OAP 9 68 
67 2 2 2 2 3 3 3 4 a 6 6 7 4 7 IOAS -g 67 
66 2 2 2 2 3 3 3 4 3 s s 6 4 6 10AP 9 66 
65 2 2 2 2 3 3 3 4 3 6 6 6 4 6 I OAK 8 65 
64 2 2 -2 2 3 3 2 3 3 ~ 6 6 4 6 9 8 64 
63 2 2 2 2 2 3 2 3 .3 6 5 6 4 6 9 8 63 
62 1 2 2 2 2 3 2 3 '3 6 5 6 3 6 9 8 62 
Gl 1 2 2 2 2 3 2 3 2 6 5 6 3 6 9 8 6t 
60 1 2 2 2 2 3 2 3 2 6 5 6 3 6 9 8 60 
59 1 2 2 2 2 2 2 3 2 5 s 5 3 0 9 0 59 
58 1 2 2 2 2 2 2 3 2 5 5 5 3 0 9 0 58 
57 1 2 2 2 2 2 2 3 2 s 5 s 3 0 9 0 57 
56 1 2 2 2 2 2 2 2 2 5 5 s 3 0 8 0 56 
55 1 2 2 1 2 2 2 2 2 5 5 5 3 0 8 0 55 
54 1 2 1 1 2 2 0 2 0 5 5 s 0 0 8 0 54 
53 1 I I 1 2 2 0 2 0 s 5 5 0 0 8 0 , 53 
52 1 1 1 1 2 2 0 2 0 5 5 5 0 0 8 0 52 
51 1 1 1 1 1 2 0 2 0 s 4 4 0 0 8 0 51 
5.0 1 1 'I 1 2 0 2 0 5 4 '4 0 0 8 0 50 
49 1 j 1 i 2 0 0 0 s· 4 4 0 0 0 0 49 
48 1 I 1 1 2 0 0 0 s- 4 4 0 0 9 0 48 
!>7 1 1 2 0 0 0 5 4 4 0 0 0 0 47 

#-46 I 2 () 0 0 4 4 4 0 0 0 0 45;46 
40-44 1 0 0 0 0 4 4 0 0 0 0 0 40-44 
36-39 I 0 0 0 0 4 0 • 0 0 0 0 ·o 35-39 
3().34 1 ·o 0 0 0 0 .0 0 0 0 0 0 3().34 
21-;;!~ 0 li 0 ·o Q 0 0 0 0 0 0 0 21·29 



150 SEK IOEK 12EK 14EK 15EK 15EK 1SEK 18ES 16EK ISE.K 22ES 22ES 20EK 2QES 25ES ~~~~ 22ES 25ES 2SES {JOES 150 
149 SDK lOOK 12EK 14ES 15EK I SEt< 18EK l SEK 16EP 18EK 18EK 22ES 22ES 20ER 25ES 22ES 25ES 28ES 30ES 14!1 
14S .SDK lOOK 12EK 14EK 15EK 15EK 1SEK 18ES 16EK 18EK 22ES 22ES 20EK 20ES 25ES 28ES 22ES 25E$ 28E$ JOE$ 148 
147 SCK lOCK 12DK 14ES 15EK 15EK 1SE~ 18EP 16EI( 18Ei< 22ES 22E$ 20EP 20EP 25ES 2aes 22ES 25ES '28ES 30ES 147 
146 6CK l OCK l2DK 14EK 15DK I·SDK tSE 18ES t6EK 18EK 22ES 21ES 20EK 20ES 25ES 27ES 21ES 24ES 27ES 29ES 146 

Weapon Type: 145 SCK l OCK 12DS 14ES 150K 15DK I SDK 18EP 16EK t7EK 21ES 21ES 20EP 20EP 24EP 27ES 21ES 24ES 27ES 29ES 145 
144 6CK tOOK 12DP 14EP 160K !SDK 170$ 17EK 16EK 17EK 21ES 21ES t9EK i9EK 24ES 27ES 21ES 24ES 27ES 29ES 144 

One-handed 143 6CK lOCK 12DK 130K 150K 14DK 1701? 17ES I SDK f7EK 21ES 21ES 19EP 19ES 24EP 26ES· 2\E$ 24ES 27ES 2SES 143 

Slashing 142 SBK l OCK 12CS 130$ 140K 14DK 17DK 17EP 150K 17EK 21ES 20ES 19EK 19EP 24ES 26ES 20ES 23ES 26ES 28ES 142 
141 SBK IOBK IICP 130P 140K 14DK 170S 17DK 150K 17EK 20E$ 20EP 19ES 19EK 23EP 26ES 20ES 23ES 26ES 28ES 141 
140 SBK 108K liCK 13DK 140K 140K 17DP 170$ ISOK 16DK 200$ 20ES 19EP 19ES 23ES 26ES 20ES 23ES 26ES 27E$ 140 

Length: 139 SBK 108K IICS 13DS 14CK 1401( t60K 16DP 150K 1601( 200P 20EP 190K 19EP 23EP 25ES 20ES 22ES 26ES 27ES 139 
13S SBK 9BK IICP 13CP 14CK 14CK 160$ 160K !SDK 160K 200$ 19ES 180$ 18EK 23ES 25ES t9ES 22ES 25ES 27ES 138 

2-3.5 feet 137 SBK 98K liCK 130K 14CK 14CK t60P 160$ 140K 160K 190P 19EP I SOP 1SES 22EP 25ES t9ES 22ES 25ES 26ES 137 
136 8BK 9BK IICP 120$ 14CK 13CK 16CK !SOP 140K 160K 190$ 190$ 180K 180P 22ES 24ES 19ES 22ES 25ES 26ES 136 

Weight: 135 8AK 9BK 11CP 120P 13CK 13CK 16CS t60K 14CK I SDK 190P 190P I 80S 180K 22EP 24ES 19ES 2tES 25ES 26ES 135 
134 7AK 98K IIBK 120K 13CK 13CK 15CP 150$ 14CK ISO$ I 90S ISO$ I SOP 180$ 220$ 24ES 1SES 21ES 24ES 25ES 134 

3-5 pounds 133 7,1\K 9AP lOBS 12CS 13CK 13CP 15CK !SOP 14CK !SOP I 80S 1SDP !SDK 170P 210P 24ES ISES 21ES 24ES 25ES 133 
132 7AK 9AK 10BP 12CP 13BK 13CK 15CS 150K 14CK !SDK 180P 180S 17DS 170K 210$ 23ES 180$ 20ES 24ES 25ES 132 
131 7AK 9AP. 10BK 12CK 13BK 13CP ISCP 150S 13CK ! 50S I SDK I SOP 17011· 170$ 210P 230$ 170$ 20ES 24ES 24ES 131 

Fumble 130 7AK 9AK lOBS 12CS 13BK 13BK IS,CK !SOP f;JCi< 140P iQOS 170$ 17DK 170P •21DK 230S !70S 20ES 23ES 24ES 130 

Range: 129 7AP 9AS IOBP I I CP 13BK 12BP· ISCS 14DK 13CK 140K 110P 170P 170$ 170K 200$ 220$ 170$ 200$ 23ES 24ES 129 
128 7AK 9AP 10BK liCK 12BK 128K IACP 14CS 13CK 14CS 17DK 170$ 17CP 170$ 20DP 2205 17DK 190$ 23ES 23ES 128 

01-03 UM 127 7AS 8AK lOBS 11CS 128K 12BP 14CK 14CP 13CS 14CP I 70S 17DP 17CI( 160P 200K :r.:os 160$ 190$ 23EK 23EK 127 
126 7AP 8AS 10BP 11CP 128K 12BK 14CS 14CK ! 3CP 13CK 17.CP I 60S 16CS 160~ 200$ 220$ 160P !90S 22ES 23ES 126 

Range 
125 1A.~ SAP 10BK 11C.K 12BP 12BP 14CP 14CS 12CK 13CS 16CI( 16DP 16CP 160$ 190.P. 21DS 160K 1SOS 22EK 22ES 125 · 
124 · aAK 9AS 1JBS 12BK 12BK 14CK 13CP 12CS 13CP 16CS I 60S I!)CK 160P 190K 210$ I 60S 180$ 22ES 22ES 124 

(08 Mod): 123 7 BAS 9AP 118P 12AP 11BS 13CS 13CK 12CP 13CK 16GP I SOP 16GS 160K 190S 2f DS !SOP I 80S 21EK 22ES 123 
122 7 8AF! 9AK 10BK l 2AK 118P 198P 13CS 12CK 13CS 15CK 15ElS 16CP 160$ 19DP 2005 150K I SOP 2\ES 22ES 122 
121 7 sAK 9AS lOBS iiAS IIBK 13BK 13CP 128$ 12CP 1S'CS 150P 16CK 150P \SDK 200$ 150$ 170$ 2\EK 210$ 121 
120 7 SAS 9AP 10BP 11AP 118$ 13BS 13CK 12BP 12CK ISCP 150K ISCS I SDK 1SOS 200$ !SOP 170P 210$ 210$ 120 
119 6 8 9AK 108K 11AK 1\AP IJBP 12CS IIBK 12CS 15CK 14C$ t5CP 15CS 1SOP \90S 140K !70S 200P 200S 119 
118 6 s 9AS 'tOSS liAS IIAK 128K 12CP \ISS 12CP ISCS 14CP 15CK 15CP 18DK 190K 140$ 160P 200K 200$ 118 
117 6 8 9AP IOBP 11AP liAS 128$ 12CK 11BP 12CK 14CP 14CK 15CS 15CK 18CS 190$ 140P 160K 200$ 200$ 117 
116 6 7 SAK IOBK 11AK 10AP 12BP 12CS 11BK tiCS 14CK 14CS 15CP 14CS 17CP 190P 14CK 160$ 200P 190P 116 
115 6 7 &AS 9BS liAS 10AK 128K 12BP 11BS 11CP 14CS 13CP 15CK 14CP 17CK IS OK 13CS \GOP 190K 190$ 115 
114 6 1 SAP 9AP IOAP 10AS 12BS ltBK 11BP 11BK 14CP 13CK 14CS 14CK 17CS 180$ 13CP 150K 190$ 190P 114 
113 6 1 8AK 9AK I OAK IOAP 12BP liB$ IOBK 118$ 13CK t3CS 14CP 14CS 17CP !SOP 13CK 150$ 190P I 90S 113 
112 6 7 8AS 9AS 10AS 10AK IIBK II BP lOBS 11BP 13CS 13CP 14BK 14CP 16CK 170K 12CS ISCP 190K !SOP 112 
111 6 7 SAP 9AP 10AP 10AS 11AS 11BK IOBP 10BK 13CP t2CI$ 148$ 14CK 16CS 17CS 12CP ·15CK 180$ 180$ 111 
110 6 7 8AK 9AK 10AK IOAP II(IP 11BS tOBK 109$ 13CK 12CS 148P 13CS 16CP 17CP 12CK 14CS !SOP I SOP 110 
109 6 7 a 9AS 10 9AK IIAK 108P tOBS IOBP 128$ f2CP 148K 13CP 16CK 17CK 12CS 14CP 180K 170$ 109 
108 6 1 8 SAP 10 9AS liAS lOS~ IOBP JOBK IOBP 12CK 138$ 13CK 15CS 16CS 11CP 14CK 180$ 170P 10S 
107 6 1 7 8AK 9 9AP IOAP lOBS 9AK 98$ 12BK 11CS 13BP 13CS 15CP 16CP tiCK 13CS 17DP I 70S 107 
106 6 7 7 8AS 9 9AK !OAK 10'8P 9AS 9BP 12BS 11CP 138K 13CP 15CK ISCK HCS 13CP 170K I GOP 106 
105 6 6 7 SAP 9 9AS !OAS IOBK 9AP 981< 12BP ftCK 1385' 13CK 15<::S 15CS 11CP 13CK 170$ 160$ 105 
104 5 6 7 8AK 9 9 10AP 9BS 9AK 9BS I 'I BK IICS f3BP 12Cs I4CP ISCP \OBK 13CS 170P 160P 104 
103 5 6 7 BAS 9 9 I OAK 9BP 9AS 9BP 11BS 10CP 13BK 12CP 14CK ISCK H)BS 12CP t60K \SDK 103 
102 5 6 7 7AP 9 8 9AS 9AK 9AP SBK 11BP l OCK 128S 128K 14BS 15CS IOBP 12BK I 60S I 50S 102 
101 5 6 7 7AI< 9 8 9AP 9AS 6AK SBS t18K lOBS 12BP 128$ i4BP 14CP 10BK 12BS t60P 15CP 101 
100 5 6 7 7AS 8 8 9AK 9AP SAS SAP lOBS 10BP 128K 128P 1381< 14CK 98$ liSP 16CK 14CK 100 
99 5 6 6 7 8 8 9 SAK SAP 8AK tOBP 9BK 12BS 11BK 13BS 14BS 9BP 11BK 15CS 14CS 99 
98 5 6 6 7 8 8 9 8AS SAK 8AS IOBK 98$ 128P 118S 13BP 13BP 9AK 11BS I SCP 14CP 98 
97 5 6 6 7 8 8 9 SAP BAS 7AP lOBS 98P 12AK 118P 13BK 13BK 9AS 11BP 15CK 13CK 97 
G6 5 6 6 7 8 7 8 8AK SAP 7AK 9BP 8BK 11AS 11BK 128S 138S SAP tOBK 14C.S 13CS 96 
95 5 6 6 6 8 1 a . BAS 7AK 7AS 9AS 8BS 11AP 12BS 12BP 12BP 8AK lOBS 14CP 12CP 95 
94 5 5 6 6 8 7 8 7AP 1 7AP 9AS 8BP 11AK 11BP 12BK 12BK 8 IOAP 14CK 12CK 94 
93 5 5 6 6 7 1 a 7AK 7 7AK 9AP 8BK 11AS IOBK 12BS 128S 7 9AK 14CS 128$ 93 
92 5 5 6 6 7 7 a 7AS 7 6AS SAK 78S 11AP lOBS 118P 12BP 7 9AS 13CP 12BP 92 
91 5 5 5 6 7 7 . 7 7AP 7 6AP SAS 78P 11AK 108P 11BP 1tBK 7 9AP 13CK I IBK 91 
90 5 5 5 6 7 1 7 7AK 7 6AK SAP 7BK 10As IOBK P BS 1l BS 7 gAl{ \3CS \lBS 90 
89 4 5 5 6 1 6 1 6 6 6 8AK 7BS I OAi' l OBS IIBP J1BP 6 s 13CP 1\BP ·89 
88 4 5 5 5 7 6 7 6 6 5 7AS 68P I OAK 10AP 1191< 11BK 6 8 f2BK I OAI.< 88 
81 4 5 5 5 7 6 7 6 6. 5 7AP 6BK IOAS 9AK lOBS lOBS 6 8 12BS I OAS 87 
86 4 5 5 5 6 6 6 6 6 5 7AK 68$ 10AP 9AS 10Af1 108P 6 7 128P I OAP S6 
8S 4 5 5 5 6 6 6 6 6 5 7AS SAP I OAK 9AP !OAK 10BK 5 7 128K 9AK 85 
84 4 5 5 5 6 6 6 5 6 5 6 5AK 9 9AK IOAS 98$ 5 1 11BS 9 84 
83 4 4 5 5 6 6 6 5 5 4 6 5AS 9 9.1\.S 9AP 9AP 5 7 118P. 9 83 
82 4 4 4 5 6 5 6 5 5 4 6 5AP 9 SAP 9AK 9A1( 5 6 11BK s S2 
Sl 4 4 4 4 6 5 6 5 5 4 6 5AK 9 8AK 9AS 8AS ~ 6 IIBS 8 81 
80 4 4 4 6 5 5 5 5 4 5 4AS 9 8AS 9AP SAP 4 6 IOAP 8 eo 
79 4 4 4 4 5 5 5 4 5 4 5 4AP 9 8 8AK 8AK 4 0 10AK 0 79 
78 4 4 4 4 5 5 5 4 5 3 5 4AK 8 8 SA$ 8AS 4 0 10AS 0 78 
n 4 4 4 4 5 5 5 4 4 3 5 4AS 8 a SAP 7AP 3 0 10AP 0 77 
76 4 4 4 4 5 5 5 4 4 3 4 3AP 8 7 8AK 7AK 3 0 9AK 0 76 
75 4 4 4 4 5 4 4 4 4 3 4 3AK 8 7 7AS 7AS 3 0 9AS 0 75 
74 3 4 3 3 5 4 4 3 4 3 4 3 8 7 7 GAP 0 0 9 0 74 
73 3 4 3 3 5 4 4 3 4 2 4 3 8 1 1 6AK 0 0 9 0 73 
72 3 3 3 3 4 4 4 3 4 2 3 2 7 7 7 6AS 0 0 a 0 72 
71 3 3 3 3 4 4 4 3 3 2 3 2 7 7 6 GAP 0 0 8 0 71 
70 3 3 3 3 4 4 3 3 3 2 .J 2 1 6 6 SAK 0 0 s 0 70 
69 3 3 3 3 4 3 3 2 3 ·o 3 0 7 6 6 5 0 0 0 a 69 
68 3 3 3 3 4 3 3 2 3 0 2 0 7 6 6 5 0 0 0 0 68 
67 3 3 3 2 4 3 3 · 2 3 0 2 Q 1 6 5 4 0 0 0 0 67 
66 3 3 3 2 4 3 3 2 3 '0 2 0 ~ 6 5 4 0 0 0 0 66 
65 3 3 2• 2 3 3 3 2 2 0 2 0 6 5 5 4 0 0 0 0 65 
64 3 3 2 2 3 3 2 I 2 0 0 0 6 5 5 0 0 0 0 0 64 
63 3 '3 2 2 3 3 2 1 2 0 0 0 6 5 4 0 0 0 0 0 63 
62 3 3 2. 2 3 2 2 1 2 0 0 0 6 5 4 0 0 0 0 0 62 
61 3 2 2 2 3 2 2 I 2 0 0 0 6 5 4 0 0 0 0 o· 61 
60 3 2 2 1 3 2 2 I 2 0 0 0 5 5 4 0 0 0 0 0 60 
59 2 2 2 I 3 2 1 0 0 0 0 0 5 4 0 0 0 0 0 0 59 
58 2 2 2 I 2 2 1 0 0 0 0 0 5 4 0 0 0 0 0 0 58 
51 2 2 'I I 2 2 I 0 0 0 0 0 5 4 0 0 0 0 0 0 57 
56 2 2 1 I 2 2 1 0 0 0 0 0 5 4 0 0 0 0 0 0 56 
55 2 2 I I 2 I I 0 0 0 0 0 5 4 0 0 0 0 0 0 55 
S4 2 2 I 0 2 I 0 0 0 0 0 0 4 0 0 0 0 0 0 0 54 
53 2 2 1 0 2 I 0 0 0 0 0 0 4 0 0 0 0 0 0 0 53 
52 2 2 I 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 52 
51 2 2 1 0 1 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 51 
50 2 1 1 0 , I 0 0 0 0 0 0 4 0 0 0 0 0 0 0 50 
49 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 2 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 2 J 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 !14 

40-43 I 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40·43 
3().39 1 0 0 0 0 0 0 0 0 0 0 0 o· 0 0 0 0 0 0 0 30·39 



150 5C)< 70K 9EK 11EK lOEK lOEK 1'3EK 11EK 13EK 17ES 17ES 16EK 16ES 21 ES 24ES 18ES ,21ES 24ES 26ES 150 
149 5CK 7CK 9EI( 11ES IOEK 10EK t3EK 11E~ 13EI( 17ES 17ES 16EP 16EP 21 ES 24ES 18ES 2iES 24ES 26ES '149 
148 5CK 7CK 90K 11EK lOOK 100K f3EK 11E j3EK 17ES 17ES 16EK 16ES 21ES 2~ES 18ES 21ES 24ES 26E$ 148 
147 5BK 7CK 90K 11ES lOOK lOOK 130K 11EI( 3,EK 17ES 1'7ES 16EP 16EP 21ES 24ES 18ES 21ES 24ES 26ES 147 
146 5BK 7CK 90S !I OK lOOK lOOK 130K 11Ek 13EK 17ES 17ES 16EK 16ES 21ES 24ES 18ES 21ES 24ES 26ES 146 
145 5BK 7BK 9CP llOS lOOK 'lOOK 130$ II OK 13EK 17ES 17ES 16EP 16EP 21EP 23ES 18ES. 21ES 24ES 25ES 145 Weapon Type: 144 SBK 7BK 9CK !lOP lOCK 100K 130P 110K 13EK 16ES 16ES 16EK 16EK 20ES 23ES I?ES 20ES 23ES 25ES 144 
143 SAK 7BK 9CS IIDK lOCK 10CK 130K 110K 13EK 16ES 16ES 1S£ll' IGES 20EP 23ES 17ES 20ES 23ES 25ES 143 One-Handed 
142 SAK 7BK 9CP 110$ lOCK lOCK 12CS' II OK 120K 160$ f6EP 16EI< 15EP 20ES 23ES 17ES 20ES 23ES 25ES 142 Slashing 141 51\K 7BK 9CK. lOOP lOCK lOCK 12CP II OK 120K 160S 16ES 15ES 15EK 20EP 22ES 17ES 20ES 23ES 24ES 141 
140 5AK 7BP 9CS lOCK lOCK 10CK 12CK lOOK 120K 160P 16EP I SOP ISES 20ES 22ES 17ES 20ES 23ES 24ES 140 
139 5AK 7AK 9BP IOCS 9CK 9CK 12CS lOCK 120K 160$ 15ES 150K 15EP 19EP 22ES 16ES 19ES 22ES 24ES 139 l ength: 
138 51\K 7AP 8BK IOCP 9BK 9CK 12CP lOCK 120K I SOP 150P 150$ 150K 19ES 22ES 16ES 19ES 22E5 24ES 138 
137 SAP 7AK 8BS lOCK 9BK 9CK 12CK lOCK 120K 1505 I 50S 150P 150S 19EP 22ES 16ES 19ES 22ES 23ES 137 1.5-2 feet 
136 5AK 7A5 8BP IOCS 9BK 9BP 12CS lOCK 120K 150P 150P 150K 150P 1905 21ES 16ES 19ES 22ES 23ES 136 
135 5AS 7AP 8BK IOCP 9BK 9BK 11CP lOCK 110$ 15DK 150$ 150$ 150K 190P 21ES 16ES 19ES 22ES 23ES 135 Weight: 134 5 6AK 885 lOCK 9BK 9BP liCK l OCK 110P 150S I SOP !SOP 140S 190S 210S 160S 18ES 22ES 23ES 134 
133 5 GAS 8BP IOCS 9BK 98K 11CS l OCK 11CK 150P 140$ 140K 140P 180P 210$ ! 50S 18ES 21ES 23ES 133 2-4 pounds 
132 5 6AP 8BK 9BP 9BK 9BP 11CP lOCK 11CS 140K 140P 140$ 140K 180$ 200S ! 50S 18ES 21ES 22ES 132 
'131 5 6AK 8AS 9BK 9AK 9BK I I BK l iCK lOCK 11CP 14CS 140$ 140P 140S 180P 20DS I 50S I 80S 21ES 22ES 131 

Fumble 130 5 GAS SAP 98$ 9AP 9BS 11BS ' liCS .9CK 11CK 14CP 140P 14CI( 140P 180K 2.00$ 150$ I 80S 21ES 22ES- 130 
129 5 6 ~AK 9BP 9AK 8BP 11BP 10CP 9CS 11CS 14CK 140$ 14.CS j40K 180$ 200S 150 $ 170$ 21ES 22ES 129 Range: 128 5 6 SA$ 9BK 8AS 8BK liBK lOCK 9CP 10CP 14CS 130P 14CP 140$ 170P 200S 140S 170$ 20ES 21ES 128 
127 5 6 7AP 98$ SAP 8AS lOBS 10CS 9CK. lOCK 13CP (30S 14CK. I41!>P 17DK I 90S 140$ I 70S 20ES 21ES 127 01 -02 UM 
126 5 6 7AK 9BP 8AK SAP \OBP I OCP 9BS 10CS 13CK 130P 14CS 130K 170$ 190$ 140K 170S 20EK 21ES 126 
125 4 6 7AS 9BK BAS 8AK JOBK IOBK 9BP IOCP 13CS 130$ 14pP 130S 170P !90S 140$ 170$' 20ES 21ES 125 

Range t 24 4 6 7AP 9BS SAP 8AS lOBS l OBS 9BK 10GK 13CP 13GP 13CK 130P 170K !90S 1.,40P 160$ 20EK 20ES 124 
123 4 6" 7AI< SAP BAK SAP !OBP 10BP 9BS 10CS 13GK 12CK 13CS' 13CK !70S 180 $ 130 K I 60S 19ES 200S 123 (OB Mod): 
122 4 6 7AS 8AK BAS SAK 10AK 9BK 9BP 10CP 13CS 12CS 13CP 13CS tSpf,' 180S 130 S 160$ "901< 200S 122 
121 4 6 7AP 8AS SAP BAS IOAS 9BS 8BK 9CI< 12CP 12CP 13CK 13CP 16C.K 180$ 130P 160$ ' 90S 200$ 121 1 '-1 0' (-30) 
120 4 6 7AK SAP SAK SAP 9AP 9BP 8BS 9CS 12CK 12CK 13CS 13CK 16CS 180$ 13CK I 60S 190K I 90S 120 
119 4 6 7 8AK 8 7AK 9AK 9BK 8BP 98P 12CS 12CS 13CP 13CS 16CP I 80S 13CS I SO$ '90S 190$ 119 
118 4 5 7 BAS 7 7AS 9AS 9BS 88K 9BK 12CP 12CP 13CK 12CP 16CK 170K 13CP 150P 190K 190$ 118 
117 4 5 7 SAP 7 7AP 9AP 9BP 88$ 9BS 12CK liCK 13CS 12CK 15CS t7CS 12CK ! 50S 180$ 190$ 117 
116 4 s 6 8AK 7 7AK 9AK 9BK 8BP 9BP 12CS IICS 12CP 12CS 15CP 17CP 12CS 150P I SOP 190$ 116 
115 4 5 6 7AS 7 ?AS 9AS 8BS 8BK 9BK IIBP IICP 12CK 12CP i5CK 17CK 12CP 15CS 180K 180$ 115 
'114 4 5 6 7AP 7 7 91\P 8BP BBS 88$ liBK liCK 12BS 12CK 15CS 16CS 12CK 14CP 180$ 180P 114 
113 4 5 6 7AK 7 7 6AK SAK SAP SSP 11BS IICS 12BP 12CS 15CP 16CP 12CS 14CK I BOP 180$ 113 
112 4 5 6 7AS 7 7 BAS SAS 8AK SBK 11BP IOCP 12BK 12CP 15CK 16CK 11CP 14CS 170K !SOP 112 
111 4 5 6 7AP 7 7 SAP SAP 7AS SBS liBK lOCK 128$ 12CK 15CS 16CS liCK 14CP I 70S 170$ 111 
110 4 s 6 71\f< 7 7 8AK. 8AK. 7AP 8BP fOBS IOCS f2BP 11CS 14CP 16CP 11CS 14CI< 170P 170P 110 
109 4 5 6 7 7 6 8 BAS 7AK SBK IOBP IOCP t2BK IICP 14CK 15Cl< 11CP 13CS 170K !70S 109 
108 4 5 6 7 7 6 8 7AP 7AS 8BS lOBK lOCK 118$ liCK 14CS 15CS iiCK 13GP 170$ 170P 106 
107 4 5 6 7 6 6 8 7A,K 7AP 7BP lOBS 9BS IIBP IICS 14CP 15CP IOCS 13CK !SOP 160$ 107 
106 4 5 6 6 6 6 8 7AS 7AK 7BK 10BP 9BP IIBK IICP 13CK 15Cl< IOBP 13CS 160K 160P 106 
105 4 5 5 6 6 6 7 7AP 7AS 7AS 10BK 9BK IIBS 1tBK 13BS 14CS 10BK t3CP 160$ 16CS 105 
104 4 5 5 6 6 6 7 7AK 7AP 7AP 9BS 9BS I!BP- I1BS 13Bf' 14BP lOBS 12CK 160P 16CP 104 
1'03 4 5 5 6 6 6 7 7AS 7'AK 1AK 9BP 9BP IIBK HBP 1 ~BK 14BK 10BP 12BS 16CK 15CS 103 
102 4 4 5 6 6 6 7 7AP GAS 7AS 9f.K 9BK 11BS 108K 13BS 14BS 10BK 12,SP 16CS 15CP 102 
101 3 4 5 6 6 6 7 oAK GAP 7AP 9AS 8BS IIBP lOBS 13BP 148P 9BS 12BK 15CP 15CK 101 
"100 3 4 5 6 6 6 7 6AS 6AK 7AK 9AP 88P IIBK IOBP 12BK 13BK 9BP 12BS I SCK 15CS 100 
99 3 4 5 6 6 5 7 6 6 6AS 9AK SBK lOBS I OBK 12BS 13BS 9BK 11 BP 15CS 15CP 99 
98 3 4 5 6 I) 5 6 6 6 6AP BAS BBS 10AP 108$ 12BP 13BP 9AS 11BK 15CP 14CK 98 
97 3 4 5 5 5 5 6 6 6 6AK SAP 8BP I OAK IOBP 12BK 13BK 9AP 118$ 15CK 14CS 97 
96 3 4 5 5 5 5 6 6 6 6A$ 8AK 7BK lOA$ 108K 126$ 126$ 8AK 11BP 14CS 14CP 96 
95 3 4 5 5 5 5 6 6 6 6AP SA$ 7BS IOAP lOBS 11BP 12BP 8AS 11BK 14CP 14BK 95 
94 3 4 5 5 5 5 6 5 6 6 SAP 7BP I OAK 9BP 11BK 12BK SAP lOBS 14CK 13BS 94 
93 3 4 4 5 5 5 6 5 6 6 7AK 7BK lOA$ 9BK 11B$ 12BS SAK IOAP >4CS 13BP 93 
92 3 4 4 5 5 5 6 5 5 5 7AS 7AS IOAP 9BS IIBP 12BP SAS I OAK 14CP 13BK 92 
91 3 ~ 4 5 5 5 6 5 5 5 7AP 7AP 9AK 9BP 11BK I I BK SAP IOAS 13CK 13BS 91 
90 3 4 4 5 5 5 5 5 5 5 7AK SAK 9AS 9AK 118$ 1iEiS 7AK IOAP 13CS 12BP 90 
89 3 4 4 5 5 4 5 5 5 5 ~ 6AS 9AP 9AS IOBP 11BP 7 9AK 13BP 12BK 89 
88 3 4 4 4 5 4 5 5 6 5 SAP 9AK 9AP 10AK 11BK 7 9AS 13BK 12BS 88 
87 3 4 4 4 5 4 5 4 5 5 6 6AK. 9AS 9AK 10AS IOAS 7 9AP 138$ 12AP 87 
86 3 3 4 4 4 4 s 4 5 5 6 GAS 9AP 8AS 10AP l OAP 7 9AK 13BP 11AK 86 
85 3 3 4 4 4 4 5 4 5 4 6 51\P, 9AK SAP 101\K 101\K 6 9AS J2BK 111\S 85 
84 3 3 4 4 4 4 5 4 5 4 6 5AK. 9 8AK 9AS 10AS 6 8 12BS 11AP 84 
83 3 3 4 4 4 4 4 4 s 4 6 5AS 9 8AS 9AP 10AP 6 8 12BP l~AK 83 
82 3 3 3 4 4 4 4 4 4 4 6 SAP 8 SAP 9AK 9AK 6 8 12BK llAS 82 
81 3 3 3 4 4 4 4 4 4 4 5 5AK 8 8AK 9AS 9AS 6 8 12BS IOAP 81 
80 3 3 3 3 4 4 4 3 4 4 5 4AS 8 BAS 9AP 9AP 5 8 IIBP I OAK 80 
79 3 3 3 3 4 3 4 3 4 4 5 4 a 8 9AK 9AK 5 7 11BK 10 79 
78 3 3 3 3 4 3 4 3 4 3 5 4 8 7 8AS 8AS 5 7 111\S 10 78 
n 2 3 3 3 4 3 4 3 4 3 5 4 8 7 SAP SAP 5 7 IIAP 9 n 
76 2 3 3 3 4 3 3 3 4 3 4 4 8 7 8AK SAK 5 7 11AK 9 76 
75 2 3 3 3 3 3 3 3 4 3 4 4 8 7 SAS SAS 5 7 IOAS 9 75 
74 2 3 3 3 3 3 3 3 4 3 4 3 7 7 8 SAP 4 6 IOAP 9 74 
73 2 3 3 3 3 3 3 2 3 3 4 3 7 7 7 7AK 4 6 I OAK 8 73 
72 2 3 3 3 3 3 3 2 3 3 4 3 7 7 7 7AS 4 6 lOA$ 8 72 
71 2 3 2 2 3 3 3 2 3 2 4 3 7 7 7 7AP 4 6 IOAP 8 71 
70 2 2 2 2 3 3 3 2 3 2 3 3 7 6 7 7A~ 4 6 !OAK 8 70 
69 2 2 2 2 3 2 3 2 3 2 3 2 7 6 7 6 j 0 9 0 69 
68 2 2 2 2 3 2 2 ' 2 3 2 9 2 7 6 7 6 3 0 9 0 68 
67 2 2 2 2 3 2 2 2 3 2 3 2 7 6 6 6 -3 0 9 0 67 
66 2 2 2 2 3 2 2 1 3 2 3 2 6 6 6 6 3 0 9 0 66 
65 2 2 2 2 2 2 ~ , 3 2 3 2 6 6 6 6 3 (j 9 0 65 
64 2 2 2 2 2 2 2 1 ·3 0 2 0 6 6 6 5 0 0 8 0 64 
63 2 2 2 2 2 2 2 1 2 0 2 0 6 6 6 5 0 0 a 0 63 
62 2 2 2 I 2 2 2 1 2 0 2 0 6 5 5 5 0 0 8 0 62 
61 2 2 2 I 2 2 1 I 2 0 2 0 6 5 5 5 0 0 8 0 61 
60 2 2 I I 2 2 1 1 2 0 2 0 6 5 5 4 0 0 8 0 60 
59 2 2 I 1 2 I 1 0 2 0 0 0 6 5 5 4 0 0 0 0 59 
58 2 2 I 1 2 I 1 0 2 0 0 0 6 5 5 4 0 0 0 0 58 
57 2 2 I I 2 1 1 0 2 0 0 0 5 5 5 4 0 0 0 0 57 
56 2 2 I I 2 I 1 0 2 0 0 0 s 5 4 0 0 0 0 0 56 
55 2 2 1 1 2 1 1 0 2 0 0 0 5 5 4 0 () 0 0 0 55 
54 2 I I 0 I I 0 0 0 0 0 0 5 4 4 0 0 0 0 0 54 
53 1 1 0 1 1 0 0 0 0 0 0 5 4 4 0 0 0 0 0 53 
52 I I 0 1 1 0 0 () 0 0 0 5 4 4 0 0 0 0 0 52 
51 I I 0 I I 0 0 0 0 0 0 5 4 0 0 0 0 0 0 51 
50 1 1 0 1 1 0 0 0 0 0 0 5 4 0 0 0 0 0 0 50 
49 I 0 0 1 0 0 0 0 0 0 0 4 4 0 0 0 0 0 0 49 
48 1 0 0 1 0 0 0 0 0 0 0 4 4 0 0 0 0 0 0 48 
47 1 0 0 1 .0 0 0 0 0 0 0 4 4 0 0 0 0 0 0 47 
46 I 0 0 1 0 0 0 0 0 0 0 4 0 0 Q 0 0 0 0 46 
45 I 0 0 1 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 45 

42-44 1 0 0 0 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 42·44 
40-41 1 0 0 0 0 0 0 0 0 0 0 0 Q 0 0, 0 0 0 0 40-41 
30·39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 30-39 



150 2AK 2AK 2CK 2CK SDK SEK 2EK 2EK SEK 5EK 4EK 4EK 7EK 9EK 4EK 7EK tOE!{ 150 
149 2 2 2BK 2CK SCK SEK 2DK 2EK 5EK 5EK 4EK 4EK 7EK 9EK 4EK 7EK 10EK 149 
148 2 2 2AI( 2BK SCK SDK 2CK 2DK SDK 5EK 4EK 4EK 7EK 9EK '4EK 7EK 8EK 10EK 148 
147 2 2 2AK 2BK SCK SDK 2CK 201( SDK SEK 40K 4EK 7EK 9EK 4EK 7EK 8EK IOEK 147 
146 2 2 2AK 2BK SCK SCK 2CK 2CK SDK SDK 4DK 401( 7DK 9EK 40K 7EK 8EK IOEK 146 

Weapon Type: 145 2 2 2AK 2AK SBK SCK 2CK 2CK 5CK SDK 40K 40K 70K 9EK 40K 7EK SEK 10EK 145 
144 2 2 2 2AK 581( SCK 2CK 2CK SCK SDK 4CK 40K 7DK 90K 40K 7DK SEK IOEK 144 

One-handed 143 2 2 2 2AK SBK SCK 2BK 2CK SCK SOK 4CK 40K 7DK 90K 40K 7DK 8EK 10EK 143 

Concussion 142 2 2 2 2AK SBK 5CK 28K 2CK SCK SOK 4CK 40K 70K 90K 4CK 7DK SEK 9EK 142 
141 2 2 2 2AK SAK SCK 2BK 2CK 5CK 5CK 4CK 4CK 7CK 80K 4CK 7DK SEK 90K 141 
140 2 2 2 2AK 5AK SBK 2BK 2BK 5CK SCK 4CK 4CK 7CK SDK 4CK 7DK 8EK 90K 140 

Length: 139 2 2 2 2 5AK SBK 2BK 2BK 5CK 5CK 4CK 4CK 7CK SDK 4CK 6CK 7DK 90K 139 
138 2 2 2 2 5AK 5BK 2AK 2BK SCK SCK 4CK 4CK 6CK 8CK 4CK 6CK 7DK 90K 138 
137 2 2 2 2 SAK SBK 2AK 2BK 5BK SCK 4CK 4CK 6CK 8CK 4CK 6CK 7DK 90K 137 
136 2 2 2 2 SAK SBK 2AK 2BK SBK SCK 48K 4CK 6CK 8CK 4CK 6CK 701< 90K 136 

Weight: 135 2 2 2 2 SAK 58K 2AK 2BK 58K 4CK 4BK 4CK 6CK 8CK 48K 6CK 70K 8CK 135 
134 2 2 " 2 2 5 4AK 2AK 2BK 48K 4CK 48K 4CK 6CK 8CK 4BK 6CK 70K 8CK 134 
133 2 2 4 4 2 2 4 4AK 2AK 2AK 48K 4CK 481( 4CK 6CK 7CK 48K 6CK 70K 8CK 133 
132 2 2 4 4 2 2 4 4AK 2AK 2AK 4BK 4CK 48K 4BK 68K 7CK 4BK 6BK 7CK 8CK 132 
131 2 2 4 4 2 2 4 4AK 2AK 2AK 48K 4BK 48K 4BK 68K 7CK 3BK 6SK 7CK 9CK 131 

Fumble 130 2 2 4 4 2 2 4 4AK 2AK 2AK 4BK 481( 48K 48K 681< 7CK 3BK 6BK 7CK SCK 130 

Range: 129 2 2 4 4 2 2 4 4AK 2 2AK 4AK 48K 48K 4BK 681< 7BK 3AK 58K 6CK SCI< 129 
128 2 2 4 4 2 2 4 4AK 2 2AK 4AK 48K 4AK 381< 68K 7BK 3AK SBK 6CK 7CK 128 

01-01 UM 127 2 2 4 4 2 2 4 4AK 2 2AK 4AK 48K 3AK 38K 68K 78K 3AK 5BK SCK 7BK 127 
126 2 2 4 4 2 2 4 4AK 2 2AK 4AK 4BK 3AK 38K SBK 7BK :lAK ~RK SCK 781( 126 

Range 
125 2 2 4 4 2 2 4 4AK 2 2AK 4AK 48K 3AK 38K SBK 78K 3AK SAK SCK 7BK 125 
124 2 2 4 4 2 2 4 4 2 2 4AK 48K 3AK 3AK S8K 68K 3AK SAK SCK 7BK 124 

(08 Mod): 123 2 2 4 4 2 2 4 4 2 2 4AK 48K 3AK 3AK 58K 68K 3AK SAK 6CK 7BK 123 
122 2 2 4 4 2 2 4 4 2 2 4AK 48K 3AK 3AK SAK 68K 3AK 5AK 68K 7BK 122 
121 2 2 4 4 2 2 4 4 2 2 4AK 3AK 3AK 3AK SAK 681< 3AK SAK 68K GBK 121 
120 2 2 4 4 2 2 4 4 2 2 4AK 3AK 3AK 3AK SAK 681( 3AK 4AK 681< 6BK 120 
119 2 2 4 3 2 2 4 3 2 2 3 3AK 3 3AK SAK 68K 3 4AK 581< GAK 119 
118 2 2 4 3 2 2 4 3 2 2 3 3AK 3 3AK SAK 6AK 3 4AK SBK GAK '118 
117 2 2 3 3 2 2 3 3 2 2 3 3AK 3 3AK SAK 6AK 3 4AK SBK GAK 117 
116 2 2 3 3 2 2 3 3 2 2 3 3AK 3 3AK SAK SAK 3 4AK 58K 6AK 116 
115 2 2 3 3 2 2 3 3 2 2 3 3AK 3 3AK 4AK SAK 3 4AK 58K 6AK 115 
114 2 2 3 3 2 2 3 3 2 I 3 3AK 3 3 4AK SAK 3 4 581( SAK 114 
113 2 2 3 3 2 2 3 3 2 I 3 3AK 3 3 4AK SAK 3 4 58K SAK 113 
112 2 2 3 3 2 2 3 3 2 I 3 3AK 3 3 4AK SAK 2 4 SAK SAK 112 
111 2 2 3 3 2 2 3 3 2 1 3 3AK 3 3 4AK SAK 2 4 SAK SAK 111 
110 2 2 3 3 2 2 3 3 2 1 3 3AK 3 3 4AK SAK 2 4 5A1< SAK 110 
109 2 2 3 3 2 2 -3 3 1 1 3 3 3 3 4 SAK 2 3 4AK s 109 
108 2 2 3 3 2 2 3 3 1 i 3 3 3 3 4 SAK 2 3 4AK s 108 
107 2 2 3 3 2 I 3 3 ' 1 3 2 3 2 4 4AK 2 3 4AK 4 107 
106 2 2 3 3 2 1 3 3 1 1 3 2 3 2 4 4AK 2 3 4AK 4 106 
105 2 2 3 3 2 I 3 3 I I 3 2 3 2 4 4AK 2 3 4AK 4 105 
104 2 ' 3 2 1 I 3 2 1 1 2 2 2 2 4 4 2 3 4AK 4 104 
103 2 1 3 2 1 I 3 2 1 1 2 2 2 2 3 4 2 3 4AK • 103 
102 2 ' 3 2 I I 3 2 ' 1 2 2 2 2 3 4 2 3 4AK 4 102 
101 2 I 2 2 ' 1 2 2 1 I 2 2 2 2 3 4 2 3 4AK 4 101 
100 2 1 2 2 1 1 2 2 I I 2 2 2 2 3 4 2 3 4AK 3 100 
99 ' 1 2 2 ' ' 2 2 ' I 2 2 2 2 3 3 2 2 3 3 99 
98 I 1 2 2 1 I 2 2 1 I 2 2 2 2 3 3 2 2 3 3 98 
97 1 I 2 2 1 1 2 2 I 1 2 2 2 2 3 3 2 2 3 3 97 
96 1 ' 2 2 I 1 2 2 1 1 2 2 2 2 3 3 2 2 3 3 96 
95 1 1 2 2 1 I 2 2 ' 1 2 2 2 2 3 3 2 2 3 3 95 
94 I ' 2 2 I ' 2 2 I 1 2 2 2 2 3 3 2 2 3 3 94 
93 1 1 2 2 1 I 2 2 I I 2 I 2 2 3 3 ' 2 3 2 93 
92 1 I 2 2 I I 2 2 1 I 2 ' 2 2 2 3 1 2 3 2 92 
91 1 I 2 2 I 1 2 2 I 2 I 2 2 2 3 1 2 3 2 91 
90 1 I 2 2 I I 2 2 I 2 1 2 2 2 2 I 2 3 ~ 90 
69 I I 2 , I I 2 1 I I I I 2 2 2 2 I 1 2 2 89 
66 , I 2 ' I 1 2 1 I 1 I 1 2 2 2 2 I I 2 2 66 
87 1 I 2 I 1 1 2 1 1 1 I 1 2 2 2 2 , I 2 2 87 
86 I 1 2 1 I I 2 1 1 1 I 1 2 2 2 2 I I 2 1 86 
85 1 1 1 I I 1 1 1 I 1 , I 2 I 2 2 1 1 2 1 85 
64 1 I 1 1 1 I 1 I 1 i I 1 2 1 2 2 ' 1 2 1 64 
83 1 1 1 I 1 I 1 1 1 1 I 1 2 1 2 2 ' i 2 , 83 
82 I I I I 1 1 I 1 1 1 1 1 2 1 2 1 1 1 2 1 82 
81 1 I I 1 I 1 1 ' 1 1 1 ' 1 1 2 1 1 1 2 1 81 
80 I 1 1 1 1 1 1 I 1 1 I 1 1 I 1 I I I 2 1 so 
79 1 I I 1 1 I 1 1 I 0 1 0 1 I 1 1 , 0 I 0 79 
78 I I I 1 I ' ' 1 I 0 ' 0 1 1 1 1 1 0 1 0 78 n I I I 1 I I I 1 I 0 ' 0 ' 1 1 1 ' 0 1 0 77 
76 1 I 1 1 I I I 1 ' 0 ' 0 I 1 1 1 ' 0 , 0 76 
75 1 1 I I I 1 1 1 1 0 ' 0 I 1 1 I ' 0 I 0 75 
74 1 1 1 0 I I I 0 1 0 0 0 1 1 1 0 0 0 1 0 74 
73 I I 1 0 I 1 1 0 I 0 0 0 1 I 1 0 0 0 I 0 73 
72 ' 1 I 0 1 1 1 0 1 0 0 0 I 1 1 0 0 0 I 0 72 
71 I 1 1 0 I 1 I 0 1 0 0 0 I 1 , 0 0 0 1 0 71 
70 I ' I 0 I I 1 0 I 0 0 0 1 1 I 0 0 0 I 0 70 
69 1 ' 0 0 ,, I 0 0 0 0 0 0 I I 0 0 0 0 0 0 69 
68 1 ' 0 0 1 1 0 0 0 0 0 0 1 1 0 0 0 0 0 0 68 
67 1 1 0 0 1 I 0 0 0 0 0 0 I 1 0 0 0 0 0 0 67 
66 1 I 0 0 1 1 0 0 0 0 0 0 1 ' 0 0 0 0 0 0 66 
65 1 ' 0 0 1 1 0 0 0 0 0 0 1 1 0 0 0 0 0 0 65 
64 1 1 0 0 I 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 64 
63 1 I 0 0 I 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 63 
62 i , 

0 0 1 0 0 0 0 0 0 0 I 0 0 0 0 0 0 0 62 
61 1 I 0 0 I 0 0 0 0 0 0 0 I 0 0 0 0 0 0 0 61 
50 1 1 0 0 I 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 50 sg 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
4$ 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 SDK 12EK 14EK 15EK 15EK !8EK 13E~ ISEI< f9EI< 19EK 18EK 21EK 14EK 171;1< 20EK 22EI< 150 
149 SCK 'fOOK 12EK 14EK l s'E[<. 15EK 18EK 13EK ISEK 19EK 1gEK 18EK 21EK 14EK 17Ef<'< 20EK 22EK 149 
148 8CK lOCK 120K 14EK 150~ 150K ISEK 13EK ISEK t9EK 1~EK 18EK 21EK 14EK 17EK 20EK 22EK 148 
14'l SCK 10CK 120K 14EK 150K 150K 180K 18EK 13EK I SEK 19EK 19E~ 13EK !3EK ta'el< 21eK 1.4EK 17EK 20EK 22EK 147 
146 SCK lOCK 12DK 14EK" 150)< 150K I SDK 18EK 13EK 15EK 19EK 19EK 13eK 13EK 18EK 21EK 14EK 17EK 20EK 22EK 146 
145 SBK lOCK 12CK i4DK '150K 150K 180K liEK 13DK J5EK 18EK 18EK 13EK 13EK 18EK 20EK 14EK 17EK 20EK 21EK 145 Weapon Type: •144 set< lOCK t2CK 1401( 15CI< 15DK 170K 170K 13DK 14EK 18EK 1BEK 13EK 13EK 17EK 20EI.< 13EK f6EK 19EK 21EK 144 
143 SBK 10BK 12CK 130K 14CK 14CK 170K 17DK 13DK 140K 18DK IBEK I SDK 13EK 17EK 20EK 13EK 16EK 19EK 21EK 143 One-Handed 
142 aBK. IOBK 12CK 130K 14CK 14eK 17CK 17DK 12DK 14DK· I SDK 18EK 13DK 13EK 17EK 20EK 13EK 16EK 1·9EK 21EK 142 Concussion 141 <BBK IOBK l iCK !30K 14CK 14Cf< 17CK 17DK 120K 1.40.K 170K 17EK 13DK 13DK 17EK 19EK 13EK 16EK 19EK 20EK 141 
140 BBK IOBK liCK 130K 14CK I4CK 17CK 16DK 12CK 14DK 170K 17DK 120K 12DK 17EK 19EK 13DK 16EK 19EK 20EK 140 
139 BAK IOBK liCK 130K 14CK 14CK 16CK 160K 12CK 130K 170K 170K 120K 120K 170K 19EK 130K ISEK 19EK 20EK 139 Length: 
138 BAK 9BK IIBK 13CK 14BK 14CK 16CK 160K 12CK 130K 170K 170K 120K 120K 16DK 19EK 120K 15EK 18EK 20EK 138 
137 BAK 9BK 118K 13CK 14BK 13CK 16CK 160K 12CK 130K 170K 160K 120K 12DK 160K 190K 12DK 150K 18EK 20EK 137 3-5 feet 
136 BAK 9AK 11BK 12CK 13BK 13BK 16CK 1601< 12CK 130K 160K 1601< 12CK 120K 1601< 1801< 120K 150K IBEK t9EK 136 
135 BAK 9AK I IBK 12CK 13BK 13BK t6CK t5CK liCK 13CK 160K 160K 12CK 120K 160K 180K 120K IS OK 18EK 19EK 135 Weight: 134 7AK 9AK 11 8K 12CK 138K 13BK 15CK 15CK 11CK 13CK 16CK 16DK 12CK 12DK 160K 18DK 12DK I SDK 1SEK 19EK 134 
133 7AK 9AK 108K 12CK 13BK 13BK 15CK 15CK liCK 12CK 16CK ! SDK 12CK 12DK 16DK I SDK 120K 14DK ISEK 19EK 133 3-7 pounds 
132 7AK 9AK 108K 12CK 138K 13BK 15CK 15CK liCK 12CK 15CK t5DK 12CK 120K 15DK 17DK II OK 140K 17EK 18EK 132 
131 7AK 9AK 106K 12CK 13AK 13BK 15BK I SCK liCK 12CK 15CK I SDK 12CK II OK !SDK 170K liCK 14DK 17EK 180K 131 
130 7.1\K 9AK 108K 128K. 13AK 12BK (SBK f4CK liCK 12CI< ISCK 150K liCK 1101< !SDK 171!lK 1 1CK' 140K 17EK !SDK 130 Fumble 
12_9 7 9AK IOAI( IIBK f2AK 12BK 148K 14CK HBK 12CK 15CK I SDK liCK .liCK I SDK 17E1K 11CK 1401< 170K 18DK 129 Range; 128 7 9AK lOA~ 1181:< 12AK 12BK 146K 14CK J08K liCK I SCI< 14G:K 11CK 11CK !SCK 1701< liCK 1301< 17DK !1DK 128 
'127 7 8AK I OAK 118K 12AK 12AK 14BK 14CK IOBK liCK 14CK 14CK 11CK 11CK 140K 16DK 11CK 13CK 170K 17DK' 127 01 -04 UM 
126 7 8AK !OAK 118K 12AK 12AK 148K 13CK IOBK 110K 14CK 14CK l iCK liCK 14CK \6DIS lOCK 13CK 160K 1701< 126 
125 7 8AK I OAK 11'8K 12AK 12AK 148K 130K \OBK liCK, 14CK 140~ liCK liCK 14CK 160K lOCK 13CK 160K 1701<, 125 

Range 124 7 8 9AK 1181< 12AK 11A~ J38K 13BK 108K I~CK !liCK 13GK 118K 11CK ·14CK 160K 10CK 13G:K 160K 1701< 1·24 
123 7 8 9AK 11BK IIAK 11AK 138K 13BK IOBK 118K 13CK 13CK 118K liCK 14CK 15CK lOCK 13CK 160K 16DK 123 (OB Mod): 
122 7 8 9AK IOBK IIAK liAK 13AK 13BK: IOBK 10BK 1301< 13CK hBK 10CK 14CK 15CK IOBJ< 12CK 16DK t6DK 122 
121 7 8 9AK 108K IIAK 11AK 13AK 12BK 9BK 108K 13CK 13CK 108K, 19,0K 13CK 15CK 10BK 12CK 16BK 16DK 121 1'-10' (-40) 
120 7 8 9AK I OAK IIAK 11AK 13AK 128K 9BK 108K 138K 12CK 108K lOCK 13CK 15CK 98K 12CK I SDK 160K 120 
119 6 8 9AK I OAK 11 1\AK 12AK 128K 9BK ·10BK ISBK 12CK lOBI< lOCK 13CK 15CK 9BK 12BK 1501< 15CK 119 
118 6 8 9AK I OAK 11 I OAK 12AK 128K 9BK 108K 12BK 12CK IOBK lOCK 13CK 14CK 981< 128K I SDK 15CK 118 
117 6 8 9AK I OAK 11 I OAK 12AK 128K 9AK 98K 128K 12CK 10BK l OCK 13CK 14CK 98K IIBK 15DK ISCK 117 
116 6 7 SAK I OAK 10 I OAK 12AK 11BK 9AK 98K 12BK liCK IOBK l OCK 13BK 14CK 9AK IIBK I SDK 15CK 116 
115 6 7 8AK 9AK 10 I OAK 12AK 118K 9AK 98K 128K liCK 10BK 108K 12BK 14CK 9AK IIBK I SCK 15CK 115 
114 6 7 8 9AK 10 10 11AK 11BK 8AK 98K 1\BK liCK lOBK 108K 12BK 13CK 8AK 11BK 14CK 14CK 114 
113 6 7 8 9AK 10 10 flAK IIAK 8AK 98K IIBK liCK IOBK 98K 12BK 138K 8AK 11BK 14CK 14CK 113 
112 6 7 8 9AK 10 10 IIAK 11AK 8AK 88K 11BK 108K 10AK 98K 12BK 138K 8AK liAK 14CK 14BK 112 
111 6 7 8 9AK 10 9 11AK I OAK 8AK 88K 11BK 10BK 9AK 9BK 12BK 138K 8AK I OAK 14CK 14BK 111 
110 6 7 8 9AK 10 9 ·11AK i OAK' 8AK 8AK llBK IOBK 9AK 9Bl< 12BK 1381<- 8AK I OAK 14CK 13BK 110 
109 6 7 8 9AK 9 9 10 lOA!<_ 8AK 8AK IOBK IOBK 9AK 9BK 118K 128K 8 IOAK 13CK 13BK 109 
108 6 7 8 8AK 9 9 10 I OAK 8AK 8AK 108K ! OBK 9AK 9BK IIBK 12BK. 7 IOAK 13CK 138K 108 
107 6 7 7 ' 8AK 9 9 10 9AK 7AK 8AK I OAK, 98K 9AK 9BK IIBK 128K 7 I OAK 13CK 13BK 107 
106 6 7 7 8AK 9 9 IQ 9A~ 7AK 7AK 10/iK 98K 9AK 9BK 118K 128K 7 9AK 13CK 12AK 10~ 
105 6 6 7 8AK 9 8 10 9AJ( 7AK 7AK 9AK 98K 9AK 98~ 118K !18K· 7 9AK' 13BK 12AK 105 
104 5 6 7 8 ,g 8 9 9AK 7 7AK 9AK 98K 9AK 9BK 108K 118K 7 9 13BK 12AK 104 
103 5 6 } 8 9 8 9 9AK, 7 7AK 9AK 88K 9AK BAK 108K 1t8K 7 9 128K 12AK 103 
102 5 6 1 .8 8 9 liAK ., 7AK 9AK 88K SAK, 8AK 10AK 118K 6 9 l 2BK 12AK 102 
101 5 6 7 7 8 8 9 SAK 7 6AK 9AK 88K 8AK 'aAK 10AK 118K 6 9 12BK liAK 101 
100 5 6 7 7 8 8 9 8AK 7 6AK 8AK 8BK 8AK OAK !OAK 108K 6 8 12BK 11AK 100 
99 5 6 6 7 8 8 8 8 6 6 BAK 78K 8 8AK I OAK t08K 6 8 12BK 11 99 
98 5 6 6 7 8 7 8 8 6 6 8AK 78K 8 BAK 9AK 10AK 6 8 12BK It 98 
97 5 6 6 7 8 7 8 7 6 6 8AK 7AK 8 SAK 9AK I OAK, 6 8 IIBK 10 97 
96 5 6 6 7 7 7 8 7 6 6 7AK 7AK 8 8AK 9AK 9AK 5 8 IIAK 10 96 
95 5 6 6 6 7 7 8 7 6 5 7AK 6AK 8 7AK 9AK 9AK 5 7 11AK 10 95 
94 5 5 6 6 7 7 7 7 6 5 7 5AK 8 7 9AK 9AK 5 7 11AK 10 94 
93 5 5 G 6 7 7 7 7 6 5 7 6AK 8 7 9AK 9AK 5 7 11AK 10 93 
92 5 5 6 s 7 6 7 6 5 5 7 6AK 7 7 BAK 9AK 5 7 IIAK 9 92 
91 5 5 5 6 7 6 7 6 5 5 6 6AK 7 7 8AK 8AK 5 7 I OAK 9 91 
90 5 5 5 6 7 6 7 6 5 4 6 5AK 7 7 SAK 8AK 4 7 I OAK 9 90 
89 4 5 5 s 6 . 6 6 ~ 5 4 6 5AK 7 7 .. 8 SAK 4 6 10 9 69 
68 4 5 5 5 6 6 6 6 5 4 6 SAK 7 7 8 8AK 4 6 10 8 88 
87 4 5 5 5 6 6 6 5 5 4 5 5AK 7 7 8 7AK 4 6 10 8 87 
86 4 5 5 5 6 5 6 5 5 4 5 4AK 7 6 7 7AK 4 6 10 8 86 
65 4 5 5 5 6 5 6 5 4 4 5, 4AK 7 6 7 7AK 4 6 9 8 85 
84 4 5 5 5 6 5 5 . 5 4 3 5 4 7 6 7 7 3 0 9 0 84 
83 4 4 5 5 6, 5 5 4 4 3 5 4 7 6 7 7 3 0 9 0 83 
82 4 4 4 5 5 5 5 4 4 3 4 3 f) 6 7 6' 3 0 9 0 82 
81 4 ,4 4 4 5 5 5 .4 4 3 4 3 6 6 6 6 3 0 9 0 81 
80 4 4 4 4 5 5 5 4 4 3 4 3 6 6 s 6 3 0 9 0 80 
79 4 4 4 4 5 4 4 4 4 2 4 3 6 6 6 6 0 0 8 0 79 
78 4 4 ~ 4 5 4 ~ 3 3 2 3 2 6 6 6 5 0 0 8 0 78 
n 4 4 4 4 5 4 4 3 3 2 3 2 6 5 6 5 0 0 8 0 n 
76 4 4 4 5 4 4 3 3 2 3 2 6 5 6 5 0 0 8 0 76 
75 4 4 4 4 4 4 3 3 z 3 2 6 5 5 5 0 0 8 0 75 
74 3 4 3 3 4 4 3 3 3 0 3 0 6 5 5 5 0 0 0 0 74 
73 3 4 3 3 4 3 3 2 3 0 2 0 5 5 5 4 0 0 0 0 73 
72 3 3 3 3 4 3 3 2 3 0 2 0 5 5 5 4 0 0 0 0 72 
71 3 3 3 3 4 3 3 2 2 0 2 0 5 5 5 4 0 0 0 0 71 
70 3 3 3 3 4 3 3 2 2 0 2 0 5 s 5 4 0 0 0 0 70 
69 3 3 3 3 3 a 2 2 2 0 0 0 5 5 4 0 0 0 0 0 69 
66 3 3 3 3 3 3 2 i 2 0 0 0 5 4 4 0 0 0 0 0 66 
67 3 3 ··3 2 3 3 2 1 2 0 0 0 5 .4 4- 0 0 0 0 0 67 
66 3 3 3 2 3 2 2 ; 2 0 0 0 5 4 4 0 0 0 0 0 66 
65 3 3 2 2 3 2 2 1 2 0 0 0 5 4 4 0 0 0 0 0 65 
64 j 3 2 2 3 2 1 0 2 0 0 0 5 4 0 0 0 0 0 0 64 
83 3 3 2 2 3 2 1 0 0 0 0 0 5 4 0 0 0 0 0 0 63 
62 3 3 2 2 3 2 j 0 0 0 0 0 4 4 0 0 0 0 0 0 62 
61 3 2 .2 2 2 2 1 0 0 0 0 0 4 4 0 0 0 0 0 0 61 
60 3 2 2 2 1 1 0 0 0 0 0 4 4 0 6 0 0 0 0 60 
59 2 2 2 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 59 
58 2 2 2 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 58 
57 2 2 t 1 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 57 
56 2 2 1 1 2 I 0 0 0 0 0 0 4 0 0 0 0 0 0 0 56 
55 2 2 1 1 I 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 55 
54 2 2 I 0 ., 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 2 2 I 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 2 2 1 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 2 2 1 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 2 I 1 0 I 0 0 ·o 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 () 0 0 0 49 
48 2 0 0 0 0 0 0 0 p 0 0 0 0 0 0 0 0 0 0 48 
47 2 0 I) 0 0 0 0 0 0 0 0 0 0 0 0 0 0 ·o 0 47 
·46 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 1 0 0 0 0 0 0 0 o· 0 0 0 0 0 0 0 0 0 0 44 

4().43 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 4D-43 
3o-39 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 30·39 



150 12EK 14EK 16EK 18EK 19EK 19EK 22EK 22EK 18EK 20EK 24EK 24EK 17EK 17EK 22EK 25EK 18EK 21EK 24EK 26EK 150 
149 12EP 14EP 16EP 18EP 19EP 19EP 22EP 22EP 18EP 20EP 24EP 24EP 17EP 17EP 22EP 25EP 18EP 21EP 24EP 26EP 149 
148 12EK 14EK 16EK 18EK 19EK 19EK 22EK 22EK 18EK 20EK 24EK 24EK 17EK 17EK 22EK 25EK 18EK 21EK 24EK 26EK 148 
147 12EP 14EP 16EP 18EP 19EP 19EP 22EP 22EP 18EP 20EP 24EP 24EP 17EP 17EP 22EP 2SEP 18EP 21EP 24EP 26EP 147 
146 12EK 14EK 16EK 18EK 19EK 19EK 22EK 22EK 18EK 20EK 23EK 23EK 17EK 17EK 22EK 24EK 18EK 21EK 24EK 25EK 146 

Weapon Type: 145 12EP 14EP 16EP 18EP 19EP 19EP 21EP 21EP 18EP 19EP 23EP 23EP 17EP 17EP 21EP 24EP 17EP 20EP 23EP 25EP 145 
144 12EK 14EK 16EK 17EK 18EK 18EK 21EK 21EK 17EK 19EK 23EK 23EK 17EK 17EK 21EK 24EK 17EK 20EK 23EK 25EK 144 

One-Handed 143 120P 140P 15EP 17EP 18EP 18EP 21EP 21EP 17EP 19EP 23EP 23EP 17EP 16EP 21EP 24EP 17EP 20EP 23EP 24EP 143 

Concussion 142 120 K 140K 1SEK 17EK 18EK 18EK 21EK 21EK 17EK 19EK 22EK 22EK 16EK 16EK 21EK 23EK 17EK 20EK 23EK 24EK } 42 
141 12DP 13DP I SOP 17EP 18EP 18EP 21EP 20EP 170P 19EP 22EP 22EP 16EP 16EP 21EP 23EP 16EP 19EP 22EP 24EP 41 
140 12DK 13DK I SDK 17EK 1801( 18EK 20EK 20EK 17DK 18EK 22EK 22EK 16DK 16EK 20EK 23EK 16EK 19EK 22EK 24EK 14~ 

length: 139 110P 13DP 150P 17EP 180P 18DP 20DP 20EP t70P 18EP 22EP 22EP 16DP 16EP 20EP 23EP 16EP 19EP 22EP 23EP 139 
138 11DK 13DK 15DK 16DK 17DK 170K 20DK 20EK 16DK 18DK 210K 21EK 16DK 16EK 20EK 22EK 16EK 19EK 22EK 23EK 138 

1.5-4 feet 137 IICP 13CP !SOP t6DP 17DP FOP 20DP 20EP 160P 18DP 21EP 21EP 160P 160P 20EP 22EP 16EP 18EP 22EP 23EP 137 
136 11CK 13CK 14DK 16DK 170K 170K 19DK 19DK 160K 17DK 210K 21EK 160K I SDK 20EK 22EK I SEK 18EK 21EK 22EK 136 

Weight: 135 11CP 13CP 140P 160P 17DP 170P 190P 190P 16DP 17DP 210P 20EP !SOP I SOP 19DP 22EP 15DP 18EP 21EP 22EP 135 
134 liCK 13CK 14DK 16DK 17DK 170K 190K 190K 16DK 17DK 20DK 200K !SDK !SDK 19DK 21EK I SDK 17EK 21EK 22EK 134 

4-7 pounds 133 l!CP 12CP 14DP I SOP 17DP 160P 190P 190P 150P 17DP 20DP 200P I SOP I SOP 190P 21EP I SOP 17EP 21EP 22EP 133 
132 l iCK 12CK 14CK I SDK 16DK 16DK 190K 18DK ISCK 17DK 200K 20DK !SDK I SDK 19DK 21DK 140K 170K 20EK 21EK 132 
131 IICP 12CP 14CP !SOP 16DP 160P 180P I BOP ISCP 16DP 200P 190P !SOP I SOP 19DP 21DP 140P 170P 20EP 21EP 131 

Fumble 130 liCK 12CK 13CK !SDK 16DK 16DK IBOK 180K 15CK 16DK 19DK 19DK ISCK 15DK 18DK 20DK 14DK 170K 20EK 21EK 130 

Range: 129 IOBP 12CP 13CP I SOP 16CP 160P !BOP 180P 15CP 160P 19DP 190P ISCP 140P I SOP 20DP 140P 160P 20EP 20EP 129 
128 IOBK t2BK 13CK I SDK 16CK 160K 180K 17DK 15CK 16DK 19DK 190K 14CK 140K 18DK 200K 140K 160K 20EK 20EK 128 

01-04 UM 127 IOBP 12BP 13CP 140P 16CP 15CP 17CP 17DP 14CP !SOP 19DP !BOP 140P 14CP 180P 200P 130P 160P 19EP 20EP 127 
126 IOBK 12BK 13CK 140K 15CK 15CK 17CK 170K !4CK ISCK 18DK 180K 14CK 1401< 170K 19DK 13DK 160K 19EK 20EK 126 

Range 
125 10BP IIBP 13CP 14CP ISCP ISCP 11CP 17DP 14CP ISCP 18DP 18DP 14CP 14DP 170P 190P 13DP I SOP 19EP 19DP 125 
124 10AK 11BK 13CK 14CK ISCK 15CK 17CK 170K 14CK ISCK 18CK 180K 14CK 14DK 170K 190K 13DK !SDK 19EK 190K 124 

(OB Mod): 123 IOAP IIBP 12CP 14CP 15CP 15CP 17CP !GOP 14CP 15CP 18CP 170P 14CP 14DP 17DP 190P 120P I SOP I SOP 190P 123 
122 I OAK IIBK 12CK 14CK 15CK 14CK 16CK I SDK 14CK 14CK 17CK 170K 14CK 13DK 17DK 18DK 12CK I SDK 18DK 180K 122 

1'-10' (-20) 121 IOAP IIAP 12BP t3CP 15CP 14CP 16CP 160P 13CP 14CP 17CP 170P 13CP IJOP I GOP I BOP 12CP 14DP 18DP I SOP 121 

11 '-25' (-40) 120 I OAK 11AK 12BK 13CK 14CK 14CK ISCK 16CK 13CK 14CK 17CK 160K 13CK 13CK 160K 180K 12CK 140K 18DK 180K 120 
119 IOAP I lAP 12BP 13CP 14CP 14CP 16CP 15CP 13CP 14CP 17CP I GOP 13CP 13CP 16CP I SOP 12CP 140P I BOP I SOP 119 

26'-50' (-60) 118 9AK 11AK 12BK 13CK 14BK 14CK 16CK 15CK 13BK 13CK 16CK 160K 13CK 13CK 16CK 170K liCK 14CK 17DK 170K 118 
117 9AP 11AP 12BP 13CP 14BP !4CP 15CP 15CP 13BP 13CP 16CP 16CP 13CP 13CP 16CP 17DP IICP 13CP 170P 17DP 117 
116 9AK I OAK 11BK 12CK 14BK 13CK 15CK 15CK 12BK 13CK IGCK ISCK 13CK 13CK 15CK 17DK l iCK 13CK 17DK 170K 116 
115 9AS IOAP liSP 12CP t4BP 13BP ISCP 14CP 12BP 13CP 16CP ISCP 13CP 12CP 15CP 17DP IICP 13CP 17DP I GOP 115 
114 9 I OAK IIBK 12CK 13BK 13BK ISCK 14CK 12BK 13CK 15CK ISCK 13BK 12CK ISCK IGOK l OCK 13CK 16DK IGOK 114 
113 9 IOAP IIBP 12BP 13BP 13BP 14CP 14CP 12BP 12CP 15CP ISCP 12BP 12CP 15CP 16CP 10CP 13CP I GOP 160P 113 
112 9 I OAK IIAK 12BK 13BK 13BK 14CK 14CK 12BK 12BK 15CK 14CK 12BK 12CK ISCK 16CK lOCK 12CK 160K 160K 112 
111 9 IOAP IIAP 12BP 13AP 13BP 14CP t4CP 128P 12BP ISCP 14CP 12BP 12CP 14CP 16CP IOBP 12CP 16DP I SOP 111 
110 9 101\K I OAK IIBK 13AK 12BK 14BK 13CK 118K 12BK 14CK 14CK 12BK 12CK 14CK 15CK 9BK 12CK IGDK I SDK 110 
109 9 10 IOAP IIBP 12AP 12BP 14BP 13CP IIBP IIBP 14CP 14CP 12BP 12CP 14CP ISCP 9BP 12BP 150P I SOP 109 
108 8 9 I OAK IIBK 12AK 12BK 13BK 13CK IIBK IIBK 14CK 13CK 1281< liCK 14CK 15CK 9BK IIBK I SDK 14CK 108 
107 8 9 IOAP IIBP 12AP 12BP 13BP 13CP IIBP IIBP 14BP 13CP 12BP IICP 14CP 14CP 9BP 11BP I SOP 14CP 107 
106 s 9 I OAK IIBK 12AK 12AK 13BK 13CK 11BK IIBK 13BK 13CK IIBK liCK 13CK 14CK 9BK 11BK ISOK 14CK 106 
105 8 9 10AP IOBP 12AP 11AP 13BP 12CP !lAP IIBP 13BP 12CP IIBP IICP 13CP 14CP 8AP IIBP 14CP 14CP 105 
104 8 9 I OAK I OAK 12AK 11AK 12BK 12BK I OAK lOBI< 13BK 12CK IIBK liCK 138K 14CK SAK IOBK 14CK 13CK 104 
103 8 9 9AP IOAP 11AP IIAP 12BP 12BP IOAP IOBP 13BP 12CP IIBP IIBP 138P 13CP SAP IOBP 14CP 13CP 103 
102 8 9 9AK I OAK 11AK 11AK 12BK 11BK I OAK IOBK 12BK 12CK 11BK IOBK 12BK 13CK 8AK 10AK 14CK 13CK 102 
101 8 9 9AP IOAP 11AP IIAP 12AP 11BP IOAP IOBP 12BP IICP 11BP IOBP 12BP 13BP 7AP 10AP 14CP 12CP 101 
100 8 9 9AK I OAK IIAK 11AK 121\K 11BK I OAK 9BK 12BK liCK IIBK IOBK 12BK 13BK 7AK 9AK 13CK 12BK 100 
99 8 8 9 9AP 11 IOAP 11AP 11BP 9AP 9AP 12BP IIBP lOAP 10BP 12BP 12BP 7 9AP 13CP 12BP 99 
98 8 8 9 9AK 11 I OAK 11AK IIBK 9AK 91\K 11BK 1 1BK I OAK IOBK 1281< 12BK 7 9AK 13CK 12BK 98 
97 7 8 8 9AP 10 IOAP 11AP 10BP 9AP 9AP IIBP I OBP IOAP IOBP IIBP 12BP 7 9AP 13CP liSP 87 
96 7 8 8 9AK 10 I OAK 11AK IOBK 9AK 91\K IIBK IOBK I OAK IOBK IIBK 12BK 6 8AK 12CK llBK 96 
95 7 0 8 91\P 10 lOllS 111\P IOBP 9AS OAP 11BP 10BP IOAP 96P IIBP 11BP 6 6AS 12CP 11BP " 94 7 8 8 91\K 10 9 I OAK IOBK 9 8AK 10AK IOBK I OAK 9BK 11BK IIBK G 8 1281< I OAK 94 
93 7 8 8 8AP 10 9 IOAP 9AP 8 81\P 10AP 9BP lOAP 98P IIBP IIBP G 8 12BP IOAP 93 
92 7 7 8 8AK 10 9 I OAK 9AK 8 81\K I OAK 9BK 9AK 9BK IOBK 11BK s 7 12BK I OAK 92 
91 7 7 8 8AP 9 9 IOAP 9AP 8 7AP IOAP 9BP 9AP 98P IOBP IOBP 5 7 IIBP IOAP 91 
90 7 7 7 8AK 9 9 9AK 9AK 8 7AK 9AK 8BK 9AK 9BK IOBK IOBK 5 7 11BK 9AK 90 
89 7 7 7 8 9 9 9 9AP 8 7 9AP 8BP 9AP 9AP tOBP IOBP 5 7 IIBP 9 89 
88 7 7 7 7 9 8 ~9 8AK 8 7 8AK 8BK 9AK 8AK tOAK IOBK 5 6 IIBK 9 88 
87 6 7 7 7 9 8 9 8AP 7 7 9AP 8BP 9AP 8AP 9AP 9BP 4 6 IOBP 8 87 
86 6 7 7 7 9 8 9 8AK 7 6 8AK 7BK 9AK 8AK 9AK 9BK 4 s I OAK 8 86 
85 6 7 7 7 8 8 8 SAP 7 6 BAS 7BP 8AS SAP 9AP 9BP 4 6 10AP 8 85 
84 6 7 7 7 8 8 8 7AK 7 8 8 7AK 8 8AK 9AK 9AK 4 0 I OAK 0 84 
83 6 6 6 7 8 7 8 7AP 7 6 8 7AP 8 8AP 9AP SAP 3 0 IOAP 0 83 
82 6 6 6 6 8 7 8 7AK 6 5 7 6AK 8 8AK 8AK 8AK 3 0 9AK 0 82 
81 G 6 6 6 8 7 7 7AP 6 5 7 GAP 8 7AP SAP SAP 3 0 9AP 0 81 
80 6 6 e 6 8 7 7 6AK 6 5 7 GAK 8 71\K 8AK 8AK 3 0 91\K 0 80 
79 6 6 6 6 7 7 7 6 6 5 7 GAP 8 7 8AP 7AP 0 0 9 0 79 
78 6 G 6 6 7 7 7 6 6 5 6 5AK 8 7 7AK 71\K 0 0 8 0 78 
n 6 6 5 s 7 6 7 6 6 4 6 SAP 7 7 71\P 7AP 0 0 8 0 77 
76 5 6 5 5 7 6 G 6 5 4 6 SAK 7 7 7AK 7AK 0 0 8 0 76 
75 5 5 5 5 7 6 6 5 5 4 6 4AS 7 7 7AS 61\P 0 0 8 0 75 
74 s 5 5 5 G 6 6 5 5 4 5 4 7 6 7 61\K 0 0 0 0 74 
73 s 5 5 5 6 6 6 5 5 3 5 4 7 G 6 GAP 0 0 0 0 73 
72 5 5 5 5 6 6 6 5 5 3 5 4 7 6 6 6AK 0 0 0 0 72 
71 5 5 s 4 G 5 5 4 5 3 s 3 7 6 6 SAP 0 0 0 0 71 
70 5 5 4 4 6 s 5 4 4 3 4 3 6 6 6 SAK 0 0 0 0 70 
69 5 5 4 4 6 5 5 4 4 3 4 3 6 6 6 5 0 0 0 0 69 
68 5 s • • 5 5 5 4 4 2 4 3 6 6 5 5 0 0 0 0 68 
67 5 4 4 4 5 5 4 3 4 2 4 2 6 5 5 4 0 0 0 0 67 
66 4 4 4 4 5 4 4 3 4 2 3 2 6 5 5 4 0 0 0 0 66 
65 4 4 4 3 5 4 4 3 3 2 3 ~2 6 5 5 4 0 0 0 0 65 
64 4 4 4 3 5 4 4 3 3 0 3 0 6 5 5 0 0 0 0 0 64 
63 4 4 3 3 5 4 4 3 3 0 3 0 s 5 4 0 0 0 0 0 63 
62 4 4 3 3 4 4 3 2 3 0 2 0 5 5 4 0 0 0 0 0 62 
61 4 4 3 3 4 4 3 2 3 0 2 0 5 6 4 0 0 0 0 0 61 
60 4 4 3 2 4 3 3 2 3 0 2 0 s • 4 0 0 0 0 0 60 
59 4 4 3 2 4 3 3 2 3 0 0 0 s 4 0 0 0 0 0 0 69 
58 4 3 3 2 4 3 2 1 2 0 0 0 5 4 0 0 0 0 0 0 58 
57 4 3 2 2 4 3 2 1 2 0 0 0 5 4 0 0 0 0 0 0 57 
56 4 3 2 2 3 3 2 1 2 0 0 0 4 4 0 0 0 0 0 0 56 
55 3 3 2 2 3 2 2 I 2 0 0 0 4 4 0 0 0 0 0 0 55 
54 3 3 2 1 3 2 2 0 0 0 0 0 4 0 0 0 0 0 0 0 54 
53 3 3 2 I 3 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 53 
52 3 3 2 I 3 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 52 
51 3 3 2 I 3 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 51 
50 3 2 1 I 2 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 50 
49 3 2 1 0 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 3 2 I 0 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 

3 2 I 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46-47 
2 2 1 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
2 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43-44 
2 I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40-42 
2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 35-39 
1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 25-34 



ISO 12EK 14EK 16EK 18EK 19EK 19EK 22EK 22EK 14EK 16EK 20EK 20EK ISEK 15EK 20EK 23EK 15EK 18EK 21EK 23EK ISO 
149 12EK 14EK 16EK 18EK 19EK 19EK 22EK 22EK 14EK 16EK 20EK 20EK 15EK 15EK 20EK 23EK 15EK 18EK 21EK 23EK 149 
148 12EK I~EK 16EK 18EK 19EK 19EK 22EK 22EK 14EK 16EK 20EK 20EK 15EK ISEK 20EK 23EK 15EK 18EK 21EK 23EK 148 
147 12EK 14EK 16EK 18EK 19EK 19EK 22EK 22EK 14EK 16EK 20EK 20EK 15EK ISEK 20EK 23EK 15EK 18EK 21EK 23EK 147 
146 12EK 14EK 16EK 18EK t9EK t9EK 22EK 22EK 14EK 16EK 20EK 20EK 15EK ISEK 20EK 23EK 15EK t8EK 2 1EK 22EK 146 
145 120K 1401( 16EK 18EK 19EK 19EK 21EK 21EK 14EK 16EK 19EK 19EK 15EK 15EK 20EK 22EK t5EK t7EK 2 1EK 22EK 145 Weapon Type: 144 120K 1401< 16EK 17EK 19EK 18EK 21EK 21EK 14EK 15EK 19E;K 19EK ISEK 15EK 19EK 22EK 14EK 17EK 20EK 22EK 144 
143 120K 14DK I SDK 17EK 18EK 18~ 21EK 21EK 130K 15EK 19EK 19EK 15EK t5EK 19EK 22EK 1•EK 17EK 20EK 22EK 143 One-handed 
142 120K 140K 150K 17EK 18EK 18E 21EK 21EK 130K 15EK 19EK 19EK 14DK H EK 19EK 22EK 14EK 17EK 20EK 21EK 142 Concussion 141 120K 130K I S OK 17EK 180K 180K 210K 21EK 130K 1501\ 190K 18EK 14DK 14EK 19EK 21EK 14EK 17EK 20EK 21EK 141 
140 12CK 13CK 150K 17EK 18DK 180K 2001< 20EK 130K 150K 180K 18EK 140K 140K 19EK 21EK 14EK 16EK 20EK 21EK 140 
139 liCK 13CK I SDK 170K I SDK 18DK 2001< 20EK 130K 14DK 180K 18EK 140K 1401< 18EK 21EK 130K 16EK t9EK 21EK 139 Length: 
138 liCK 13CK I SDK 160K 180K 17DK 200K 20EK 13DK 140K 18DK 18EK 14DK 140K 180K 21EK 13DK 16EK 19EK 20EK 138 
137 liCK 13CK 150K 1601< 17DK t7DK 200K 200K 13DK 14DK 180K t7EK 14DK 14DK 18DK 20EK 13DK 16EK 19EK 20EK 137 2-3 feet 
136 liCK 13CK t40K 160K 17DK t70K 200K 190K 130K 14DK 17DK t70K 14DK 14DK 180K 200K 13DK 16DK 19EK 20EK 136 
135 liCK 13CK 14CK 160K 17DK 170K 19DK t90K 13CK 14DK 17DK 170K 140K 140K 180K 200K 130K I SDK 19EK 20EK 135 Weight: 134 IIBK 13CK 14CK 160K 1701< 170K 190K 190K 12CK 140K 170K 170K 13CK 130K 170K 20DK 120K I SDK 18EK 19EK 134 
133 IIBK 13BK 14CK 160K 1701< 170K 190K 190K 12CK 130K 1701< 170K 13CK 13DK 170K 1901< 12DK I SDK 18EK 19EK 133 3.5-8 pounds 
132 IIBK 12BK 14CK 150K 17DK 160K 1901< 190K 12CK 130K 170K 160K 13CK 130K 170K 1901< 1201< 1501< 18EK 19EK 132 
131 IIBK 12BK 14CK I SOK 16CK 160K 190K 180K 12CK 130K 160K I SDK 13CK 130K 170K 190K 120K t50K 18EK 19EK 131 

Fumble 130 IIBK 12BK 14CK 150K 16CK 16CK 18CK 180K 12CK 13CK_ 160K 1601< 13CK 130K 17DK 190K J20K 140K 18Ek I SDK 130 
129 IIAK 12BK 13CK I SDK 16CK t6CK 18CK 18DK liCK 13CK I SDK 16DK 13CK IGDK f60K 180K t iCK t40K )7EK 180K 129 Range: 
128 I OAK 12BK 13CK 150K 16CK 16CK IBCK 180K l i CK 12CK_ 16CK 150K 13CK i30K 160K 180K liCK 14DK 170K 180K 128 
127 I OAK 12BK 13CK 15CK 16CK 16CK 18CK 170K t1CK 12CK 1SCK 150K 13CK 12CK 160K I SDK t iCK 140K 170K 180K 127 01-02 UM 
126 I OAK 12AK 13BK 14CK 16CK ISCK 18CK 170K liCK 12CK 15CK I SDK 12CK 12CK 160K 180K liCK 140K 170K 170K 126 
125 I OAK 12AK 13BK 14CK ISCK ISCK 17CK 170K 11CK 12CK 15CK I SDK 12CK 12CK 16CK 170K liCK 13CK 170K 170K 125 

Range 124 I OAK IIAK t3BK 14CK 15CK !SCK 17CK 170K liCK 12CK ISCK 140K 12CK 12CK t5CK 17DK 11CK 13CK 17DK 170K 124 
123 I OAK 11AK 13BK 14CK ISCK ISCK 17CK 170K liCK liCK 15CK 140K 12CK 12CK ISCK 170K lOCK 13CK 160K 170K 123 (OB Mod): 
122 I OAK IIAK 12BK 14CK ISBK 15CK 17CK 16CK lOCK liCK 14CK t•OK 12CK 12CK 15CK 170K lOCK 13CK 160K 160K 122 
121 I OAK 11AK 12BK 14CK ISBK 15CK 16CK 16CK IOBK liCK t4CK 140K 12CK 12CK ISCK 16CK lOCK 13CK t60K 160K 121 1'-10' (-35) 
120 I OAK IIAK 12BK 13CK 15BK 14BK 16CK 16CK IOBK l i CK 14CK 13CK 12CK 12CK lSCK 16CK lOCK 12CK 160K 16DK 120 
119 10 IIAK 12BK 13CK 14BK 14BK 16CK 16CK IOBK liCK 14CK 13CK 12BK liCK 14CK 16CK lOCK 120K 160K 160K 119 
118 10 IIAK 1ZSK 13CK 148K 14BK 16CK 16CK 10BK l i CK 13CK 13CK IIBK liCK 14CK 16CK 9CK 12CK I SOK I SDK 118 
117 9 IIAK 12AK 13CK 14BK 14BK 16CK 1SCK I OBK lOCK 13CK 13CK 11BK 11CK 14CK I SCK 9BK 12CK I SOK I SCK 117 
116 9 IIAK 12AK 13BK 14BK 14BK t5CK 15CK I OBK IOBK 13CK 13CK 11BK l i CK 14CK 15CK 9BK liCK I SDK 15CK 116 
liS 9 I OAK 11AK 13BK 14AK 14BK ISBK 15CK 9BK IOBK 13CK 12CK 11BK l i CK I4CK 15CK 98K liCK ISOK 15CK 115 
114 9 10 11AK 12BK 14AK 13BK 15BK 15CK 9BK IOBK 13CK 12CK IIBK liCK 13CK ISCK 9BK IIBK 150K 14CK 114 
113 9 10 111\K 12BK 13AK 13BK 15BK 14CK 9BK IOBK 12CK 12CK 11BK liCK 13CK I4CK 8BK liBK 14CK 14CK 113 
112 9 10 IIAK 12BK 13AK 13BK 15BK 14CK 9BK 9BK 12CK 12CK IIBK tOCK 13CK 14CK 8BK 11BK 14CK 14CK 112 
111 9 10 IIAK 12BK 13AK 13AK 14BK 14CK 9BK 9BK 12BK liCK IIBK 10BK 13CK 14Ct< 8BK tOBK 14CK 14CK 111 
110 9 10 11AK 12BK 13AI< 13AK 14BK 14CK 9BK 9BK 12BK liCK IOBK IOBK 13BK 14CK 8BK IOBK 14CK 13CK 110 
109 9 10 IIAK 12BK 13AK 12AK 14BK 14CK 9BK 9BK liBK liCK IOBK IOBK 12BK 13BK 8AK IOBK 14CK 13CK 109 
108 9 10 10AK IIBK 13AK 12AK 14BK 13BK BBK 9BK IIBK liCK IOBK IOBK 12BK 13BK 7AK IOBK 13CK 13CK 108 
107 9 10 I OAK 11AK 12AK 12AK 14BK 13BK 8AK 9BK IIBK lOCK IOBK IOBK 12BK 13BK 7AK 10BK 13CK 13BK 107 
106 8 9 I OAK I I AK 12AK 12AK 13AK 13BK 8AK 8BK IIBK lOCK IOBK IOBK 12BK 13BK 7AK 9BK 13CK 12BK 106 
105 8 9 I OAK 11AK 12AK 12AK 13AK 13BK 8AK 8BK IIBK lOCK 10BK IOBK 12BK 12BK 7AK ·~~~ 13CK 12BK 105 
104 8 9 10 IIAK 12 12AK 13AK 12BK 8AK 8BK 108K lOCK I OAK 9BK I 'IBK 128K 7AK 13CK 12BK 104 
103 8 9 10 IIAK 12 IIAK 13AK 12BK 8AK 8BK 10BK 9CK I OAK 9BK 118K 12BK 7AK 9AK 12CK 12BK 103 
102 8 9 10 I OAK 12 liAK 13AK 12BK 8AK 8AK IOBK 9BK 9AK 9BK IIBK 12BK 6AK 9AK 12CK 11BK 102 
101 8 9 9 10AK 11 11AK 12AK 12Bk 7AK 7AK IOBK 9BK 9AK 9BK 11BK IIBK 6AK BAK 12CK 11BK 1 01 
100 8 9 9 I OAK 11 IIAK 12AK 129K 7AK 7AK 9BK 9BK 9AK 9BK IIBK IIBK 6AK 8AK 12BK 11BK 100 
99 8 9 9 I OAK 11 II t2AK IIBK 7AK 7AK 9BK 9BK 9AK 9BK IOBK IIBK 6 8AK 12BK 11AK 99 
98 8 8 9 I OAK " 11 12AK IIBK 7AK 7AK 9BK 8BK 9AK 9BK tOOK 11BK 6 BAK 12BK I OAK 98 
97 8 8 9 9AK 11 10 IIAK IIAK 7AK 7AK 9AK 8BK 9AK 9AK lOOK IOBK 5 8AK IIBK !OAK 97 
96 8 8 g 9AK II 10 IIAK IIAK 7AK 6AK 9AK BBK 9AK BAK lOOK IOBK 5 7AK IIBK I OAK 96 
95 7 8 9 9AK 10 10 11AK 11AK 7AK 6AK BAK 8BK 9AK 8AK IOBK IOBK 5 7AK IIBK I OAK 95 
94 7 8 8 9 10 10 II I OAK 6 6AK 8AK 7BK 8AK 8AK 9AK IOBK 5 7 IIBK 9AK 94 
93 7 8 8 9 10 10 II I OAK 6 6AK 8AK 7BK 8AK 8AK 9AK 9BK 5 7 IIBK 9AK 93 
92 7 8 8 9 10 10 10 I OAK 6 6AK 8AK 7BK 8AK 8AK 9AK 9AK 4 7 IOBK 9AK 92 
91 7 8 8 8 10 9 10 I OAK 6 6AK 7AK 78K 8AK 8AK 9AK 9AK 4 6 IOBK 9AK 91 
90 7 8 8 8 10 9 10 9AK 6 .SAK 7AK 6BK SAK SAl< 91\K 9AK 4 6 IOBK 8AK 90 
89 7 7 8 8 10 9 10 9AK 6 5 7AK 6BK 8 7AK BAK 8AK 4 6 I OAK 8 89 
88 7 7 8 8 9 9 10 9AK 6 5 7AK 6BK 8 7AK SAK 8AK 4 6 10AK 8 88 
87 7 7 7 8 9 9 9 9AK 5 5 7AK 6BK 8 7AK 8AK 8AK 3 0 9AK 0 87 
86 7 7 7 8 9 9 9 9AK 5 5 6AK 5AK 7 7AK 8AK 8AK 3 0 9AK 0 86 
85 7 7 7 7 9 8 9 8AK 5 4 6AK 5AK 7 7AK 8AK 7AK 3 0 9AK 0 85 
84 6 7 7 7 9 8 9 8 5 4 6 SAK 7 7 7AK 7AK 3 0 9AK 0 84 
83 6 7 7 7 9 8 9 8 5 4 6 SAK 7 7 7AK 7AK 3 0 9AK 0 83 
82 6 7 7 7 8 8 8 8 5 4 5 5AK 7 7 7AK 7AK 0 0 BAK 0 82 
81 6 7 7 7 8 8 8 7 5 4 5 4AK 7 6 7AK 6AK 0 0 8AK 0 81 
80 6 6 6 7 8 8 8 7 4 4 6 4AK 7 6 7AK 6AK 0 0 SAK 0 80 
79 6 6 6 6 8 7 8 7 4 3 5 41\K 7 6 6 6AK 0 0 B 0 79 
78 6 6 6 6 8 7 8 7 4 3 5 4AK 6 6 6 8AK 0 0 a 0 78 
77 6 6 6 G 8 7 7 7 4 3 4 3AK 6 6 6 SAK 0 0 0 0 77 
76 6 6 6 6 7 7 7 6 4 3 4 3AK 6 6 6 5AK 0 Q 0 0 76 
75 6 6 6 6 7 7 6 4 3 4 3AK 6 6 6 SAK 0 0 0 0 75 
74 6 6 6 6 6 7 6 4 2 4 3 6 5 5 s 0 0 0 0 74 
73 5 6 5 5 6 7 6 3 2 3 2 6 5 5 4 0 0 0 0 73 
72 5 5 5 5 6 6 6 3 2 3 2 6 5 5 4 0 0 0 0 72 
n 5 5 5 5 6 6 ~ 3 2 3 2 6 5 5 4 0 0 0 0 71 
70 5 5 5 5 6 6 5 3 2 3 2 5 5 5 4 0 0 0 0 70 
69 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 5 5 5 3 0 2 0 5 5 4 0 0 0 0 0 68 
67 5 5 5 4 5 s 4 3 0 2 0 5 5 4 0 0 0 0 0 67 
86 5 5 4 4 5 s 4 2 0 2 0 5 4 4 0 0 0 0 0 66 
65 5 5 4 4 5 s 4 2 0 2 0 5 4 4 0 0 0 0 0 65 
64 5 5 4 4 5 5 4 2 0 0 0 5 4 0 0 0 0 0 0 64 
63 5 4 4 4 5 4 4 2 0 0 0 5 4 0 0 0 0 0 0 63 
62 ~ 4 4 4 4 4 3 2 0 0 0 4 4 0 0 0 0 0 0 62 
61 4 4 4 3 4 4 3 2 0 0 0 4 4 0 0 0 0 0 0 61 
60 4 4 4 3 4 4 3 2 0 0 0 4 4 0 0 0 0 0 0 60 
59 4 4 3 3 4 4 3 0 0 0 0 4 0 0 0 0 0 0 0 59 
58 4 4 3 3 4 3 2 0 0 0 0 4 0 0 0 0 0 0 0 58 
57 4 4 3 3 4 3 2 0 0 0 Q 4 0 0 0 0 0 0 0 57 
56 4 4 3 3 ~ 3 3 2 0 0 0 0 4 0 0 0 0 0 0 0 56 
55 4 4 3 2 ,, 

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 0 0 0 0 54 
53 4 3 3 2 4 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 I 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 3 3 2 1 J 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 47 

45-46 3 2 2 1 2 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 
4044 3 2 I 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
35-39 2 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
30·34 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
18·29 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 



~50 15EK 17EK 19EK 22EK '21EK 23EK 33EK ' 271< 30EK S3EK 35EK 
149, 15EK '17EK 19EK" 22EK " :iiEI<,j, 23EK s3l:K 27EI<,' 30EK 33Et< ' 35f;K 
148 15EK f7EK 19EK 22EK 21EIS. 23EK 33EI< 27EK. 30EK 33EK 35EK: 
ni 1.5EK 't7EK 19EK 22EK 21EK 23EK 33EK ·~~~~ ~OEK 33EK 34EK 
146' 15EK 17EK 1~-~~ 22,EK 21EK '23E!<_ 32EK 2~EK 32E~· 34EK 
145 .150K 170K ' '22EK 21·EK 22E~ 32EK 26EK '• 29EK,. 3~EK 34EK 
144 150K 1'70K HfEK · 21EK 20EK 22EK 321;1( 26EK 29EK 32EK 33EK 
l 43 159K. 170K 1BOK 20EK 21EK 21EK 20EK :Z2EK 3tEK 25EK 28EK 31EK 33EK 
142 1_50P 16Dl< l BPK • 20Et<l 21QK 210K· •20EK"' 22EK 31EK 25EK 28EK' 3 EK 33EK 
141 140K 160f i&OK ZOEK aJJlK. 21-DK 20EK 21 .EK 31EK 25EK 2.BEK 31EK 32EK 
140 14CP 16CK 180K 20EK 210K 210K 20EK 21EK 3)EK 24EK 27EK 30EK 32EK 

Length: 139 14CK 16CP 18DP 19DK 20DP 20DK 19DK 21EK 3)EK 24EK 27EK 30EK 31EK 
138 14CP 16CK 170K 19DK 200K 200P 190K 21EK 3)EK 24EP 27EK 30EK 31EK 

2.5-4 feet 137 14CK 16CP 170P 190P 200P 200K 190P 20EK 23EK 23EK 26EP 30EK 3 1EK 
136 14CP 16CK 170K 190K 200K 200P 190K 200P 23EK 23EP 26EK 29EK 30EP 

Weight: 135 14CK 15CP 17CP 190P 200P 200K 190P 20DK 23EK 23EK 26EP 29EK 30EK 
134 14CP 15CK 17CK 180K 190K 19DP 18DK 20DP 2SEK 23EP 25EK 29EP 30EP 

4-8 pounds 133 14CK 15CP 17CP 1BOP 190P 190K 180P 190K 2SEP 22EK 25EP 28EK 29EK 
132 13BP 15BK 16CK 180K 19DK 19DP 180K 190P 2SEK 22EP 25EK 28EP 29EP 

Fumble 
131 138K 158P 16CP 180P 19CP 190K 180P 190K 27EP 220K 24EP 28EK 28EK 
1'30 13BP 15BK 16CK"lBOK 19CK:-:19CP 18DK 19DP. 250P 27EK"" ;i10P 24EK 27EP, 28EP 

Range: 129 1,3BK 158P 16Cp 170P· ' 190'1? 18CK .170p• fBDK 250K ':?,7DP. 210K 240P 27EK isEK 
128 138P 148K 16CK 170K' ' ~ 8CK 1aeP ~~g~ ~=g~ ~-8k ~~g~ 210P 2301( 27EP 27EP 

01-08 UM 121' 13BK ''14BP 16CP 17CP 18CP 18CK 200K 230P 27EK 27EK 
126 13BP 148K 15CK 1lGK 18CK 18CR 1lCK 180P 240P 2601< 20DR ·230K 26EP ·27EFI 

Range 
125 131.\K 1~BP 15BP VC.P 18CP' 1 8~~ m:;p 17ElK 210P 230K 250P 200K 220P 26EK 26EK 
124 i3AR 141.\K 1SBK 16CK' 18CK 1?c 16CK 170P -l!ODK 2301:! 250K 190P 2281( 26EP 26EP 

(OB Mod): 123 12AK 14AP 15BP 16GI' tl'GP ' 170K !9CP f 6CP 170K 20QP 23DK 250P 190K 22DP 25EK 26EK 
122 J2.M' 14AK 158K l6CK, 17CK' 1(CP 19DK 16CK • 17CP' 200K 23t:IP 2mK 19DP 210K 25EP 25EP 
~21 12AK 13AP 1 5~P 16CP. 17CP 17Cf< 19.CP 16CP. 16CK 2QCR 22DK ·240P _ 190~ 21DP 25EK 25EK 
120 12AP 13AK 14BK 16CK 17BK 17CP 1BCK 16CK 16CP 19CK 220P 240K 180P 210K 24EP 240P 
119 12AK 13AP 14BP 15CP 17BP 16CK ISCP 15CP 15CK 19CP 220K 230P 18DK 200P 240K 240K 
118 12AP 131.\K 14BK 15CK 16BK 16BP 18CK 15CK 16CP 19CK 21DP 230K 1BDP 200K 240P 240P 
117 12AK 13AP 14BP 15CP 16BP 16BK 18CP 15CP 16CK 19CP 21DK 230P 170K 20DP 240K 230K 
116 12AP 13AK 14BK 15CK 16BK 16BP 17CK 15CK 15CP 18CK 21DP 220K 17CP 190K 23DP 23DP 
115 11AK 13AP 14AP 158P 16BP 16BK 17CP 15CP 15CK 18CP 21DK 22DP 17CK 190P 230K 230K 
114 11 121.\K 13AK 148K 16BK 15BP 17CK 14CK 15CP 18CK 20CP 220K 16CP 190K 230P 220P 
113 11 12AP 13AP 14BP 15BP 15BK 17CP 14CP 15CK 17CP 20CK 220P 16CK !SOP 220K 220K 
112 11 12AK 13AK 14BK 15AK 15BP 178K 14BK 14CP 17CK 20CP 210K 16CP 18CK 220P 21DP 
111 11 12AP 13AP 14BP I SAP 15BK 168P 14BP 14.CK 17CP 20CK 210P 16CK 18CP 220K 21DK 
110' 11 12AK 19Al("" 14B_R ISAK' 1SB'P. '168K f48K' 14CP ·1·7CK 19CP 2•)0K ' l scP 17CK 210P 210P 
109 11 12 12AP' 138P 15AP. ~48K 168k ~~~~ < };g~- :~g~ lllCK 200P ~SCK \7CP 2'10K 200K 
108 11 12 12AK 13BK 15At< 14AP 168 19CP 20CK 15bR 17€K 21DF! 200P 
1 07 11 1-1 12AP 1 3BP. 14AP 14/iK 198P 13BP 13CK 16CP 18CK 19CP 14CK 16CP 200K 200K 
106 10 11 12AK 138k 14AK 14AP .158K 13BK 13BP.. 16CK 1801? 19CK 14CP 16CK 200P 190P 
105 10 11 12AP f3BP 14AP 14AK 15~1:' 13BP 13BK 15CP 18CK 19eP 14CK. 1SCP 200K l9QK 
104 10 ,u 12AK. 12AK, 14AK 13AP 158K 1213f< 12BR J5CK 1BCR J8CK '1 38P '15CK 20DP j 9DP 
·103 io .11 11A'P 12AR 14AP 13AK l 48P 12BP, 12BK lSGP 17,CK 1'SCP 138K \;~? 190K 1801S 
102 16 11 i1AK ~2AK 13AK 13AP 148f< 12BK '12BP 148K 17CP. tacK 13BP 190P 180P 
101 f O 11 1·1AP 1,2AP 13AP 13AK ' 14AP 12BP 128K 148P 17CK 17CP 12BK 14BP 190'K i 70K' 
100 10 10 11AK 12AK 13AK 13AP 14AK 12BK 11BP 14BK 16CP 17CK 128P 148K I BOP 17CP 
99 10 10 11 11AP 13 12AK 13AP 11AP 11BK 148P 16CK 17CP 12AK 148P 18CK 17CK 
98 10 10 11 11AK 13 12AP 13AK 11AK 11BP 13BK 16BP 16CK 11AP 138K 18CP 16CP 
97 9 10 10 11AP 12 12AK 13AP 11AP 11BK 138P 16BK 1oCP 11AK 13BP 17CK 16CK 
96 9 10 10 11AK 12 12AP 13AK I I AK 10BP 13BK 15BP 16CK 11AP 138K 17CP 16CP 
95 9 10 10 11AP 12 12AK 13AP I lAP 108K 138P 15BK 158P 11AK 12AP 17CK ISCK 
94 9 10 10 I OAK 12 11 12AK I OAK 108P 128K 15BP 15BK 10 12AK 17CP 15CP 
93 9 9 10 10AP 12 11 12AP 10AP 10AK 128P 14BK 15BP 10 12AP 16CK 14CK 
92 9 9 10 10AK 11 11 12AK I OAK 9AP 128K 14BP 14BK 10 11AK 16CP 14BP 
91 9 9 9 10AP 11 11 12AP 10AP 9AK 128P 148K 148P 9 11AP 16CK 14BK 
90 ~ 9 9 t 1 11 )iA1S', I OAK ~~ 11f\K 148P 141:iK 9 11A~ 15¢1? 13BP 
89 9 9 9 11 10 11 9 11AR 13BK 138~ 9 10 15CK ·13BK 
88 g 9 9 11 10 11 9 9AP, 11AK 138R 131;l ~ lg, 15CP 13.BP 
87 8 9 ~ 11 10 11 9 ' SAK l OAP \38K 138P ·a 14BK 12AK 
~~~ a· 9 9 \ 0 10 10 9' SAP 10AK 1 2BR 13BK 8 9 14BP 12AP 
85 8 8 e" 10 10 10 , 9 • 8AK 10-!IP. 1?8~ 128fl 7 9 1'\BK 121\K 
84 8 8 g 10 9 io 8 8 •10AK i 2AP 1281:( 7 9 148P 11 
83 8 8 8 j O 9 10 8 ~ 9AP 12AK 11BP 7 il 13BK 11 
82 8 8 8· 10 9 9 8 9AK 11AP 1181<: 7 ~, 13J3P 10 
81 8. '8 8 • 9 9 9 8 7 9AP 11e,ts 1\AP 6 a. 13BK 10 
80 7 8 8 9 9 9 8 7 9AK I lAP IOAK 6 7 12BP 10 
79 7 8 7 9 8 9 7 6 8 11AK 10AP 6 7 12AK 9 
78 7 7 7 9 8 9 7 6 8 I OAP I OAK 5 7 12AP 9 
77 7 7 7 9 8 8 7 6 8 10AK 3AP 5 6 11AK 9 
76 7 7 7 8 8 8 7 6 7 10AP 9AK 5 6 11AP 8 
75 7 7 7 8 8 8 7 5 7 9AK 9AP 4 6 11AK 8 
74 7 7 6 8 7 8 6 5 7 9 SAK 4 0 11 0 
73 7 7 6 8 7 7 6 5 7 9 91.\P 4 0 10 0 
72 7 7 6 8 7 7 6 5 6 9 BAK 3 0 10 0 
71 6 6 6 8 7 7 6 4 6 8 7AP 3 0 10 0 
70 6 6 Q 1' 7 7 6 4 "6 8 l AK 3 0 9 0 
69 6 6 6 7 6 6 5 4 6 8 7 0 0 9 0 
68 6 6 5 7 6 6 § 4 5 7 6 0 0 9 0 
67 6 6 5 7 6 6 5 3. 5 7 s· 0 0 8 0 
6'6' 6 6 5 7 6 6 $ 3 5 7 6 0 0 8 0 
65 6 6 5 6 6 5 5 3 4 7 0 ,0 8 0 

~~ 6 5 5 p 5 5 4 3 4 6 0 o, 0 0 
6 5 "5 6 5 5 4 3 ~ 6 0 0 0 0 

62 6 5 4 6 5 5 4 2 4 6 0 0 0 0 
61 5. 5 \l 6 5 ~ 4 2 3 ~ ,0 0 . 0 0 
60 5 5 4 5 5 4 4 2 3 5 0 0 0 0 
59 5 5 4 5 4 4 3 0 3 5 0 0 0 0 
58 5 5 4 5 4 4 3 0 3 5 0 0 0 0 
57 5 4 4 5 4 4 3 0 2 4 0 0 0 0 
56 5 4 3 5 4 3 3 0 2 4 0 0 0 0 
55 5 4 3 4 4 3 3 0 2 0 0 0 0 
54 5 4 3 4 3 3 2 0 0 0 0 0 0 
53 4 4 3 4 3 3 2 0 0 0 0 0 0 
52 4 4 3 4 3 2 2 0 0 0 0 0 0 
51 4 4 3 4 3 2 2 0 0 0 0 0 0 
50 3 2 · 4 3 ? 2 0 0 0 Q 0 0 
49 3 2 -3 2 2. 0 0 0 0 0 0 0 
48 3 2 3 2 o· 0 0 q 0 0 0 

3 2 3 2 0 0 0 0 0· 0 0 
3 2 3 2 0 0 0 0 0 0 0 
2 2 1 0 0 0 0 0. 0 0 
2 1 0 0 0 0 0 0 0 (f 
1 0 0 0 0 o· li 0 0 0 
0 0 0 0 0 0 b 0 0 0 



150 2AK SDK SEK SDK 8EK 11EK IIEK 7EK 9EK 13EK 13EK 10EK lOEK 15EK 18EK 19EK 22EK 25EK 27EK 150 
1411 2 6CK BEK 8CK SDK II OK 11EK 7EK 9EK t3EK 13EK IOEK IOEK 15EK 18EK 19EK 22EK 25EK 27EK 1.&9 
148 2 6CK SDK SCK SDK 11DK 11EK 7EK 9EK 13EK 13EK IOEK IOEK 15EK ISEK 19EK 22EK 25EK 27EK 148 
147 2 6CK SDK BCK SCK 11CK t10K 7DK 9EK 13EK 13EK IOEK IOEK 15EK 18EK 19EK 22EK 25EK 27EK 147 
148 2 68K 8CK 88K 8CK 11CK 110K 70K 90K 13DK 13EK 10EK 10EK 15EK 18EK 19EK 22EK 25EK 27EK 146 
145 2 88K 8CK 881< OCK 11CK 1101< 70K 9DK 130K 13EK 10EK 1~Et< 15Et< 1S.EK 19Et< 22EK 25EK 26EK 145 Weapon Type: 144 2 SBK 8CK 88K eCK 11CK 1101< 7CK 90K 1301< 13EK lOOK 10EK 15EK 18EK 18EK 21EK 24EK 26EK 144 
143 2 88K 8CK 8BK 8CK 11CK liCK 7CK 9DK 13DK 130K lOOK lOOK 15EK 17EK 18EK 21EK 24EK 26EK 143 One-Handed 
142 2 6AK 8CK SAl( 88K 11CK liCK 7CK 9CK 130K 120K lOOK lOOK 150K 17EK 1801< 21'EK 24EK 26EK 142 Concussion 141 2 6AI( BBK 6AI( 88K 11CK liCK 7CK 9CK 1201< 12DK lOOK lOOK 1401( 17EK 180K 21EK 24EK 2SEK 141 
140 2 6AK BBK 8Al( BBK 11BK lOCK 7CK 9CK 12CK 120K lOOK lOOK 140K 170K IS OK 210K 24EK 25EK 140 
139 2 6AK BBK 8AK BBK IOBK lOCK 7CK 9CK 12CK 12DK lOOK lOOK 14DK 170K 170K 20DK 23EK 25EK 139 Length: 
138 2 6AK BBK SAK 8BK lOBK lOCK 7CK 8CK 12CK 12DK lOCK lOOK 140K 17DK 17DK 20DK 23EK 2SEK 138 
137 2 6AK 88K 8AK 8AK IOBK lOCK 7CK BCK 12CK 120K lOCK lOOK 140K 16DK 17DK 20DK 23EK 24EK 137 6-9 feet 
13S 2 6AK 78K 8AK 8AK 10BK lOCK 7CK 8CK 12CK 120K lOCK 9DK 140K 160K 1701( 2001< 23EK 24DK 136 
135 2 6AK 7AK 81\K 7AK 10BK IOBK 7CK 8CK 12CK 12CK 9CK 9DK 1401< 16DK 17CK 2001< 23EK 2401( 135 Weight: 134 2 6 7AK 7 7AK I OAK 10BK 7CK BCK 12CK 11CK 9CK 9CK 140K 160K 17CK 190K 220K 240K 134 
133 2 6 7AK 7 7AK I OAK IOBK 7BK BCK liCK liCK 9CK 9CK 13CK 16DK 16CK 19DK 22DK 24DK 133 2-5 pounds 
132 2 s 7AK 7 7AK I OAK 108K 6BK 8CK liCK liCK 9CK 9CK 13CK 16DK 16CK 19CK 22DK 2301( 132 
131 2 4 6 7AK 7 7AX. 10AX. 10BK 6BK 8CK 11CK liCK 9CK 9CK 13CK I SDK 16CK 19CK 22DK 2301( 131 
130 2- 4 5 7AX. 7 7AK I OAK 9BK 6BK 8CK liCK liCK 9CK 9CK 13CK 150K 16CK 19CK 22DK 23DK 130 Fumble 
1211 2 4 5 7AK 7 7 9AK 98K 6BK 8BK liCK liCK 9CK 9CK 13CK 15CK 16CK 18CK 2201( 23DK 129 Range: 
128 2 4 5 7AK 7 7 9AK 98K 6BK BBK 11CK liCK 9CK 9CK 13CK 15CK 15CK 18CK 21DK 220K 128 
127 2 4 5 7AK 7 7 9AK 9BK 6BK 88K 11CK liCK 9CK 9CK 13CK 15CK 15CK 18CK 2tDK 22CK 127 01 -06 UM 
126 2 4 5 7AK 7 7 9AK 9AK GBK 7BK 118K l OCK 9CK 9CK 13CK 15CK 15CK l~g~ 21DK 22CK 126 
125 2 4 5 7AK 7 7 91\K 9AK 6BK 78K 118K lOCK 9CK 9CK 12CK 15CK tSCK 21DK 22CK 125 

Range 124 2 4 s 7 7 7 9 9AK 68K 7BK 108K tOCK 9BK 9CK 12CK 14CK 158K 17CK 21DK 2I CK 124 
123 2 4 5 7 7 7 9 9AK 68K 7BK 108K lOCK 9BK 9CK 12CK 14CK 148K 17CK 20CK 21CK 123 (OB Mod): 
122 2 4 5 6 7 7 9 9AK SAX. 7BK 108K lOCK 9BK 8CK 12CK 14CK 148K 17CK 20CK 21CK 122 
121 2 4 s 6 7 6 9 8AK SAX. 7BK 108K lOCK 8BK 8CK 12CK 14CK 148K 1781( 20CK 2tCK 121 
120 2 4 s 6 7 6 9 8AK 8Al( 7BK IOBK IOBK 88K BCK 12CK 14CK 148K 178K 20CK 21CK 120 
119 2 4 5 6 6 6 8 BAK 6AK 78K lOBI< IOBK 88K BCK 12CK 14CK 148K 168K 20CK 20CK 119 
118 2 3 5 6 6 6 8 SAK 6AK 7AK lOBK 98K &BK 08K 128K 13CK 1481( 16BK 19CK 20CK 110 
117 2 3 s 6 6 6 8 OAK 6AK 71\K IOBK 98K 8BK 08K 11BK 13CK 13BK 168K 19CK 20CK 117 
116 2 3 5 6 6 6 8 8AK 6AK 7AK 98K 9BK 88K 08K 11BK 13CK 138K 168K 19CK 208K 116 
115 2 3 s 6 6 6 8 8AK 6AK 7AK 98K 9BK 8BK 08K IIBK 138K 13AK 168K 19CK 198K 115 
114 2 3 s 6 6 6 8 8 5AK 6AK 98K 9BK OBK 08K 118K 138K 13AK 15BK 19CK 198K 114 
113 2 3 5 6 6 6 8 8 5AK 6AK 91\K 98K BBK 8BK 11BK 13BK 13AK 158K 19CK 198K 113 
112 2 3 5 6 s s 8 8 SAK 6AK 9AK 98K 8BK OBK 118K 12BK 12AK 158K 18CK 1981< 112 
111 2 3 4 6 6 6 8 7 SAX. 6AK 9AK JBK 8BK 8BK 118K 12BK 12AK ISAK 18CK 18BK 111 
no 2 3 4 6 6 8 8 7 5AK 6AK 9AA 88K 8AK 88K IIBK 128K 12AK 15AK 1881( 188K 110 
109 2 3 4 6 6 6 7 7 5 6AK 9AK 88K 8AK 88K 108K 12BK 12AK 14AK 188K 18BK 109 
108 2 3 4 5 E 6 7 7 5 6AK 9AK 08K 8AK 78K I OBK 12BK 12AK 14AI( 18BK 188K 108 
107 2 3 4 5 E 6 7 7 S' &AK 8AK 88K 8AK 78K IOBK 1281( liAK 14AK 17BK 178K 107 
106 2 3 4 5 E s '7 7 5 6AK OAK 88K 7AK 781( 108K 1281<_ IIAK 14AK 17BK 17AK 106 
105 2 3 4 5 E 5 7 7 5 6AK OAK OAK 7AK 7BK IOBK 11BK 11AK I4AK 178K 17AK 105 
104 2 3 4 5 5 5 7 7 5 6 8AK 8AK 7AK 7AK IOBK 11BK 11AK 13AK 178K 17AK 104 
103 2 3 4 5 5 5 7 7 5 6 8AK 8AK 7AK 7AK 108K 11BK 11 13AK 17BK 17M 103 
102 2 3 4 5 5 5 7 7 5 5 8AK ]A/( 7AK 7AK 10AA tlBK 11 13AK 16BK I SAX. 102 
101 2 3 4 5 5 5 7 6 5 5 8AK 7AX. 7AK 1M 9AK 118K 10 13AK ISBK I SAX. 101 
100 2 3 4 5 5 5 7 6 5 5 8AK 7AA 7AK 7AK 9AK 11BK 10 13AK 168K 16M 100 
99 2 3 4 5 5 5 6 6 5 5 7 7AK lAX. 7AK 9AK I OBK 10 12AK 168K 16AK 99 
98 2 3 4 5 5 5 6 6 5 5 7 7AK 7AK 7AK 9AK 10AK 10 12 16AK 15AX. 98 
97 2 3 4 5 5 5 6 6 4 5 7 7AK 7AK 7AK 9AK I OAK 10 12 16AK ISM 97 
90 2 3 4 5 5 s 6 6 ~ s 7 7AK 7AK 7AK QAK I OAK 9 12 15AK 15AK 9S 
95 2 3 4 5 5 5 6 6 4 5 7 7AK 7AK 7AK 9AK lOAK 9 12 15AK 15AK 95 
94 2 3 4 4 5 5 6 6 4 5 7 SAX. 7 6AK 9AK tOAK 9 11 15AK 14AX. 94 
93 2 3 4 4 5 5 6 6 4 5 7 SAA 7 &AK 9AK 9AK 9 11 ISAK 14 93 
92 2 3 3 4 5 4 6 5 4 5 7 SAX. 6 6AA 8Al( 9AA 9 11 ISAK 14 92 
91 2 3 3 4 s 4 6 5 4 5 6 6AK 6 6AK 81\K 9AA 8 11 14AK 14 91 
90 2 3 3 4 5 4 6 s 4 4 6 6AK 6 6AK 8AK 9AK 8 11 14AK 14 90 
89 2 3 3 4 ~ 4 5 5 4 4 6 6 6 6 8AK 9M 8 10 14AK 13 89 
88 2 3 3 4 ~ 4 5 .s 4 4 6 6 6 6 SAK 9AK 8 10 14AK 13 88 
67 2 2 3 4 ~ 4 6 5 4 4 8 6 6 6 8AK 9AK 8 10 14AK 13 117 
88 2 2 3 4 ~ 4 s 5 ~ 4 6 5 6 6 BAK BAK 8 10 13AK 13 86 
85 2 2 3 4 ~ 4 5 5 4 4 6 5 6 6 8AK 8AK 7 10 13AK 12 85 
84 2 2 3 4 ~ 4 5 5 4 4 6 5 6 6 7 8AK 7 9 13AK 12 84 
83 2 2 3 • 4 4 5 5 4 4 6 5 6 6 7 SAK 7 9 13 12 83 
82 1 2 3 4 4 4 s 4 4 4 5 5 6 6 7 8AK 7 9 13 12 82 
81 1 2 3 4 4 4 5 4 4 4 5 5 6 6 7 SAl( 7 9 13 11 81 
60 1 2 3 3 4 4 5 4 4 4 5 5 6 5 7 7AK s 9 12 11 60 
79 1 2 3 3 4 4 4 4 3 4 5 5 6 s 7 7 6 8 12 11 79 
78 I 2 3 3 4 4 4 4 3 3 5 4 6 5 7 7 6 8 12 11 78 
77 1 2 3 3 4 3 4 4 3 3 5 4 5 5 7 7 6 8 12 II 77 
76 I 2 3 3 4 3 4 4 3 3 5 4 5 5 6 7 6 8 12 11 76 
75 1 2 3 3 4 3 4 4 3 3 5 4 5 5 6 7 5 8 11 10 75 
74 I 2 3 3 3 3 4 4 3 3 4 4 5 5 6 6 5 7 II 10 74 
73 1 2 3 3 3 3 4 4 3 3 4 4 5 5 6 6 5 7 11 10 73 
72 1 2 2 3 3 3 4 3 3 3 4 4 5 5 s 6 5 7 II 9 72 
71 I 2 2 3 3 3 4 3 3 3 4 4 5 5 6 6 5 7 11 9 71 
70 1 2 2 3 3 3 4 3 3 3 4 3 5 5 6 6 5 7 10 9 70 
69 1 2 2 3 3 3 3 3 3 3 4 3 5 5 6 6 4 6 10 9 69 
68 1 2 2 3 3 3 3 3 3 3 4 3 5 s 5 6 4 6 10 8 88 
67 1 2 2 3 3 3 3 3 3 3 4 3 5 5 5 . 5 4 6 10 8 67 
66 1 2 2 2 3 3 3 3 3 2 4 3 5 4 5 5 4 6 10 8 66 
65 2 2 2 3 3 3 3 3 2 3 3 5 4 5 5 4 6 10 8 65 
84 2 2 2 3 3 3 3 3 2 3 3 5 4 5 5 3 0 9 0 64 
63 2 2 2 3 2 3 2 3 2 3 3 4 4 5 5 3 0 9 0 63 
62 2 2 2 3 2 3 2 3 2 3 2 4 4 5 5 3 0 9 0 62 
61 2 2 2 3 2 3 2 2 2 3 2 4 4 5 4 3 0 9 0 61 
60 2 2 2 3 2 3 2 2 2 3 2 4 4 4 4 3 0 9 0 60 
59 2 2 2 2 2 2 2 2 2 3 2 4 4 4 4 0 0 8 0 59 
58 2 2 2 2 2 2 2 2 2 3 2 4 4 4 4 0 0 8 0 58 
57 2 2 2 2 2 2 2 2 2 2 2 4 4 4 4 0 0 8 0 57 
56 2 2 2 2 2 2 2 2 2 2 2 4 4 4 4 0 0 8 0 66 
55 1 2 2 2 2 2 2 2 2 2 2 4 4 4 3 0 0 8 0 S5 
54 I 2 2 2 2 2 2 2 0 2 0 4 4 4 3 0 0 0 0 54 
53 1 1 2 2 2 2 I 2 0 2 0 4 4 4 3 0 0 0 0 53 
52 I I 1 2 2 2 1 2 0 2 0 4 3 3 3 0 0 0 0 52 
51 I 1 I 2 2 2 1 2 0 2 0 4 3 3 3 0 0 0 0 51 
60 1 I I 2 2 2 1 2 0 2 0 4 3 3 3 0 0 0 0 50 
49 I I I 2 2 1 I 2 0 0 0 4 3 3 0 0 0 0 0 49 
48 1 I I • 1 I I 2 0 0 0 3 3 3 0 0 0 0 0 48 

45-47 1 I I 2 1 1 I 2 0 0 0 3 3 3 0 0 0 0 0 45-47 
40-44 I I 1 I 1 I 0 0 0 0 0 3 3 0 0 0 0 0 0 40-44 
35-39 1 1 0 1 1 0 0 0 0 0 0 3 0 0 0 0 0 0 0 35-39 
30-34 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 30-34 
25-211 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 25-29 
15-24 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 15-24 



150 8CK lOCK 12EK I4EK ISEK ISEK 18EK 18EK 16EK 18EK 22EK 22EK IOEK IOEK tSEK 18EK 12EK ISEK 18EK 20EK 150 
149 SCK lOCK 12DK 14EK ISEK ISEK t8EK 18EK t6EK t8EK 22EK 22EK IOEK IOEK ISEK 18EK 12EK ISEK 18EK 20EK 149 
148 881( lOCK 12DK 14EK tSEK ISEK 18EK 18EK 16EK 18EK 22EK 22EK IOEK tOEK tSEK t8EK 12EI< !SEK 18EK 20EK 148 
147 88K tOBK 12CK 14DK !SDK I SDK 18EK 18EK 16EK 18EK 22EK 22EK IOEK IOEK I SEK t8EK 12EK ISEK 18EK 20EK 147 
146 88K IOBK 12CK 14DK !SDK I SDK 18EK t8EK 16EK 18EK 21EK 21EK IOEK IOEK 15EK 18EK 12EK ISEK t8EK 20EK 146 

Weapon Type: 145 8AK 108K 12CK 140K 150K I SDK I SDK 17EK t6DK 17EK 21EK 21EK IOEK 10EK t5EK 18EK 12EK 15EK 18EK 20EK 145 
144 8AK IOBK 120K 1401( I SDK 150K 1701( t7EK !SDK 17EK 21EK 21EK tOEK IOEK 15EK 17EK 12EK 1SEK 18EK 19EK 144 

Missile 143 8AK I OAK 12CK 13DK 14DK 14DK t?DK 17DK I SDK 17DK 2101( 21EK IOEK IOEK 15EK m;~ 12E~ 14EK 18EK t9EK 143 
142 8AK tOAK 128K '13CK 14CK 14DK 17DK 17DK I SDK 17DK 20DK 20EK I OEK tOEK 14EK 17E liE 14EK 17EK 19EK 142 

Length: 
141 8AK I OAK 118K f3CK 14CK 14CK I?CK 1701( !SDK 16DK 200K 20EK IOEK IOEK 14EK 17EK IIEK t4EK 17EK 19EK 141 
140 8 I OAK 118K 13CK 14CK 14CK 17CK 16DK I SDK 16DK 20DK 20EK tOEK IOEK 14EK 17EK IIEK 14EK 17EK 19EK 140 

3-6 feet 139 8 9AK 118K 13CK 14CK 14CK 16CK 16DK 15CK 160K 20DK 190K tOOK IOEK 14EK 17EK t1EK t4EK 17EK 18EK 139 
138 8 9AK 118K t3CK 14CK 14CK 16CK 16DK !4CK t60K 19DK T90K tOOK IOEK t4EK 16EK 11EK 14EK 17EK 18EK 138 
137 8 9AK IIBK 13CK t4CK t3CK t6CK 160K 14CK 160K 190K 19DK tOOK 90K 14EK 16EK IIEK 14EK 17EK 18EK 137 

Weight: 136 8 9AK 11AK 12BK t38K 13CK t6CK 160K 14CK I SDK 190K 190K 90K 90K 14EK t6EK IIEK t3EK t7EK t8EK 136 

2-6 pounds 
135 7 9 I IAK 12BK t38K 13CK 16CK I SDK 14C'K 15CK 19DK 18DK 901( 90K 130K 16EK lOOK 13EK 16EK 18EK 135 
134 7 9 IIAK 128K 138K 138K 15CK I SDK 14CK 15CK 18DK 18DK 9DK 90K 130K 16EK lOOK t3EK t6EK t8EK 134 
133 7 9 !OAK 128K t38K 138K 15CK I SCK 13CK 15CK 18CK !SDK 9DK 90K 13DK t6EK tOOK 13EK t6EK t7EK 133 

Fumble 132 7 9 ! OAK 12BK 13BK 138K 15CK 15CK 13CK 14CK T8CK T70K 9DK 9DK 130K 150K TOOK 130K 16EK T7EK 132 
131 7 9 I OAK 128K 13BK T3BK ISCK ISCK 13CK T4CK T8CK 17DK 9DK 9DK 13DK I SDK l OOK 13DK 16EK 17EK 131 

Range: 130 7 9 I OAK 12BK t3AK 12BK 158K T4CK 13CK 14CK 17CK 17DK 9DK 9DK 13DK I SDK lOOK t30K 16EK 17EK 130 

01-07 UM 129 7 9 10AK 1HlK 12AK 128K !4BK 14CK 13CK 14CK f7CK I?DK 9CK 9DK 13DK 15DK TOOK 12DK 16EK 17EK 129 
128 7 8 !OAK IIAK 12AK 12BK 14BK 14CK 13CK 14CK 17CK 16DK 9CK 901( 13DK I SDK lOOK 120K 16EK 16EK 128 
127 7 8 10AK 11AK 12AK 12BK 148K T4CK 128K 13CK 16CK !SDK 9CK 9DK t2DK 140K 9DK 1201( ISEK 16EK 127 

Range 126 7 8 10AK IIAK 12AK 12AK I4BK 14CK 128K 13CK 16CK 16CK 9CK 90K 12DK 1401< 9DK 12DK 15EK 160K 126 
125 7 8 9 IIAK 12AK 12AK 14BK 13CK 128K 13CK 16CK !5CK 9CK 90K 12DK 14DK 90K t2DK ISEK 160K 125 

(OB Mod): 124 7 8 9 11AK 12AK 11AK 13BK 13CK 128K 13CK 16CK 15CK 9CK SDK 120K 140K 90K 1201( I SDK I SDK 124 

1'-50' (+0) 123 7 8 9 !OAK 12AK IIAK 13BK 138K 128K 120K 15CK 15CK 8CK SDK 12DK 140K 90K 12DK 150K 160K 123 
122 7 8 9 !OAK 11AK IIAK 13AK 13BK 12BK 128K 15CK ISCK 8CK 8CK 12DK 140K 9CK II OK !SDK 15DK 122 

51'-100' (-20) 121 7 8 9 I OAK IIAK IIAK 13AK 12BK 118K 12BK 15CK 14CK 8CK 8CK 12DK 13DK 9CK 11DK 14DK I SDK 121 

101'-150' (-40) 120 6 8 9 I OAK 11AK IIAK 13AK 128K 11BK 12BK 1SCK 14CK 8CK 8CK liCK 13DK 8CK II OK 140K I SDK 120 
119 6 8 9 I OAK II IIAK 12AK 12BK IIBK 11BK 14CK t4CK 8CK 8CK 11CK 13DK 8CK liCK 14DK I SDK 119 
118 6 7 8 I OAK IT I OAK 12AK 128K 118K 11BK 148K 13CK 8CK 8CK liCK 13DK 8CK liCK 14DK 140K 118 
117 6 7 a !OAK I I ! OAK 12AK 118K 118K IIBK I48K 13CK 8CK 8CK liCK 130K 8CK liCK 140K 14DK 117 
116 6 7 8 9AK 10 I OAK 12AK 1T8K IOBK IIBK 148K 13CK 8CK SCK liCK 130K 8CK l i CK 140K 140K 116 
115 6 7 8 9 10 I OAK 12AK T18K 10AK IIBK 13BK 13CK 8BK 8CK liCK 12DK BCK lOCK 14DK 140K 115 
114 8 7 8 9 10 10 11AK 118K I OAK IOBK 138K t2CK 88K 8CK 11CK 12CK 8CK JOCK 140K 14DK 114 
113 6 7 8 9 10 10 IIAK 1\AK I OAK IOBK 13BK 12CK 88K 8CK liCK t2CK 8CK lOCK 13DK 140K 113 
112 6 7 8 9 10 10 IIAK IIAK I OAK IOBK 13BK 12CK 88K 8CK tOCK 12CK 78K lOCK 13DK 1401( 112 
111 6 7 8 9 10 9 IIAK I OAK I OAK I OAK 128K 12CK 88K 7CK lOCK 12CK 78K lOCK 13DK 13DK 111 
110 6 7 8 9 10 9 11AK 10AK 9AK 9AK 12BK IIBK 88K 7CK lOCK 12CK 78K lOCK 130K 130K 110 
109 6 7 8 8 9 9 10 I OAK 9AK 9AK 128K 118K 78K 7CK lOCK liCK 78K 108K 13DK 13CK 109 
108 6 7 7 8 9 9 10 I OAK 9AK 9AK 11BK 1181< 78K 7CK lOCK liCK 7AK 9BK 13DK 13CK 108 
107 6 7 7 8 9 9 10 !OAK 9AK 9AK tiBK 10BK 78K 7BK lOCK liCK 7AK 9BK 13DK 13CK 107 
106 6 8 7 8 9 9 10 9AK 9AK 9AK 11AK 1081( 781( 78K 108K tiCK 7AK 981( 12CK 12CK 106 
105 5 6 7 8 9 9 10 9AK 9AK 8AK 11AK IOBK 78K 78K 9BK liCK 6AK 98K 12CK 12CK 105 
104 5 6 7 8 9 8 9 9AK 8 8AK !OAK IOBK 7AK 78K 9BK lOCK 6 9AK 12CK 12CK 104 
103 5 6 7 7 9 8 9 9AK 8 8AK I OAK 9BK 7AK 78K 98K IOBK 6 9AK 12CK 12CK 103 
102 s 6 7 7 8 8 9 9AK 8 8AK I OAK 9BK 7AK 7BK 98K 108K 6 9AK t2CK 12CK 102 
101 5 6 7 7 8 8 9 BAK 8 7AK !OAK 9BK 7AK 7BK 9BK IOBK 6 8AK 12CK 128K 101 
100 5 6 6 7 8 8 9 8AK 8 7AK 9AK 8BK 7AK 78K 9BK IOBK 6 8AK 12CK 118K 100 
99 5 6 6 7 8 8 9 8 7 7 9AK 8BK 7AK 68K 98K lOOK 6 8 liCK IIBK 99 
98 5 6 6 7 8 7 8 8 7 7 9AK 8BK 7AK 6BK 9BK 98K 6 8 liCK IIBK 98 
97 5 6 6 7 8 7 8 8 7 6 9AK 8BK 7AK 6AK 88K 98K 5 8 liCK 11AK 97 
96 s 6 6 6 8 7 8 7 7 6 8AK 7AK 6AK 6AK 88K 981< s 8 liCK IIAK 96 
95 s 5 6 6 7 7 8 7 7 6 8AK 7AK 6AK 6AK 8BK 98K s 8 118K I OAK 95 
94 5 5 6 6 7 7 8 7 7 6 8 7AK 6 6AK SAK 9BK 5 7 t18K 10 94 
93 5 5 6 6 7 7 7 7 6 6 8 7AK 6 6AK BAK 9BK 5 7 118K TO 93 
92 5 5 5 6 7 7 7 6 6 5 7 6AK 6 6AK BAK 88K 5 7 10BK TO 92 
91 5 5 5 6 7 6 7 6 6 5 7 6AK 6 6AK 8AK 8AK 5 7 IOBK 10 91 
90 4 5 5 6 7 6 7 6 6 5 7 6AK 6 6AK 7AK 8AK 4 7 IOBK 10 90 
89 4 5 5 5 7 6 7 6 6 s 6 SAK 6 6 7AK 8AK 4 7 I OAK 9 89 
88 4 5 5 5 6 6 6 6 6 4 6 SAK 6 6 7AK 8AK 4 7 !OAK 9 88 
87 4 5 5 5 6 6 6 5 5 4 6 SAK 6 6 7AK 8AK 4 6 I OAK 9 87 
86 4 5 5 5 6 & 6 5 5 4 6 SAK 6 s 7AK 7AK 4 6 10AK 9 86 
85 4 5 5 5 6 5 6 5 5 4 5 4AK 6 5 7AK 7AK 4 6 !OAK 9 85 
84 4 4 4 5 6 5 6 5 5 4 5 4 6 5 7 7AK 4 6 9 8 84 
83 4 4 4 5 6 5 5 5 5 3 5 4 s s 7 7AK 4 6 9 8 83 
82 4 4 4 4 s 5 5 4 4 6 5 5 5 5 6 7AK 3 6 9 8 82 
81 4 4 4 4 5 5 5 4 4 3 4 3 5 5 6 6AK 3 6 9 8 81 
80 4 4 4 4 5 5 5 4 4 3 4 3 5 5 6 6AK 3 5 9 8 80 
79 4 4 4 4 5 5 5 4 4 2 4 3 5 5 6 6 3 5 9 8 79 
78 4 4 4 4 5 4 4 4 4 2 4 2 5 5 6 6 3 5 9 7 78 
n 4 4 4 4 5 4 4 3 4 2 3 2 5 5 6 6 3 5 8 7 n 
76 4 4 4 3 5 4 4 3 3 2 3 2 5 5 6 6 3 5 8 7 76 
75 3 4 3 3 4 4 4 3 3 0 3 0 5 5 5 5 2 5 8 7 75 
74 3 4 3 3 4 4 4 3 3 0 3 0 5 5 5 5 2 5 8 7 74 
73 3 3 3 3 4 4 3 3 3 0 2 0 5 4 5 5 2 0 8 0 73 
n 3 3 3 3 4 3 3 2 3 0 2 0 s 4 5 5 2 0 8 0 72 
71 3 3 3 3 4 3 3 2 3 0 2 0 5 4 5 5 2 0 8 0 71 
70 3 3 3 3 4 3 3 2 2 0 0 0 5 4 5 5 2 0 7 0 70 
69 3 3 3 2 4 3 3 2 2 0 0 0 4 4 s 4 2 0 7 0 69 
68 3 3 3 2 3 3 2 2 2 0 0 0 4 4 5 4 0 0 7 0 68 
67 3 3 2 2 3 3 2 1 2 0 0 0 4 4 4 4 0 0 7 0 67 
66 3 3 2 2 3 3 2 1 2 0 0 0 4 4 4 4 0 0 7 0 66 
65 3 3 2 2 3 2 2 1 0 0 0 0 4 4 4 4 0 0 7 0 65 
64 3 3 2 2 3 2 2 1 0 0 0 0 4 4 4 4 0 0 7 0 64 
63 3 3 2 2 3 2 I 0 0 0 0 0 4 4 4 3 0 0 0 0 63 
62 3 2 2 I 3 2 1 0 0 0 0 0 4 4 4 3 0 0 0 0 62 
61 3 2 2 I 2 2 I 0 0 0 0 0 4 4 4 3 0 0 0 0 61 
60 2 2 2 I 2 2 1 0 0 0 0 0 4 3 3 3 0 0 0 0 50 
59 2 2 1 I 2 1 1 0 0 0 0 0 4 3 3 3 0 0 0 0 59 
58 2 2 I I 2 I 0 0 0 0 0 0 4 3 3 0 0 0 0 0 58 
57 2 2 I I 2 1 0 0 0 0 0 0 4 3 3 0 0 0 0 0 57 
56 2 2 , 0 2 1 0 0 0 0 0 0 3 3 3 0 0 0 0 0 56 
55 2 2 1 0 2 1 0 0 0 0 0 0 3 3 3 0 0 0 0 0 55 
54 2 2 I 0 1 1 0 0 0 0 0 0 3 3 3 0 0 0 0 0 54 
53 2 2 1 0 1 0 0 0 0 0 0 0 3 3 0 0 0 0 0 0 53 
52 2 2 1 0 1 0 0 0 0 0 0 0 3 3 0 0 0 0 0 0 52 
51 2 1 0 0 I 0 0 0 0 0 0 0 3 3 0 0 0 0 0 0 51 
so 2 1 0 0 I 0 0 0 0 0 0 0 3 3 0 0 0 0 0 0 50 
49 2 1 0 0 1 0 0 0 0 0 0 0 3 3 0 0 0 0 0 0 49 
48 2 I 0 0 0 0 0 0 0 0 0 0 3 0 0 0 0 0 0 0 48 
47 2 1 0 0 0 0 0 0 0 0 0 0 3 0 0 0 0 0 0 0 47 
46 2 1 0 0 0 0 0 0 0 0 0 0 3 0 0 0 0 0 0 0 46 
45 I I 0 0 0 0 0 0 0 0 0 0 3 0 0 0 0 0 0 0 45 
44 1 1 0 0 0 0 0 0 0 0 0 0 3 0 0 0 0 0 0 0 44 

42-43 I 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42-43 
32-41 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 32-41 



150 11EP 13EP 1SEP 17EP 22EP 22EP 25EP 25EP 22EP 26EP 26EP 2iEP 21EP 26EP 29EP 17EP 20EP 23EP 27EP 150 
149 11EP 13EP ISEP 17EP 22EP 22EP 25EP 25EP 20EP 22EP 26EP 26EP 21EP 21EP 26EP 29EP 17EP 20EP 23EP 27EP 149 
148 11EP l3EP 15EP 17EP 22EP 22EP 25EP 25EP 20EP 22EP 26EP 26EP 21EP 21EP 26EP 29EP 17EP 20EP 23EP 27EP 148 
147 11EP 13EP 15EP 17EP 22EP 22EP 25EP 25EP 20EP 22EP 25EP 25EP 21EP 21EP 26EP 29EP 17EP 20EP 23EP 26EP 147 
146 IIEP 13EP 15EP 17EP 22EP 21EP 24EP 24EP 19EP 21EP 25EP 25EP 21EP 21EP 25EP 28EP 17EP 19EP 23EP 26EP 146 
; 45 I lOP 130P 15EP 16EP 21EP 21EP 24EP 24EP 19EP 21EP 25EP 25EP 20EP 20EP 25EP 28EP 16EP 19EP 22EP 26EP 145 
144 11DP 13DP 14EP 16EP 21EP 21EP 24EP 24EP 19EP 21EP 24EP 24EP 20EP 20EP 25EP 28EP l6EP 19EP 22EP 25EP 144 
143 I lOP 12DP 14DP ISEP 21EP 21EP 23EP 23EP 19DP 20EP 24EP 24EP 20EP 20EP 24EP 27EP 16EP 19EP 22EP 25EP 143 Weapon Type: 
142 I lOP 12DP 14DP 16EP 21DP 20EP 23EP 23EP t8DP 20EP 24EP 24EP 20EP 20EP 24EP 27EP ISEP 18EP 22EP 25EP 142 Missile 141 11DP 120P 140P 15EP 20DP 20DP 230P 23EP I BOP 20EP 23EP 23EP 20EP 19EP 24EP 27EP ISEP 18EP 21EP 24EP 141 
140 IOCP 12CP 140P ISEP 20DP 20DP 22DP 22EP 18DP 19DP 23DP 23EP 19EP 19EP 24EP 26EP l5EP 18EP 21EP 24EP 140 
139 IOCP 12CP 13DP 15DP 20DP 20DP 22DP 22EP I SOP 19DP 23DP 23EP 190P 19EP 23EP 26EP ISEP ISEP 21EP 24EP 139 Length: 
138 IOCP 12CP 130P I SOP 200P 190P 22DP 22EP 17DP 19DP 22DP 22EP t9DP 19EP 23EP 26EP ISEP 17EP 21EP 23EP 138 
137 IOCP 12CP 130P I SOP 190P 190P 21DP 2tDP 17DP I SOP 22DP 22DP 19DP 19EP 23EP 25EP 140P 17EP 21EP 23EP 137 2.5-4 feet 
136 tOCP IICP 130P 140P t90P 19DP 21DP 2tDP 170P 18DP 22DP 22DP t9DP I SOP 22EP 25EP 14DP 17EP 20EP 23EP 136 
135 tOCP IICP 13CP 14DP 19DP 19DP 21DP 21DP 17CP 18DP 21DP 21DP I SOP I SOP 22EP 25EP 140P ISEP 20EP 22EP 135 Weight: 134 t06P IICP 13CP 14DP t90P I SOP 21DP 20DP t6CP 17DP 2t0P 210P 18DP I SOP 22DP 240P 140P I SOP 20EP 22EP 134 
133 106P liSP l2CP t40P I SOP I SOP 20DP 20DP l6CP 17DP 21DP 21DP !SOP I SOP 220P 240P 130P I SOP 20EP 22EP 133 2-3 pounds 
132 IOBP liSP 12CP 13DP !SOP 180P 200P 200P 16CP 17DP 200P 20DP 180P 110P 210P 240P 130P 160P 19EP 21EP 132 
131 9BP llBP 12CP 130P 18CP I SOP 20DP 190P t6CP I SOP 20DP 200P I SOP 170P 210P 230P 130P 150P 19EP 21EP 131 
130 9SP liSP 12CP 13DP 18CP 17CP 19DP 19DP ISCP 16DP 19DP 20DP 170P 170P 2tOP 230P 130P I SOP 19EP 21EP 130 Fumble 
129 9AP IOSP 12CP 130P 17CP 17CP 19CP 190P 15CP I SOP 19DP 190P 170P 170P 200P 230P 120P !SOP 19EP 200P 129 Range: 128 9AP IOSP ltCP 130P 17CP 17CP 19CP I SOP 15CP 15CP 190P 19DP 17CP 170P 200P 220P 120P 150P 18EP 20DP 12S 
127 9AP IOBP IICP 12CP 17CP 17CP 18CP 180P 15CP 15CP I SOP 19DP 17CP 160P 20DP 220P 120P 140P ISEP 200P 127 01·04 UM 
126 9AP tOAP !IBP 12CP 17CP 16CP 1SCP I SOP 14CP 15CP 1SCP I SOP 16CP 160P 200P 220P 120P 140P fBOP 190P 126 
125 9AP 10AP 11BP 12CP 16CP 16CP 18CP 170P 14CP 15CP 18CP !SOP 16CP 160P 190P 21DP 11CP 140P 180P 190P 125 

Range 124 9AP I OAP 11BP 12CP 16CP 16CP 17CP 170P 14CP 14CP 17CP 170P ISCP 160P 19DP 21DP 11CP 14DP 18DP 190P 124 
123 9AP 10/IP 10BP 11CP 16CP 16CP 17CP 170P 14CP 14CP 17CP 170P 16CP !SOP 190P 21DP IICP 130P 17DP 18DP 123 (08 Mod): 
122 6AP 9AP IOBP 11CP 16CP 15CP 17CP 16DP 13CP 14CP 17CP 170P 16CP 160P 18DP 200P I1CP 13DP 17DP 18DP 122 
121 SAP 9AP I OBP 11CP 15CP I SCP 17CP 16CP 13BP 13CP 16CP 16CP 15CP I SOP I SOP 20DP IOCP 13CP 170P 170P 121 1'-10' {+25) 
120 BAK 9AP IOBP 11CP 15BP 15CP 16CP 16CP 13BP 13CP 16CP 16CP 15CP 150P I SOP 200P I OCP 12CP 17DP 170P 120 11 '-1 00' ( +0) 
119 s 9A~ I OBP IICP ISBP 15CP 16CP 15CP t3BP 13CP 16CP 16CP 15CP 15DP I BOP 190P IOCP 12CP I SOP 17DP 119 
11S s 9AP IOBP 10CP 15BP 14BP 16CP 15CP 12BP 12CP t5CP 15CP 15CP 14CP 170P 190P IOCP 12CP 16DP 16DP 11S 101 '-200' {-35) 
117 8 9AP 9AP 10CP 15BP 14BP I SCP 15CP 12BP 12CP 15CP 15CP 15CP 14CP 17CP 190P 9CP 12CP I SOP 160P 117 201'-300' (-60) 116 8 9AP 9AP 10BP 14BP 14BP 15CP 14CP t2BP 12CP 15CP 15CP 14CP 14CP 17CP lOOP 9CP 11CP !SOP !SOP 11S 
115 8 BAK 9AP 10BP 148P 148P 15CP 14CP 12BP 11CP 14CP 14CP 14CP 14CP 16CP 16CP 9CP t 1CP ! SOP 15CP 115 
114 6 8 9AP 9BP 148P 13BP 14CP 14CP 11BP 11BP 14CP 14CP 14CP 13CP 16CP 18CP 9CP I ICP 150P 15CP 114 
113 7 8 9AP 98P 14BP 13BP 14CP 13CP 11BP 11BP 13CP 14CP 14CP 13CP 16CP 17CP OBP I ICP 150P 15CP 113 
112 7 6 SAP 9BP 13AP 13BP 14BP IJCP 11BP I OBP 13CP 13CP 14CP 13CP 16CP 17CP 68P IOCP 150P 14CP 112 
111 7 s SAP 9BP 13AP 13BP 13BP 13CP 11BP 10BP 13CP 13CP 13BP l3CP ISCP 17CP SBP IOBP I SOP 14CP 111 
110 7 6 SAP 9BP 13AP 12BP 13BP 12CP 10BP IOBP 12CP 13CP 13BP 13CP ISCP 16CP SBP 10BP 14CP i4CP 110 
109 7 6 SAP SSP 13AP 12BP 13BP 12CP iOBP 9BP 12BP 12CP 13BP 12CP 15CP 16CP 78P IOBP 14CP 13CP 109 
108 7 7 SAP 8BP 12AP 12AP 13BP 12CP IOBP 9BP 12BP 12CP 13BP 12CP 14CP 16CP 78P 98P 14CP 13CP lOS 
107 7 t SAP SAP 12AP 11AP 12BP 11CP 10AP 9BP 11BP 12CP 12BP 12CP 14CP 16CP 7BP 9BP 14CP 13BP 107 
106 7 7 7AP SAP 12AP 11AP 12BP 11CP 9AP 8BP 11BP 11CP 12BP 12CP 14CP 15CP 7AP 9BP 13CP 12BP 106 
105 7 7 7AK 7AP 12AP I lAP 12BP liSP 9AP SBP 11BP 11CP 12BP IICP 14CP 15CP SAP BBP 13CP 12BP 105 
104 6 7 7 7AP I lAP 11AP IIBP 10BP 9AP 8BP lOBP 11BP 12BP IICP 13CP 15CP 6AP SBP 13CP 12BP 104 
103 6 7 7 7AP 11AP IOAP llBP tOBP 9AP 8BP 10BP 10BP 12BP 11CP 13CP 14BP 6AP SAP 13CP ttBP 103 
102 6 6 7 7AP I lAP IOAP 118? IOBP SAP 7BP lOBP IOBP llBP 11CP 13CP 14BP SAP SAP 13CP 11BP 102 
101 s 6 6 7AP IIAP 10AP IOAP 9BP SAP 7BP 9BP 9BP 11BP IICP 12BP 14BP SAP 7AP 12CP 11BP 101 
100 6 6 6 SAP I OAK 10AP IOAP 9BP SAP 7AP 98? 9BP 11BP IOCP 12BP 13BP SAK 7AP 12CP IOAP 100 
99 6 6 6 6AP 10 9AP IOAP 9BP SAP SAP 9BP 9BP 118P IOBP l2BP 13BP 5 7AP 12CP lOA? 99 
98 6 6 6 6AP 10 9AP 9AP SBP 7AP SAP 88? 8BP llBP IOBP 12BP 13BP 5 7AP 12BP IOAP 9S 
97 6 6 6 6AP 10 9AP 9AP SBP 7AP SAP 88? BBP IOBP IOBP liSP 12BP 4 SAP liSP 9AP 97 
96 6 s 5 SAP 9 9AP 9AP SBP 7AP SAP 78P 9BP lOBP 9BP t1SP 12BP 4 SAP liSP 9AP 96 
95 s 6 5 SAK 9 SAK 9AP 78? 7AK SAP 7AP 7BP IOAP 9BP liSP 128P 4 SAK IIBP 9AP 95 
94 5 5 5 5 9 s SAP 7BP 6 SAP 7AP 7BP IOAP 9BP 10BP liSP 4 0 liSP SAK 94 
93 5 5 5 5 9 s SAP 78P 6 4AP SAP 7BP IOAP 9BP IOBP liSP 3 0 IOBP s 93 
92 5 5 5 5 8 s SAP SAP s 4AP SAP 6BP 9AP 9BP IOSP ltBP 3 0 10BP 0 92 
91 5 5 5 4 8 7 7AP 6AP s 4AP SAP 6BP 9AP SBP IOBP IOBP 3 0 IOBP 0 91 
90 5 5 4 4 8 7 7AK 6AP 5 3AK SAP 6BP 9AP SBP 9BP IOBP 3 0 10BP 0 90 
S9 5 5 4 4 8 7 7 SAP 5 3 S,t.P SAP 9AP SBP 9SP lOBP 0 0 IOAP 0 89 
88 5 5 4 4 8 7 6 SAP 5 3 SAP SAP 9AP SBP 9SP 9BP 0 0 9AP 0 88 
87 s 4 4 3 7 6 6 SAP 5 2 4AP SAP SAP 7BP SBP 9AP 0 0 9AP 0 S7 
S6 5 4 4 3 7 6 6 4AP 4 2 4AP 4AP SAP 7BP 8BP 9AP 0 0 9AP 0 86 
ss 4 4 3 3 7 6 5 4AP 4 2 4AK 4AP 8AP 7BP SBP SAP 0 0 9AP 0 85 
S4 4 4 3 3 7 6 s 4AP 4 0 3 4AP SAP 7AP SAP SAP 0 0 SAP 0 84 
S3 4 4 3 3 6 5 5 JAP 4 0 3 3AP 7AP 7AP 7AP SAP 0 0 SAP 0 83 
S2 4 4 3 2 6 5 5 3AP 3 0 3 3AP 7AP 6AP 7AP 7AP 0 0 SAK 0 S2 
S1 4 4 3 2 6 5 4 3AP 3 0 2 3AP 7AP SAP 7AP 7AP 0 0 s 0 S1 
so 4 3 3 2 6 5 4 2AK 3 0 2 2AK 7AK 6AP SAP 7AP 0 0 0 0 so 
79 4 3 2 2 5 4 4 2 3 0 0 2 7 6AP 6AP 6AP 0 0 0 0 79 
78 4 3 2 1 5 4 3 2 2 0 0 0 6 SAP 6AP GAP 0 0 0 0 78 
77 4 3 2 I 5 4 3 1 2 0 0 0 6 SAP SAP 6AP 0 0 0 0 77 
76 3 3 2 I 5 4 3 1 2 0 0 0 6 SAP SAP SAP 0 0 0 0 76 
75 3 3 2 1 4 3 2 1 2 0 0 0 6 5AK SAP SAP 0 0 0 0 75 
74 3 3 1 0 4 3 2 0 0 0 0 0 6 s SAP SAP 0 0 0 0 74 
73 3 2 I 0 4 3 2 0 0 0 0 0 5 4 4AP 4AP 0 0 0 0 73 
72 3 2 1 0 4 3 I 0 0 0 0 0 5 4 4AK 4AK 0 0 0 0 72 
71 3 2 , 0 3 2 , 0 0 0 0 0 5 4 4 4 0 0 0 0 71 
70 3 2 , 0 3 2 1 0 0 0 0 0 5 4 0 0 0 0 0 0 70 
69 3 2 0 0 3 2 0 0 0 0 0 0 5 0 0 0 0 0 0 0 69 
6S 3 2 0 0 3 2 0 0 0 0 0 0 4 0 0 0 0 0 0 0 68 
67 2 2 0 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 67 
66 2 , 0 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 66 
65 2 1 0 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 65 
64 2 I 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 64 
63 2 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 63 
62 2 , 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 62 
61 2 I 0 0 , 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
60 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 0 0 0 0 0 0 0 0 0 0 0 0 \ 0 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 Q 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 14EP 16EP 18EP 20EP 24EP 24EP 27EP 27EP 23EP 25EP 29EP 29EP 23EP 23EP 28EP 31EP 25EP 28EP 31EP 33EP 150 
149 14EP 16EP 18EP 20EP 24EP 24EP 27EP 27EP 23EP 25EP 29EP 29EP Z3EP 23EP 28EP 31EP 25EP 28EP 31EP 33EP 149 
148 14EP 16EP t8EP 20EP 24EP 24EP 27EP 27EP 23EP 25EP 29EP 29EP 23EP 23EP 28EP 31EP 25EP 28EP 31EP 33EP 148 
147 14EP ISEP 18EP 20EP 24EP 24EP 27EP 2SEP 23EP 24EP 28EP 28EP 23EP 23EP 28EP 31EP 24EP 27EP 3tEP 32EP 147 
146 t4EP 16EP ISEP 20EP 23EP 23EP 26EP 26EP 22EP 24EP 28EP 28EP 23EP 23EP 27EP :!OEP 24EP 27EP 30EP 32EP 146 
145 14EP 16EP 18EP 19EP 23EP 23£P 26EP 26EP 22EP 24EP 28EP 28EP 22EP 22EP 27EP :!OEP 24EP 27EP 30EP 31EP 145 
144 140P 160P 17EP 19EP 23EP 23EP 26EP 25EP 22EP 23EP 27EP 27EP 22EP 22EP 27EP 30EP 23EP 28EP 30EP 31EP 144 

Weapon Type: 143 140P 1SOP 17EP 19EP 23EP 23EP 25EP 25EP 22EP 23EP 27EP 27EP 22EP 22EP 26EP <9EP 23EP 26EP 29EP 31EP 143 

Missile 142 130P I SOP 170P 19EP 22EP 22EP 2SEP 25EP 21EP 23EP 27EP 27EP 22EP 22EP 26EP ~9EP 23EP 25EP 29EP 30EP 142 
141 130P !SOP 170P 18EP 22EP 22EP 2SEP 24EP 210P 22EP 26EP 2SEP 22EP 21EP 26EP c9EP 22EP 25EP 29EP 30EP 141 
140 130P I SOP 170P 18EP 22EP 22EP 24EP 24EP 210P 22EP 26EP 26EP 21 EP 21EP 26EP c8EP 22EP 25EP 28EP 29EP 140 

Length: 139 130P I SOP !SOP 18EP 22EP 22EP 24EP 24EP 2 10P 22EP 25EP 25EP 21 EP 21EP 2SEP c8EP 22EP 24EP 28EP 29EP 139 
138 13CP ISCP I SOP 180P 210P 210P 240 P 23EP 200P 21EP 2SEP 25EP 21 EP 21EP 25EP cBEP 21EP 24EP 28EP 29EP 138 

3.5·4.5 feet 137 t3CP 14CP IS OJ> 170P 210P 210P 230P 23EP 200P 210J> 2SOP 25EJ> 210P 20EP 25EP ~7EP 21EP 24EP 27EP 28EP 137 
13S 13CJ> 14CP I GOP 170J> 210J> 2tOP 230 P 23EP 200P 210P 240J> 24EJ> 200P 20EP 24EP c7EP 21EP 23EP 27EP 28EP 136 

Weight: 135 13CP 14CP 160J> 170P 210J> 210P 230P 220J> 190P 200J> 240P 24 EP 200P 20EP 24EP 27eP 20EP 23EP 27EP 27EP 135 
134 12CP 14CP I SOP 170P 200P 200P 220P 220J> 190P 200P 240P 240P 200P 200P 24EP c6EP 20EP 22EP 26EP 27EP 134 

8·12 pounds 133 12CP 14CP I SCP 170P 200P 200P 220P 220P 190P 200P 230P 230P 200P 200 P 230P 26EP 200P 22EP 2SEP 27EP 133 
132 12CP 14CP 15CP 160P 200P 200P 220P 210P 19CP 190P 230P 230P 200P 190P 230P 26EP 190P 22EP 26EP 26EP 132 
131 12CP 13CP tSCP 160P 200P 190P 220P 21DP 18CP 190P 220P 230P 190P 190P 230P 25EP 190P 21 EP 25EP 26EP 131 

Fumble 130 12BP 13BP ISCP 160P 190P 190P 210P 210P IBCP 190P 220P 220P 190P 190P 230P 250P 19DP 2101'" 25EP 25EP 130 

Range: 129 12BP 13BP 14CP 160P 190P 190P 210P 200P !BCP I SOP 220P 220P 190P 190P 220P ~SOP 180P 210P 25EP 25EP 129 
128 12BP t3BP 14CP I SOP 190P 190P 210P 200P tBCP 18DP 210P 21DP 190P !SOP 220P 240P 180P 200P 24EP 25EP 128 

01·05 UM 127 12BP 13BP 14CP I SOP 190P I SOP 200P 200P t7CP 18DP 210P 21DP !BOP I SOP 220P 240P 170P 200P 24EP 24EP 127 
126 liSP 13BP 14CP !SOP !SOP 180P 200P 190P 17CP t70P 210P 210P !BOP !SOP 210P 240P 170P 190P 24EP 24EP 126 

Range 
125 llBP 13BP 14CP 15CP 18CP I SOP 20CP 190P 17CP 170P 200P 200P !SOP 1SDP 210P :i30P 170P 190P 23EP 23EP 125 
124 11AP 128P 13CP 14CP 18CP 18CP ISCP t90P 16CP 17CP 200P 200P ISCP 170P 210P <30P I GOP t90P 23EP 23EP 124 

(08 Mod): 123 llAP 12BP 138P 14CP ISCP 17CP 19CP I SOP 16CP ISCP 200P 200P 18CP 170P 210P :i30P I GOP 18DP 23EP 230P 123 
122 llAP 12AP 138P 14CP 17CP 17CP 19CP !BOP ISCP t6CP 19CP 190P 17CP 170P 200P c20P I SOP !BOP 230P 220P 122 

1'-20' (+30) 121 liAP !2AP 13BP 14CP 17CP 17CP 18CP 180P 16CP 16CP t9CP 190P 17CP t70P 200P <20P I SOP 180P 22DP 22DP 121 

21'-100' (+0) 120 I lAP 12AP 13BP 14CP 17CP 17CP IBCP 170P 15CP tSCP t8CP 190P 17CP t70P 200P c20P !SOP 170P 22DP 210P 120 
119 !lAP 12AP 12BP 13CP 17CP 16CP 18CP 170P ISCP 15CP ISCP 180P 17CP !SOP 190P <tOP ISCP 170P 22DP 210P 119 

101'·200' (· 25) 118 10AP I l AP 12SP 13CP 16CP !SCP 17CP 17CP 1SCP t5CP 18CP 180P t6CP !GOP t90P clOP 14CP 160 P 210P 2 10P 118 

201'-300' (- 40) 117 : JAP liAP 12SP 13CP IGCP 16CP 17CP ISCP I SSP t4CP 17CP 17CP 1SCP I GOP 190P clOP 14CP I GOP 210P 200 P 117 
116 IOAP IIAP 12SP 13CP IGCP t6CP 17CP 16CP 14SP 14CP 17CP 17CP 16CP 160P 180P cOOP 14CP 160P 210P 200 P 116 

301'·360' (-55) 116 !OAK 11 AP 12SP 12CP 16CP 15CP 17CP 16CP 14SP 14CP 17CP 17CP IGCP I SOP I SOP cOOP t3CP 150P 200P 190P 115 
114 10 ! l AP l i SP 12CP ISCP tSCP 16CP ISCP 14SP 13CP 16CP 16CP IGCP 15CP 18CP cOOP 13CP ISCP 200P 190P 114 
113 10 I lAP IIAP 12SP ISCP ISCP 16CP ISCP 13SP 13CP 16CP 16CP ISCP tSCP 18CP 190P 13CP ISCP 200P 190P 113 
112 10 !OAP I lAP 12SP !SSP 14CP 16CP ISCP 13SP 13CP 15CP ISCP ISCP 15CP 17CP 190P 12CP 14CP 190P !SOP 112 
111 10 IOAP !lAP liSP I SSP 14CP 15CP 14CP 13SP 12CP ISCP ISCP t SCP 14CP t7CP 190P 12CP t4CP t90P I BOP 111 
110 9 fOAK l 1AP liSP 14SP 14SP ISCP 14CP 3SP 12CP ISCP 15CP 15CP 14CP 17CP 180P 12CP 13CP 19DP HOP 110 
109 9 10 IOAP liSP 14SP 14BP I SCP 14CP 12SP 12CP 14CP 15CP 14CP 14CP 16CP 18CP IICP 13CP I SOP 170P 109 
108 9 10 IOAP liSP 14SP t3SP 14CP 13CP 12SP liSP 14CP 14CP 14CP 14CP 16CP 18CP 11CP 13CP 18DP 170P 108 
107 9 10 IOAP IOSP 14SP 13BP 14SP 13CP 12SP ltSP t4CP 14CP 14CP 13CP t6CP 17CP liSP 12CP 180P I GOP 107 
106 9 10 IOAP IOBP I SSP 13SP !4SP 13CP t2SP liSP t3CP t3CP t4SP 13CP 16CP 17CP IOBP 12CP 170P 160P 106 
105 9 9 IOAP IOBP 13SP 13SP 13SP 12CP liSP 108P t3CP 13CP 14SP 13CP ISCP 17CP IOSP 12CP 170P I SOP 105 
104 9 9 9AP !OBP 13AP 12BP 13S P 12CP liSP IOBP 13SP 13CP 13SP 13CP 15CP lSCP 9SP liSP 170P 15CP 104 
103 9 9 9AP IOAP 13AP 12BP 13S P 12CP 11AP 108P 128P 12E:P 13SP 13CP 15CP ISCP 9SP liSP 16CP 15CP 103 
102 s 9 9AP 9AP 12AP 12BP 12BP IICP IOAP 9SP 12BP 12CP 13SP 12CP 14CP 16CP 9SP 10SP !GCP t 4CP 102 
101 s 9 9AP 9AP 12AP 12SP 12BP liSP lOAP 9SP 11BP 12CP 13SP 12CP 14CP ISCP SAP IOSP 16CP 14CP 101 
100 8 9 9AK 9AP 12AP IIAP t2BP 11BP IOAP 9SP liSP 11CP 13SP 12CP 14CP 15CP SAP 10SP ISCP 13CP 100 
99 s s 8 9AP 12AP IIAP I IBP IOSP IOAP 8SP liSP l i SP 12BP 12CP t3CP 15CP SAP 9BP 15CP 13CP 99 
98 s 6 s SAP 11AP IIAP llSP 108P 9AP SSP 10SP liSP 12BP 11CP 13BP 14CP 7AP 9BP 15CP 13CP 98 
97 s 8 8 8AP 11AP IIAP 1 IAP lOSP 9AP SSP IOSP IOS P i2BP liCP 13BP ' 4SP 7AP 9BP 15CP 12SP 97 
OG 8 8 8 SAP 11 AP IOAP 11AP ~RP !lAP 7BP lOBP ! OSP 12BP 11CP 13SP 14 BP 7BP SAP 14CP t2BP 96 
9S s s 8 8AP IIAK IOAP lOAP 9BP 9AP 7SP 9BP 9BP I IBP IICP 12BP 13BP 6AK SAP 14CP 11BP 95 
94 7 s 7 7AP 10 10AP IOAP 9BP SAP 7AP 9BP 9BP 11BP I OBP 12BP 13BP 6 7AP 14CP 11BP 94 
93 7 7 7 7AP 10 9AP IOAP 8BP SAP SAP BBP 9BP II BP lOBP 12BP 13BP s 7AP 13CP 11BP 93 
92 7 7 7 7AP 10 9AP 9AP 88P SAP 6AP SBP SBP llBP !OBP tlSP 12BP 5 7AP 13CP IOBP 92 
91 7 7 7 7AP 10 9AP 9AP 88P 7AP 6AP BBP 6BP IIBP 10BP 11SP 12BP 5 GAP 13SP IOAP 91 
90 7 7 7 7AJ< 9 9AK 9AP 7SP 7AK SAP 7AP 88P IOBP IOBP llBP 12BP 5 GAK 12BP 9AP 90 
89 7 7 6 6 9 8 SAP 7AP 7 5AP 7AP 7BP 10BP 9BP 11BP liSP 4 0 12SP 9AP 89 
88 7 7 6 6 9 8 SAP 7AP 7 SAP 7AP 7BP 10AP 9SP tOBP 11SP 4 0 12SP 9AP 88 
87 7 7 6 6 9 8 SAP SAP 6 4AP GAP 7SP lOAP 9SP lOBP liSP 4 0 IIBP SAJ< 87 
86 6 6 6 6 s 8 7AP GAP s 4AP GAP 68P 9AP 9SP IOBP IOSP 3 0 11BP 8 86 
85 6 6 6 5 B 7 7AK SAP 6 4AK GAP 6BP 9AP 8SP 9BP IOBP 3 0 liSP 0 ss 
84 6 6 5 5 8 7 7 SAP 6 3 SAP SAP 9AP 8SP 9SP !OSP 0 0 IOBP 0 84 
83 6 G s 5 8 7 6 SAP 5 3 SAP SAP 9AP 8SP 9SP 9SP 0 0 tOBP 0 83 
82 6 6 5 5 7 7 s SAP 5 3 4AP SAP 9AP BBP SSP 9SP 0 0 IOAP 0 82 
81 s 6 5 4 7 6 6 4AP 5 2 4AP 4AP SAP 7SP SAP 9SP 0 0 9AP 0 81 
80 6 s 5 4 7 6 6 4AP 4 2 4AK 4AP SAP 7SP SAP SAP 0 0 9AP 0 60 
79 6 5 4 4 7 6 5 4AP 4 0 3 4AP SAP 7BP SAP SAP 0 0 9AP 0 79 
7S 5 5 4 4 6 6 5 3AP 4 0 3 3AP SAP 7AP 7AP SAP 0 0 SAP 0 78 
77 5 5 4 4 6 5 5 3AP 4 0 3 3AP 7AP 7AP 7AP 7AP 0 0 SAK 0 n 
76 5 5 4 3 6 5 4 3AP 3 0 2 3AP 7AP SAP 7AP 7AP 0 0 8 0 76 
75 5 5 4 3 6 5 4 2AK 3 0 2 2AJ< 7AK 6AP 6AP 7AP 0 0 0 0 75 
74 s 4 3 3 s 4 4 2 3 0 0 2 7 6AP 6AP GAP 0 0 0 0 74 
73 5 4 3 3 5 4 3 2 3 0 0 0 7 SAP 6AP SAP 0 0 0 0 73 
72 s 4 3 2 5 4 3 1 2 0 0 0 6 SAP 6AP SAP 0 0 0 0 72 
71 5 4 3 2 5 4 3 1 2 0 0 0 6 SAP SAP SAP 0 0 0 0 71 
70 4 4 3 2 4 3 2 I 2 0 0 0 6 5AK SAP SAP 0 0 0 0 70 
69 4 4 2 2 3 2 0 0 0 0 0 s s SAP SAP () 0 0 0 se 
68 4 4 2 1 3 2 0 0 0 0 0 5 4 4AP 4AP 0 0 0 0 68 
67 4 3 2 I 4 3 1 0 0 0 0 0 5 4 4AJ< 4AK 0 0 0 0 67 
66 4 3 2 I 3 2 1 0 0 0 0 0 5 4 4 4 0 0 0 0 66 
65 4 3 2 I 3 2 1 0 0 0 0 0 s 4 0 0 0 0 0 0 65 
84 4 3 I 0 3 2 0 0 0 0 0 0 s 0 0 0 0 0 0 0 64 
63 4 3 I 0 3 2 0 0 0 0 0 0 4 0 0 0 0 0 0 0 63 
62 3 3 1 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 62 
61 3 2 I 0 2 1 g 0 0 0 0 0 4 0 0 0 0 0 0 0 61 
60 3 2 I 0 2 1 0 0 0 0 0 4 0 0 0 0 0 0 0 60 
59 3 2 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 3 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
57 3 2 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 3 2 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
55 3 I 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 '2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 IOEP 12EP 14€P 16EP 21EP 21EP 24EP 24EP 19EP 21EP 25EP 25EP 20EP 20EP 25EP 28EP 18EP 21EP 24EP 26EP 150 
149 lOOP 12EP 14EP 16EP 21EP 21EP 24EP 24EP 19EP 21EP 25EP 25EP 20EP 20EP 25EP 28EP 18EP 21EP 24EP 26EP 149 
148 lOOP 120P 14EP 16EP 21EF 21EP 24EP 24EP 19EP 21EP 25EP 25EP 20EP 20EP 25EP 28EP 18EP 21EP 24EP 26EP 148 
147 10CP 120P 14EP 16EP 2JEP 21EP 24EP 24EP 19EP 21EP 24EP 24EP 20EP 20EP 25EP 28EP 18EP 21EP 24EP 26EP 147 
148 IOCP 120P 140P 16EP 21EP 21EP 23EP 23EP 19EP 20EP 24EP 24EP 20EP 20EP 24EP 27EP 17EP 20EP 24EP 25EP 146 
145 10CP 12CP 140P ISEP 20EP 20EP 23EP 23EP 18EP 20EP 24EP 24EP 20EP 19EP 24EP 27EP 17EP 20EP 23EP 25EP 145 
144 10CP 12CP 130P 15EP 20EP 20EP 23EP 23EP 18EP 20EP 23EP 23EP 19EP 19EP 24EP 27EP 17EP 20EP 23EP 25EP 144 
143 10BP 12CP 130P 150P 200P 200P 22DP 22EP 180P 19EP 23EP 23EP 19EP 19EP 23EP 26EP 17EP 19EP 23EP 24EP 143 Weapon Type: 
142 10BP 11CP 130P I SOP 20DP 20DP 22DP 22EP 180P 19EP 23EP 23EP 19EP 19EP 23EP 2GEP 16EP 19EP 23EP 24EP 142 Missile 141 10BP 1ICP 13CP 150P 190P 190P 22DP 22EP 170P 19.EP 22EP 22EP 19EP 19EP 23EP 26EP 16EP 19EP 22EP 24EP 141 
140 10BP IIBP 13CP 140P 190P 190P 22DP 21EP 170P I SOP 220P 22EP 19EP 1SEP 23EP 25EP 16EP 19EP 22EP 23EP 140 
139 !IBP 11BP 13CP 140P 190P 190P 210P 210P 170P I SOP 220P 22EP I SOP ISEP 22EP 25EP 16EP 1SEP 22EP 23EP 139 Leng th: 138 9BP IIBP 12CP 140P 190P 190P 210P 210P 170P 18DP 210P 21EP I SOP 18EP 22EP 25EP 15EP 18EP 22EP 23EP 138 
137 9AP 11BP 12CP 140P I SOP t80P 210P 200P 160P 18DP 210P 210P 180P I SOP 22EP 24EP ISEP 18EP 21EP 22EP 137 2·4 feet 
136 SAP IIBP 12CP 140P I SOP I SOP 200P 200P 160P 170P 210P 210P I SOP I SOP 21EP 24EP I SOP 17EP 21EP 22EP 136 
135 9AP 11BP 12CP 130P I SOP I SOP 200P 200P 16CP 170P 200P 200P 180P 170P 210P 24EP I SOP 17EP 21EP 22EP 135 Weight: 134 9AP 10BP 12BP 130P 18CP I SOP 200P 190P 16CP 170P 200P 200P 170P 170P 210P 23EP 140P 17EP 21EP 2tEP 134 
133 9AP 10BP 128P 13CP ISCP 17CP 19CP 190P 15CP 16DP 200P 200P 170P 170P 210P 23DP 140P 170P 20EP 21EP 133 4-8 pounds 
132 9AP IOAP IIBP 13CP 17CP 17CP 19CP 190P 15CP 16DP 190P 190P 170P 170P 200P 23DP 140P 160P 20EP 21EP 132 
131 9AP IOAP t1BP 13CP 17CP 17GP 19CP 180P 15CP 160P 190P 190P 170P 170P 200P 220P 140P 160P 20EP 20EP 131 
130 9AP lOA!' 11BP 12CP 17CP 17CP 19CP I BOP 15CP I SOP 190P 190P 1701'. 160P 200P 220P 130P 160P 20EP 20EP• 130 Fumble 
129 SAP 10AP 11BP 12CP 17CP 16CP 18CP 180P 15CP 150P 1SDP !SOP 16QP 160P 19DP 22bP 130 P 15DP 19EP 20EP 129 Range: 128 SAP IOAP 11BP 12CP 16CP 16CP 18CP I BOP 14CP 15CP 1SOP I SOP 16CP 16DP 190P 210P 130P 150P 19EP 20EP 12S 
127 SAP 10AP 11BP 12CP 16CP 16CP 18CP 170P 14CP 15CP 1SOP I SOP 16CP 160P 190P 210P 12DP 150P 19EP 190P 127 01 -05 UM 
126 SAP 9AP IOBP 12CP 16CP 16CP 17CP 170P 14CP 14CP 17CP 170P 16CP I SOP 190P 210P 12DP 150P 190P 190P 126 
125 SAK 9AP IOBP 11BP 16BP !SCP 17CP 17CP 14CP 14CP 17CP 170P 16CP 150P 180P 200P 120P 140P I BOP 190P 125 

Range 124 s 9AP IOAP 11BP 15BP 15CP 17CP 16CP 13CP 14CP 17CP 170P 15CP 150P I SOP 20DP 12CP 140P 180P I SOP 124 
123 8 9AP IOAP 11BP ISBP ISBP 16CP 16CP 13CP 13CP 16CP 160P 15CP 150P 1SOP 200P llCP 140P I SOP I SOP 123 (OB Mod): 122 8 9AP IOAP 11BP 1SBP tSBP 16CP 16CP 13CP 13CP 16CP 160P ISCP 150P 170P 190P 11CP 130P I SOP I SOP 122 
121 8 9AP IOAP IIBP ISBP l4BP 16CP 15CP 13BP 13CP 16CP 16CP 15CP 140P POP 190P 11CP 130P 170P 170P 121 1'-10' (+15) 
120 s 9AK 9AP !OSP 15BP 148P 16CP 15CP 12BP 12CP 15CP ISCP ISCP 14CP 170P 190P 11CP 13CP 170P 170P 120 11'-100' (+0) 119 7 8 9AP IOBP 14BP 14BP ISCP 15CP 12BP 12CP ISCP ISCP 14CP 14CP 17CP 1SOP IOCP 13CP 170P 170P 119 
11S 7 8 9AP IOBP 14BP 14BP ISBP 14CP 12BP 12CP 15CP ISCP 14CP 14CP 16CP 180P IOCP 12CP 170P I GOP 118 1 01'-200' {-3fr) 
117 7 s 9AP JOBP 14AP 13eP ISBP 14CP 128P IICP I4CP 14CP 14CP 14CP 16CP I SOP IOCP 12CP 160P I GOP 117 201'-300' (-50) 116 7 s 9AP IOBP 14AP 13BP 148P 14CP 118P 11CP 14CP 14CP 14CP 13CP 16CP 170P IOCP 12CP 160P 160P 116 
115 7 s SAP 9AP 13AP 13BP 14BP 13CP 11BP 11CP 14CP 14CP 14CP 13CP 15CP 17CP 9CP 11CP 160P I SOP 115 301'-360' (-75) 
114 7 8 SAP 9AP 13AP 13BP 14BP 13CP 11BP 11BP 13CP 13CP 13CP 13CP ISCP 17CP 9CP 11CP 160P I SOP 114 
113 7 s SAP 9AP 13AP 12AP 14BP 13CP 11BP 10BP 13CP 13CP 13CP 13CP ISCP 16CP 9BP 11CP 160P 160P 113 
112 7 s 8AP 9AP 13AP 12AP 13BP 12CP IOBP IOBP 13CP 13CP 13BP 13CP 14CP 16CP 9BP 11CP 150P 14CP 112 
111 7 7 SAP &AP 12AP 12AP 13BP 128P IOBP IOBP 12CP 12C.P 138P 12CP 14CP 16CP SBP IOBP I SOP 14CP 111 
110 7 7 8AK SAP 12AP 12AP 138P 12BP IOBP 9BP 12CP 12CP 13BP 12CP I4CP 16CP SBP 10BP ISCP 14CP 110 
109 7 7 8 SAP 12AP IIAP 128P 12BP IOBP 9BP 12BP 12CP 12BP 12CP 14CP 15CP SBP IOBP 15CP 14CP 109 
108 6 7 7 SAP 12AP 11AP J2AP 11BP IOBP 9BP 11BP 11CP 128P 12CP 13CP ISCP 7BP 9BP 14CP 13CP 108 
107 6 7 7 SAP 12AP I lAP 12AP IIBP 9AP SSP 11BP 11CP 128P l1CP 13CP 15CP 7BP 9BP 14CP 13CP 107 
106 6 7 7 7AP 11AP I lAP 11AP 11BP 9AP SBP 11BP 11CP 12BP IICP 13CP 14CP 7AP 9BP 14CP 13CP 106 
105 6 7 7 7AP 11AK ]1AP 11AP IOBP 9AP SBP 10BP IOCP 12BP iiCP 12CP 14CP 7AP 9BP 14CP 12CP 105 
104 6 7 7 7AP 11 I (lAP PAP IOBP 9AP 8BP IOBP iOBP 11BP 11CP 12BP 14BP 6AP 8BP 13CP 12BP 104 
103 6 6 7 7AP 11 10AP 11AP IOBP SAP 7BP IOBP IOBP 11BP 11CP 12BP 13BP 6AP SAP 13CP 12BP 103 
102 6 6 6 7AP ~~ 10)1P IOAP 9BP SAP 7BP 9BP 98P ltBP IOBP 12BP 13BP 6AP SAP 13CP 11BP 102 
101 6 6 6 6AP 13 IOAP IOAP 9BP SAP 7BP 9BP 9BP 11BP 10BP 11BP 13BP 6AP _JAP 13CP 11BP 101 
100 6 6 6 6AK 10 9AK 10AP 9BP SAP SAP 98P 9BP IIBP IOBP 11BP 12BP 5AK 7AP 12CP 11BP 100 
99 6 6 6 6 10 9 9AP SAP 7AP 6AP 88P SBP IOBP IOBP 11BP 12BP 5 7AP 128P IOBP 99 
98 5 6 6 6 3 9 9AP SAP 7AP 6AP 88P SBP IOBP 10BP 10BP 12BP 5 7AP 128P IOBP 98 
97 5 6 6 6 9 9 9AP SAP 7AP SAP 8BP 8BP 10AP 9BP IOBP 11BP 5 6AP 128P IOAP 97 
96 5 6 5 !> R 8 SAP 7AP 7AP SAP 78P 7BP IOAP 9BP lOBP 11BP 4 6AP liSP 9AP 96 
95 5 5 5 5 9 8 8AK 7AP 6AK SAP 7AP 7BP IOAP 9BP IOSP 118P 4 6AK 118P 9AP 95 
94 5 5 s 5 9 8 8 7AP 6 SAP 7AP 7BP 9AP 9BP 9BP IOBP 4 0 11BP 9AP 94 
93 5 5 s 5 8 8 8 6AP 6 4AP 6AP 6BP 9AP 9BP 9BP 10BP 4 0 11BP SAP 93 
92 5 5 5 5 8 7 7 SAP 6 4AP GAP 6BP 9AP SBP 9BP IOBP 3 0 IOBP SAl< 92 
91 5 5 5 4 s 7 7 6AP 6 4AP GAP 6BP 9AP BBP BBP 9BP 3 0 10BP 8 91 
90 5 5 4 4 a 1 7 6AP 5 3AK SAP 5BP 9AP SBP BBP 9BP 3 0 IOAP 0 90 
89 5 5 4 4 1 7 6 5AP 5 3 SAP SAP SAP 8BP BBP 9BP 0 0 IOAP 0 89 
88 4 4 4 4 7 6 6 SAP 5 3 SAP SAP BAP 7AP SAP SAP 0 0 9AP 0 88 
87 4 4 4 4 7 6 6 SAP 5 2 4AP 4AP SAP 7AP 7AP SAP 0 0 9AP 0 S7 
86 4 4 4 3 7 6 6 4AP 4 2 4AP 4AP SAP 7AP 7AP SAP 0 0 9AP 0 86 
ss 4 4 4 3 6 6 5 4AK 4 2 4AK 4AP SAK 7AP 7AP 7AP 0 0 9AP 0 85 
84 4 4 3 3 6 5 5 4 4 0 3 3AP 7 7AP 6AP 7AP 0 0 SAP 0 84 
83 4 4 3 3 6 5 5 3 4 0 3 3AP 7 6AP 6AP 7AP 0 0 SAP 0 83 
S2 4 4 3 3 6 5 4 3 3 0 3 3AP 7 6AP 6AP SAP 0 0 BAK 0 82 
81 4 4 3 2 & 5 4 3 3 0 2 2AP 7 6AP GAP 6AP 0 0 8 0 81 
80 4 3 3 2 5 4 4 2 3 0 2 2AK 7 6AK SAP 6AP 0 0 0 0 80 
79 4 3 3 2 5 4 3 2 3 0 0 2 6 6 SAP SAP 0 0 0 0 79 
7S 4 3 2 2 5 4 3 2 2 0 0 0 6 5 SAP SAP 0 0 0 0 7S 
77 3 3 2 2 5 4 3 1 2 0 0 0 6 5 4AP SAP 0 0 0 0 77 
76 3 3 2 I 4 3 3 I 2 0 0 0 6 5 4AP 4AP 0 0 0 0 76 
75 3 3 2 1 4 3 2 1 2 0 0 0 G s 4AK 4AK 0 0 0 0 75 
74 3 3 2 1 4 3 2 0 0 0 0 0 5 s 0 4 0 0 0 0 74 
73 3 3 2 I 4 3 2 0 0 0 0 0 5 4 0 0 0 0 0 0 73 
72 3 2 1 0 3 2 I 0 0 0 0 0 5 4 0 0 0 0 0 0 72 
71 3 2 I 0 3 2 1 0 0 0 0 0 5 4 0 0 0 0 0 0 71 
70 3 2 I 0 3 2 1 0 0 0 0 0 -s 4 0 0 0 0 0 0 70 
69 3 2 1 0 3 2 0 0 0 0 0 0 4 0 0 0 0 0 0 0 69 
68 3 2 1 0 3 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 68 
67 2 2 0 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 67 
66 2 2 0 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 66 
65 2 2 0 0 2 1 0 0 0 0, 0 0 4 0 0 0 0 0 0 0 65 
64 2 1 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 64 
G3 2 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 63 
62 2 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 62 
61 2 I 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
60 2 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 so 
49 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 0 0 0 0 0 0 0 0 0 0 0 0 \ 0 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 4S 
44 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 14Ef' 16EP 18EP 23EP 26EP 26EP 21EP 27EP 27EP 27EP 30EP 20EP 23EP 26EP 150 
149 14EP 16EP 1SEP 23EP 26EP 26EP 2tEP 27EP 2iEP 22EP 22EP 27EP 3llEP 20EP 23EP 26EP 2SEP 149 
148 12EP 14EP 16EP tSEP 23EP 26EP 26EP 21EP 27EP 27EI! 22EP 22EP 27EP 30EP 20EP 2aEP 26EP 28EP 148 
147 120P ~~OP f6EP 18EP 23EP 25EP 25EP 21EP 22EP 26EP 26EP 22EP 22EP 27EP 29EP 20EP 2~EP 26EP 27EP 147 
146 120P 140.P 16EP 18EP 22EP 22EP 25EP 20EP 22EP 26EP 26EP 22ER 22EP 26EP 29EP 19EP 22EP 25EP 27EP 146 
i 45 120P 140P !SOP 11EP 22EP 2SEP 2SEP 20EP 22EP 26EP 26EP 21EP 21EP 26EP 29EP 19EP 22EP 25EP 27Ef> 145 
144 12CP 14CP I SOP 17EP 22EP 24EP 24EP -20EP -2 1EP 25EP 25EP 21EP 21EP 26EP 2SEP 19EP 22EP 25EP :?6EP 144 
143 12CP 13CP !SOP 17EP 22EP 24EP 24EP 20EP 21EP 25EP 2SEP 21ER 21EP 2SEP 28EP 18ER 21EP 25EP 26EP 143 
142 12CP 1acp tSOP t7EP 21EP 2-!EP 24EP 24EP '190P 21EP 25EP 25EP 21EP 21Et? 25EP- 28EP 18EP 2t EP 24EP 26EP 142 

Length: 
141 11CP 1SCP I SOP I GOP 21EP 21tf' 23EP 23EP 190P 20EP 24EP 24EP 20EP 20EP 25EP 27EP 1SEP 21 EP 24EP 25EP 141 
140 11CP 13CP 140P I GOP 21EP 21EP 23EP 23EP 19DP 20EP 24EP 24EP 20EP 20EP 24EP 27EP 17EP 20EP 24EP 2SEP 140 

5-7 feet 139 t1 CP 13CP 14CP I GOP 21EP 20EP 23EP 23EP 18DP 20DP 23DP 24EP 20EP . 20EP 24EP 27EP 17EP 20EP 24EP 25EP 139 
138 11CP 13CP 14CP I SOP 20EP 20EP 22EP 22EP 18DP 190P 23DP 23EP 20DP 20EP 24EP 26EP 17EP 20EP 23EP 24EP 138 
137 118P 128P 14CP I SOP 20EP 20EP 22EP 22EP 180P 19DP 23DP 23DP 20DP 19EP 24EP 26EP 16EP 20EP 23EP 24EP 137 

Weight: 136 11BP 128P 14CP I SOP 20EP 20EP 22EP 22EP I SOP 190P 220P 220P 19DP 19EP 2JEP 26EP 16EP 19EP 23EP 24EP 136 

2-3 pounds 135 118P 128P 13CP I SOP 20EP 19EP 21EP 21EP 170P 180P 220P 220P 190P 190P 23EP 25EP 160P 19EP 23EP 23EP 135 
134 11BP 128P 13CP 150P 19EP 19EP 21EP 21EP 170P 18DP 22DP 220P 190P 19DP 23DP 25EP 160P 19EP 22EP 23EP 134 
133 108P 12BP t3CP 140P 19EP 19EP 21EP 21EP 17CP 180P 21DP 210P 190P I SOP 22DP 250P 150P 160P 22EP 23EP 133 

Fumble 132 108P 128P 13CP 140P 190P 19EP 20EP 20EP 17CP 170P 210P 210P 180P 180P 220P 240P 150P I SOP 22EP 22EP 132 
131 !OBP 11BP 13GP l40P 190P 180P 20DP 20EP 16CP 17DP 20DP 2tl!lP 18DP 18DP 22DP 240P 15DP 18DP 2 1EP 22EP 131 

Range: 130 t08P 11Bp 12BP 140P 180P 1SDP 200P 20EP 1SCP 170P· 200P 20DP 180P 180P 2fOP 240P 140P 170P 21EP 22EP 130 

01-05 UM 129 10AP 1181! 12BP \3CP 18DP· 1SDP 190P 19EP 16CP 16DP 20DP ~ODP .I SOP 1SOP 21DP 23DP 140P 17011 2,1EP 2iEP 129 
128 I OAR 11AP 12BP 13CP 1SDP 17DP 190P 190P 15CP t6CP 19DP 200P HOP t 7PP 21DP 230P 14DP 17DP 21EP 21EP f2S 
127 10AP !lAP !28P 13CP 17DP 17QP 19DP !90P I SCP 16CP 190p 19DP 17Df' 17DP 2lOP 230P I SOP 16DP 20EP 210P 127 

Range 126 10AP 11AP 12BP 13GP 1ig~, 110P 180F! 18DP 15CP 15CP 19DP. 19DR 1,7CP. 17,DP 20DP 22DP 13DP 160P 20EP 200P 126 

(OB Mod): 
125 9AP 11AP 11BP 12CP J7D,e I SOP 18DP. 1SCP 15CP 18CP 1~DP Jl"CP 17DP 20DP 22DP 130P 16DP 20DP 20DP 125 
124 9AP lOAP 11BP 12GP 17DP 160P 180P I lOP 14CP lSCP 18CP 18DP 17CP 16DP 20DP 22DP 12DP 16DP 20DP 20DP 124 

1'-10' (+20) 123 9AP 10AP 118P 12CP ' 160P 160P 17DP 17QP 14CP. 14CP 17CP 1S0P t 6CP 1SDP 19DP. 21DP 1201! 15DP 19DP 19DP 123 
122 9AP ~OAP .J1BP !2CP 160P 160P 17DP 170P 1~CP. 14CP 17CP 17DP ISCP 16DP 19DP 21DP 12C.P iSDP 19DP 19DP 122 

11'-100' (+0) 121 9AP 10AP 118P 11CP 1SOP I SOP 170P 16DP 1 CP 14CP 17CP 17CP 16CP 16DP 19DP 21DP 11CP 150P 19DP 19DP 121 

101'-200' (-30) 120 9AP IOAP 10BP 11BP 1SOP 150P I SOP 160P 13CP t3CP 1SCP 17CP 16CP 15DP 18DP 2QDP 11CP 14DP 19DP 1SDP 120 
119 9AP IOAP 10AP 118P I SOP 150P 160P 16DP 13CP t3CP 16CP 16CP 15CP 15DP 180P 200P 'IICP 14CP 18DP 18DP 119 

201'-300' (-40) 118 9AP 9AP tOAP 118P 150P 150P 1SOP I SOP 13BP 13CP 1SCP 16CP I SCP I SOP I SOP 200P 11CP 14CP 180P 180P 118 

301'-400' (-50) 117 8AK 9AP IOAP 108P 15CP 140P I SOP I SOP 12BP 12CP 15CP 16CP 1SCP 15DP 18CP 19DP IOCP 13CP I SOP 170P 117 
116 8 9AP IOAP 10BP 15CP 14DP !SOP !SOP 128P 12CP 15CP 15CP 15CP 14CP 17CP 190P IOCP 13CP 18DP 170P 116 
115 8 9AP 9AP 108P 14CP 14CP I SOP 140P 128P 12CP 14CP 15CP 14CP 14CP 17CP 19CP 10CP 13CP 17DP 170P 115 
114 8 9AP 9AP 108P 14CP 14CP 14CP 140P 12BP 11CP 14CP 14CP 14CP 14CP 17CP 18CP 9CP 13CP 170P 16DP 114 
113 8 9AP 9AP 98P 14CP 13CP 14CP 14DP IIBP I I CP 14CP t4CP 14CP 14CP 16CP i8CP 9CP 12CP 17DP 1SDP 113 
112 8 8AK 9AP 98P 14CP 13CP 14CP 13DP 118P 118P 13CP 14CP 14CP 13CP 16CP 18CP 9CP 12CP 16DP 16CP 112 
111 8 8 SAP 98P 13CP 13CP 13CP 130? 118P" 108P 13CP 13CP 14CP ~3CP !6CP 17CP 8CP 12CP 16DP 15CP 111 
1~0 8 s SAP , 98P 1;3CP 12CP 13Cf! 13DP 118P 108P f3CP 13CP J3CP 13CI? 15CP 17CP BOP 11CP 160P ISCP 110 
109 7. s SAP SAP 13CP 12CP. 13CP 12DP 108P 10BP 12CP 13CP 13CP 13CP ISCP 17CP S8P 118P 16DP 15CP 109 
108 7 8 SAP 8AP 13CE' · 12GP 12CP 1201? 108P g~p !~CP !2CP 138P taCP 15CP 16CP 78P 1i 8P 1SCP 14CP 108 
107 7 s -f'P 

SAP 12CE' 12GP 12CP !2CP ·108P 98P l28P 12CP 138P i 2CP 15CP 1SCP 7BP 108P 15CP 14CP i07 
106 7 7 AP ,BAB 12CP liCE' 12Cf> 11CP 98P 98P 118P 12CP 128P 12CP 14CP 16CP 78P 108P 15CP 14CP 106 
105 7 7 7AP 7AI? 12CP 11CP IICP 11CP 98P s8P 1181> 11CP 128P 12CP I4CP 15CP 78P 108P 15CP 13CP 105 
104 7 7 7AP 7AP 118P 1fCP 11CP 11CP 98P 88P IOBP 118P 128P 12CP 14CP 1SCP 681' 98P 14CP 13<::P 104 
103 7 7 7AA 7AP. 118P 10CP IICP IOCP 9AP 88P 108P \8F' 128P 11ce 13CP 1S8P S8P 98p 14CP 138P 103 
102 7 7 7AK 7.AP 118P 10CP. IOCP 10CP SAP 78P 108P IOBP 128P 11CP 1aeP 148P 68P 9BP 14CP I28P 102 
101 6 7 6 6AP I lAP IOCP IOCP IOCP SAP 78P 9BP 108P 118P 11CP 13BP 14BP 5AP 9BP 14CP 128P 101 
100 6 7 6 GAP "IOAP 108P 10CP 9CP SAP 781> 98P 98P 118P 11CP 12BP 148P SAP SAP 13CP t2BP 100 
99 s 6 6 SAP 10AP 98P 9CP 9CP SAP 68P 98P 98P 118P 10CP 12BP 13BP SAP SAP 13CP 11BP 99 
98 6 s 6 SAP I OAP 98P 9CP sCP 7AP 68P 88P 98P 118P 10CP 128P 138P 4AP BAP 13CP 118P 98 
97 6 6 6 SAP ·JOAK 9AP 98P 8CP 7AP GAP 88P 88P 108P 10CP 128P 138P 4AP 7AP 13CP 118P 97 
96 6 6 5 SAP 9 9AP 88P 8CP 7AP SAP 7BP S8P 108P 10BP 118P 128P 4AP 7AP 128P 10AP 96 
95 6 6 s SAP 9 SAP 88P 7CP GAP SAP 78P 88P 108P 98P 118P 128P 3AP 7AP 128P lOAP 9S 
94 s 6 s SAP 9 SAP S8P 7CP SAP SAP 78P 7BP 108P 9BP 11BP 128P 3AP SAP 128P 10AP 94 
93 6 5 5 4AP 9 SAP 7AP 7CP 6AP 4AP SAP 78P 98P 98P 108P 118P 3AK 6AK 118P 9AP 93 
92 5 5 5 4AK 8 7AK 7AP GCP 6AK 4AP GAP 78P 98P 98P 108P 118P 0 6 IIBP 9AP 92 
91 5 5 4 4 8 7 7AP 6CP ·5 4AP SAP 68P 9AP .SSP 108P 11BP 0 0 11BP 9AP 91 
90 5 5 4 4 8 7 GAf> SCP 5 3AP SAP 68E' 9AP S8P 98P I08P 0 0 118P silk 90 
89 5 5 4 3 s 7 6AP S8P. '5 3A.P SAP SAP 9AP 88P 98P 108P 0 0 108P 8 89 
88 5 5 4" 3 7 6 6AP 58P 5 "3AF' 4AP SAP SAP 88P 98P I08P 0 0 108P 0 88 
87 6 4 4 3 7 6 SAK 58P 4 2AK 4AP SAP SAP 88P 98P 9AP 0 0 IOAP 0 87 
86 5 4 3 3 ]. 6 5 4BP 4 2 4~P 4AP SAP 78P 881" 9AP 0 0 10AP 0 86 
85 5 4 3 2 7 s 5 48P 4 0 3AP 4AP SAp 78P 88P 9AP 0 0 9AP 0 85 
84 ~ 4 3 2 s. 5 4 4AP 3 9 3AP 4AP 7AP 78P SAP SAP 0 0 9AP 0 84 
83 4 4 3 2 ·6 5 4 3AP 3 0 3AP .3AP 7AP 78P 7AP.- SAP 0 0 9AP 0 83 
82 4 4. 3 2 6 5 4 3AP :) 0 2AK 3AP 7AP 68P 7AP SAP 0 0 9AF' 0 82 
S1 4 4 2 I 5 4 3 3AP 3 0 2 3AP 7AP SBP 7AP 7AP 0 0 SAP 0 81 
80 4 3 2 1 5 4 3 2AP 2 0 0 2AK GAP GAP GAP 7AP 0 0 BAK 0 80 
79 4 3 2 I 5 4 3 2AP 2 0 0 2 SAP SAP SAP 7AP 0 0 8 0 79 
78 4 3 2 1 5 4 2 2AP 2 0 0 0 GAP SAP 6AP GAP 0 0 0 0 78 
n 4 3 2 0 4 3 2 1AK 0 0 0 0 6AK SAP SAP GAP 0 0 0 0 n 
76 3 3 I 0 4 3 2 1 0 0 0 0 6 SAP SAP 6AP 0 0 0 0 76 
75 3 3 I 0 4 3 1 0 0 0 0 0 5 SAP SAP SAP 0 0 0 0 75 
74 3 2 1 0 4 2 1 0 0 0 0 0 5 4AP SAP SAP 0 0 0 0 74 
73 3 2 1 0 3 2 1 0 0 0 0 0 5 4AP 4AP SAP 0 0 0 0 73 
72 3 2 0 0 3 2 0 0 0 0 0 0 5 4AK 4AK 4AK 0 0 0 0 72 
71 s 2 0 ~ 3 2 0 0 0 0 0 0 4 4 4 4 0 0 0 0 71 
70 3 2 0 0 3 1 0 0 0 0 0 .o 4 0 0 0 0 ·o 0 0 70 
69 3 2 0 0 2 1 0 0 0 0 0 ll 4 0 0 0 0 0 0 0 69 
68 2 1 0 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 68 
67 2 1 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 67 
66 2 1 0 0 2 0 .0 d 0 0 0 0 0 0 0 0 0 0 0 0 66 
65 2 1 0 0 j 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 65 
64 '2 1 0 o. ~ 0 0 0 0 0 0 0 0 0 0 0, 0 0 0 0 64 
63 2 1 0 0 1 0 0 0 0 0 0 0 0 ·o 0 0 0 0 0 0 63 
62 2 0 ,0 0 0 0 0 0 () 0 0 0 0 0 a 0 0 0 0 0 62 
61 2 0 0 0 0 0 0 0 I) 0 0 0 0 0 0 0 0 0 0 0 6f 
60 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 0 0 0 o: o. 0 0 0' 0 0 0 0 0 0 0 0 0 0 0 0 51 
so 0 .0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 0 0 ,0 0 0 0 0 0 0 0 0 ·o 0 0 0 0 0 0 0 0 48 
-47 ' o 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46" 
45 0 ·a 0 0 0 0 0 0 ·0 0 0 0 0 0 0 0 0 0 0 0 45 
44 () 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 ~ '0 0 0 0 0 0 0 0 0 0 0 0 42 



150 60P BEP 10EP 12EP 17EP 17EP 20EP 20EP ISEP 17EP 21EP 21EP 15EP 15EP 20EP 23EP 14EP 17EP 20EP 
14~ 6CP BOP IOEP 12EP 17EP 17EP 20EP 20EP ISEP 17EP 21EP 21EP 15EP 15EP 20EP 23EP 14EP 17EP 20EP 
148 6CP BOP 10EP 12EP 11EP 17EP 20EP 20EP ISEP 17EP 21EP 21EP ISEP ISEP 20EP 23EP 14EP 17EP 20EP 
147 6CP BCP lOOP 12EP 17EP 17EP 20EP 20EP 15EP J7EP 21EP 21EP 15EP ISEP 20EP 23EP 14EP 17EP 20EP 
146 6CP BCP 1001' 12EP 170P 170P 19EP 19EP ISEP 16EP 20EP 20EP 15EP ISEP 20EP 22EP 14EP 17EP 20EP 
145 6CP BCP lOOP 12EP 160P 160P 190P 19EP 15EP 16EP 20EP 20EP 15EP 15EP 19EP 22EP 13EP 16EP 19EP 
144 6BP BCP lOOP 11DP 160P 160P 190P 19EP 140P JS;EP 20EP 20EP ISEP 15EP I'!EP 22EP 13EP 16EP 19EP 
143 68P BCP IOCP I lOP 160? 160P 190P IBEP 140P 16EP 19EP 19EP 14EP 14EP 19EP 22EP 13EP 16EP 19EP 
142 6BP BCP 9CP 110P 160P 160P 180P 18EP 140P 15EP 19EP 19EP 14EP 14EP 19EP 21EP 13EP 16EP 19EP 
141 6BP BBP 9CP I lOP 16DP 15DP I BOP 180P 140P. I SOP 190P 19EP 14EP 14EP IBEP 21EP ISEP ISEP 19EP 

. l ength: 140 68P 8BP 9CP I lOP !SOP !SOP I BOP 170P 140P I SOP 180P IBEP 140P 14EP IBEP 21EP 12EP ISEP 16EP 
139 6BP 7SP 9CP JIOP ISCP I SOP 170P 170P 13DP I SOP I BOP 18EP 14DP 14EP IBEP 21EP 120P 15EP 18EP 19EP 139 2.5-3.5 feet 
138 6BP 7SP 9CP lOOP 15CP ISCP 170P 170P 13DP 14DP IBDP I BOP 140P 140P IBEP 20EP 120P 15EP 18EP 19EP 138 
137 6AP 7SP 9CP lOOP ISCP ISCP 170P 170P 13CP 14DP I BOP 17DP 140P 13DP I BOP 20EP 120P 14EP 18EP 19EP 137 
136 GAP 7SP 9CP lOOP 15CP 14CP 17CP I GOP 13CP 14DP 17DP 17DP 130P 130P 170P 20EP IIOP 140P 18EP 19EP 136 Weight: 
135 6AP 78P SSP 10CP I4CP 14CP 16CP I GOP 13CP 140P 170P 17DP 130P 130P 170P 190P 11DP 140P 17EP IBEP 135 1.5-2 pounds 134 SAP 7BP SSP IOCP 14CP 14CP ISCP 160P 12CP 130P 170P 170P 130P 130P 170P 190P 110P 14DP 17EP 18EP 134 
133 SAP 7AP SSP IOCP 14CP 14CP t6CP 150P 12CP 13DP 160P 16DP 13DP 130P 17DP 190P I lOP 13DP 17EP 18EP 133 
132 SAP 7AP SSP 9CP 14SP 13CP ISCP 150P 12CP 130P I GOP 160P 130P 130P 160P 190P 110P 130P 17EP IBEP 132 Fumble 
131 SAP 7AP SSP 9CP 14SP 13CP 15CP I SOP 12CP 13CP 160P 160P 130P 120P 16DP I BOP lOOP 130P 17EP 17DP 131 
130 SAP 7AP SSP 9CP 138P 13SP 15CP 140P 12CP 12CP 150P 15DP 13CP 12DP 16DP 1801' IOCP 130P 16EP 17DP 130 Range: 
129 SAP 7AP 8BP 9CP t3BP 13BP ISCP 140P 11CP J2CP 15CP I SOP 12CP 120P 160P I BOP IOCP 13DP 16DP 17DP 129 01-04 UM 129 SAP 6AP 8BP 9CP 13BP 138P 14CP 14CP 11CP 12CP 15CP I SOP 12CP 12DP 160P I BOP IOCP 12DP 160P 160P 128 
127 SAP 6AP 7BP 9CP 13BP 12BP 14CP 14CP IICP HCP ISCP 140P 12CP 12DP 150P 170P 10CP 120P 160P I GOP 127 
126 SAP 6AP 7SP 8BP 12BP 12BP 14CP 13CP IIBP 11CP 14CP 140P 12CP 120P I SOP l70P 9CP 120P 16DP 16DP 126 Range 
125 SAK 6AP 7AP BBP 12BP 12BP 13CP 13CP IIBP 11CP 14CP 140P 12CP 120P I SOP 170P 9CP 12CP I SOP I SOP 125 
124 5 6AP 7AP 8BP 12BP 12BP 13CP 13CP IOBP IICP 14CP 13CP 12CP 11DP 15DP 17DP 9CP IICP I SOP !SOP 124 {08 Mod): 
123 5 GAP 7AP SBP 12AP IIBP 13CP 12CP IOSP IOCP 13CP 13CP 11CP 11CP 14CP 160P 9CP 11CP 15DP 15DP 123 1'-10' (+10) 
122 5 6AP 7AP BBP 12AP IIBP 13BP 12CP IOBP IOCP 13CP 13CP IICP IICP 14CP 16DP SCP IICP I SOP I SOP 122 
121 5 6AP 7AP 8BP 11AP IIBP 12BP 12CP IOBP 10CP 13CP 13CP 11CP !ICP 14CP I GOP 8CP l!CP I SOP 150P 121 11'-100' (+0) 
120 5 6AK 7AP 7BP IIAP IIBP 12BP 11CP IOBP IOCP 12CP 12CP IICP 11CP 14CP I SOP 8BP IOCP 140P 140P 120 101'-180' (-40) 
119 5 8 6AP 7SP 11AP IIAP 12SP 11CP 9BP 9SP 12CP 12CP 11CP llCP 13CP ISCP SBP 10CP 14DP 140P 119 
118 4 6 SAP 7BP 11AP IOAP IIBP 11CP SBP 9SP 12CP 12CP 11CP IOCP 13CP ISCP OSP 10CP 140P 14CP 118 181 '·240' (-70) 
117 4 5 6AP 7BP I lAP IOAP 11SP IOCP 9BP 9BP 11CP II CP IICP IOCP 13CP ISCP 7SP IOCP 140P 13CP 117 
116 4 5 SAP 7BP IOAP 10AP liSP IOCP 9BP 9BP IICP IICP IOCP IOCP 13CP 14CP 7SP 9SP 140P 13CP 11S 
115 4 5 SAP 7AP IOAP IOAP 11BP IOSP 9AP 8SP 11CP 1\CP 10CP IOCP 13CP 14CP 7SP 9BP 13CP 13CP 115 
114 4 s 6AP SAP IOAP 9AP 10BP IOBP SAP 8BP IIBP IOCP 10BP 10CP 12CP 14CP 7SP 9BP 13CP 13CP 114 
113 4 5 6AP GAP IOAP 9AP IOBP 9BP SAP 8BP IOBP IOCP 10SP IOCP 12CP 14CP 7AP 9BP 13CP 12CP 113 
112 4 5 SAP GAP IOAP 9AP IOSP 9BP SAP 8BP JOBP IOCP 10BP 9CP 12CP 13CP GAP 9BP 13CP 12CP 112 
111 4 5 SAP SAP 9AP 9AP IOAP 9BP SAP 7BP IOBP 9CP IOBP 9CP 12CP 13CP SAP 8BP 13CP 12CP 111 
110 4 5 SAK 6AP 9AK 9AP 9AP BBP SAP 7SP 9BP 9CP IOSP 9CP 11CP !3CP 6AP 8BP 12CP 12SP 110 
109 4 5 s SAP 9 SAP 9AP SBP 7AP 7BP 9SP 9BP 9BP 9CP 1 1CP 13CP 6AP 8BP 12CP liSP 109 
108 4 5 5 SAP 9 SAP 9AP 8BP . 7AP 6BP 9BP 9SP 9SP 9CP llBP 12CP SAP SAP 12CP 11BP 108 
107 4 4 6 SAP 8 SAP SAP 7BP 7AP SAP 8BP 8SP 9BP 9CP 11BP 12SP SAP 7AP 12CP liSP 107 
106 4 4 5 SAP 8 SAP 8AP 7SP 7AP SAP SSP SSP 98P 9CP 11BP 12BP SAP 1AP 12CP IOSP 106 
105 4 4 6 SAP 8 7AK SAP 7BP 7AK GAP 8BP 8SP 9BP SSP 108P liSP 5AK 7AP IICP IOSP 105 
104 4 4 4 SAP 8 7 SAP 7BP 6 SAP SBP 7BP 9SP SSP 108P 11SP 5 7AP liSP 10SP 104 
103 4 4 4 SAP 8 7 7AP 6BP 6 SAP 7BP 7BP 9SP SBP !OSP IIBP 4 6AP 11SP IOAP 103 
102 3 4 4 4AP 7 7 7AP 6AP 6 SAP 7AP 7SP 8BP 8BP IOBP 11SP 4 SAP IIBP 9AP 102 
101 3 4 4 4AP 7 7 7AP 6AP 6 SAP 7AP 6BP 8BP SSP 9BP IOBP 4 SAP liSP 9AP 101 
100 3 4 4 4AK 7 6 6AK SAP 6 4AK SAP 6BP 8SP SSP 9BP 10BP 4 6AK IOSP 9AP 100 
99 3 4 4 4 7 6 6 5AP 6 4 GAP SSP 8BP 7BP 9BP 10BP 4 0 IOSP 9AP 99 
9S 3 4 4 4 7 6 6 SAP 5 4 SAP SBP SAP 7BP 9BP IOBP 3 0 IOBP SAP 98 
97 3 4 4 4 6 6 6 4AP 5 4 SAP 5BP SAP 7BP BBP 9BP 3 0 IOBP OAK 9 7 
96 3 3 3 3 6 5 5 4AP 5 3 SAP SAP 7AP 7BP BBP 9BP 3 0 IOSP 8 95 
95 3 3 3 3 6 5 s 4AP s 3 SAK SAP 7AP 7BP SSP 9BP 3 0 9AP 0 95 
94 3 3 3 3 6 5 5 4AP 4 3 s 4AP 7AP 7BP 8BP 9BP 0 0 9AP 0 94 
93 3 3 3 3 6 5 4 3AP 4 3 4 4AP 7AP 6BP 8BP BBP 0 0 9AP 0 93 
92 3 3 3 3 5 5 4 3AP 4 2 4 4AP 7AP 6BP 7AP BBP 0 0 9AP 0 92 
91 3 3 3 3 s 4 4 3AP 4 2 4 3AP 7AP 6BP 7AP SAP 0 0 9AP 0 91 
90 3 3 3 2 s 4 4 2AK • 2 3 3AP 7AP SAP 7AP 7AP 0 0 SAP 0 90 
89 3 3 2 2 5 4 3 2 3 0 3 3AP 6AP 6AP 7AP 7AP 0 0 SAP 0 89 
88 3 3 2 2 4 4 3 2 3 0 3 2AP 6AP 6AP 6AP 7AP 0 0 BAP 0 88 
87 3 3 2 2 ~ 3 3 I 3 0 2 2AK 6AP 6AP 6AP 7AP 0 0 SAK 0 87 
86 2 3 2 2 ~ 3 2 I 3 0 2 2 6AP SAP 6AP 6AP 0 0 8 0 86 
85 2 2 2 2 4 3 2 1 3 0 2 0 6AK SAP 6AP 6AP 0 0 0 0 85 
84 2 2 2 I 4 3 2 0 2 0 0 0 6 SAP SAP 6AP 0 0 0 0 84 
83 2 2 2 1 3 3 2 0 2 0 0 0 6 SAP SAP 6AP 0 0 0 0 83 
82 2 2 2 1 3 2 I 0 2 0 0 0 s SAP SAP SAP 0 0 0 0 82 
81 2 2 1 1 3 2 I 0 2 0 0 0 5 SAP SAP SAP 0 0 0 0 81 
80 2 2 1 I 3 2 1 0 2 0 0 0 5 4AK SAP SAP 0 0 0 0 80 
79 2 2 1 0 3 2 0 0 0 0 0 0 5 4 4AP SAP 0 0 0 0 79 
78 2 2 1 0 2 I 0 0 0 0 0 0 5 4 4AP 4AP 0 0 0 0 78 
77 2 2 1 0 2 1 0 0 0 0 0 0 s 4 4AK 4AK 0 0 0 0 77 
76 2 2 I 0 2 1 0 0 0 0 0 0 5 4 4 4 0 0 0 0 76 
75 2 2 I 0 2 1 0 0 0 0 0 0 4 4 0 0 0 0 0 0 75 
74 2 I 0 0 2 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 74 
73 2 I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 73 
72 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 72 
71 2 I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 71 
70 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 70 
69 I 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 69 
68 I 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 68 
67 I I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 67 
66 I I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 66 
65 1 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 65 
64 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 64 
63 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 63 
82 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 62 
61 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
60 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 , 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
50 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
49 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 0 0 0 0 I) 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 Q 0 0 0 0 0 0 0 0 0 46 
45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 10EK 12EK 14EK 16EK 17EK 17EK 20EK 20EK 18EK 20EK 24EK 24EK 18EK 18EK 23EK 26EK 20EK 23EK 26EK 28EK 150 
148 IOEK t2EI< 14EK 16EK 17EK I?EK 20EK 20EK 18EK 20EK 24EK 24EK IBEK 18EI< 23EK 26EK 20EK 23EK 26EK 28EK 149 
148 IOEK t2EK 14EK 16EK 17EK 17EK 20EK 20EK 18EK 20EK 24EK 24EK IBEK 18E:K 23EK 26EK 20EK 23EK 26EK 28EK 148 
147 lOOK 12EI< 14EK t6EK 17EK 17EK 20EK 20EK t8EK 20EK 24EK 24EK tSEK 18EK 23EI< 26EK 20EK 23EK 26EK 27EK 147 
146 lOOK 120K 14EK 16EK 17EK 17EK 19EK 19EK 18EK 19EK 23EK 23EK IBEK 1BEK 22EK 25EK 19EK 22EK 25EK 27EK 146 

Weapon Type: 145 lOOK 120K 140K 15EK t7EK 16EK 19EK 19EK 17EK 19EK 23EK 23EK 18EK 18EK 22EK 25EK 19EK 22EK 25EK 27EK 145 
144 lOCK t20K 130K 15EK 16EK 16EK 19EK 19EK 17EK 19EK 23EK 23EK 17EK 17EK 22EK 25EK 19EK 22EK 25EK 26EK 144 

Missile 143 lOCK 120K 130K 15EK 160K 160K 190K 19EK 17EK 19EK 22EK 22EK 17EK 17E:K 22EK 24EK TBEK 21EK 25EK 26EK 143 
142 lOCK liCK 130K 15EK 160K 160K 180K 18EK 170K 18EK 22EK 22EK 170K 17EK 21EK 24EK 18EK 21EK 24EK 26EK 142 

Length: 
141 lOCK liCK 130K I SDK 160K 160K 180K 18EK 170K ISEK 22EK 22EK 170K 17EK 21EK 24EK 18EK 21EK 24EK 25EK 141 
140 9CK liCK t30K 140K 1601< 150K I SDK 18EK 1601( 18EK 21EK 21EK 1701( 170K 21EK 23EK 18EK 20EK 24EK 25EK 140 

1.5-3 feet 139 981< liCK t3CK 1401< I SDK I SDK 18DK 17DK 160K 170K 210K 21EK 170K 170K 210K 23EK 170K 20EK 23EK 25EK 139 
138 981< liCK 12CK 1401< 1501< 150K 170K 170K 1601( 170K 210K 21EK 1601< I SDK 20DK 23EK 170K 20EK 23EK 24EK 138 
137 9BK liCK 12CK 140K I SDK 150K 170K 170K 1601< 170K 200K 20EK 1601< I SDK 200K 22EK 17DK t9EK 23EK 24EK 137 

Weight: 136 981< 118K 12CK 13DK I SDK I SDK 170K 170K I SDK 170K 200K 20EK 1601< 16DK 200K 2201< 1601< 190K 23EK 23EK 136 

.5-1 feet 135 981< 108K 12CK 130K ISCK 140K 170K 160K 1501( 16DK 200K 200K 1601< 16DK 200K 220K I SDK 19DK 22EK 23EK 135 
134 9AK 1081< 12CK 130K 14CK I4CK 16CK 160K ISCK 160K 1901( 190K 16CK 16DK 190K 21DK 16DK 19DK 22EK 23EK 134 
133 9AK 1081< liCK 130K 14CK 14CK 16CK 160K ISCK 160K 190K 1901( 16CK 150K 190K 210K 160K 180K 22EK 22EK 133 

Fumble 132 9AK 1081< liCK 130K 14CK 14CK 16CK 160K ISCK 150K 190K 1901< ISCK ISOK 190K 21DK 150K 180K 21EK 22EK 132 
131 9AK 1081< 118K 12CK 14CK 14CK 16CK 150K 14CK ISOK 190K I SDK ISCK 150K 190K 21DK I SDK 1801< 21EK 22EK 131 

Range: 130 8AK I OAK 118K 12CK 14CK 13CK ISC 150K 14CK 1501( 1901< 180K ISCK 150K 180K 200K IS OK 170K 21EK 21DK 130 

01-06 UM 129 8AK !OAK 118K 12CK 13CK 13CK lSCK 150K 14CK ISOK 180K 180K lSCK 150K 180K 200K 14CK 170K 21EK 210K 129 
128 8AK 9AK 118K 12CK 138K 13CK 15CK 14DK 14CK 14CK 180K 170K 15CK 15CK 180K 200K 14CK 170K 2001< 21DK 128 
127 8AK 9AK IOBK 11CK 138K 13CK I SCI( 140K 13CK 14CK 170K 170K 15CK 14CK 18CK ~SDK 14CK 16DK 20DK 200K 127 

Range 126 8AK 9AK 108K 11CK 13BK 138K 14CK 14CK 13CK 14CK 17CK 17CK 14CK 14CK 17CK 190K 14CK 160K 200K 2001< 126 
125 8AK 9AK IOBK liCK 138K 128K 14CK 14CK 13CI( 14CK 17CK 160K 14CK 14CK 17CK t9DK 13CK f6CK 200K 1901( 125 (08 Mod): 124 8 9AK 108K liCK 128K 12BK 14CK 13CK 13CK 13CK ISCK 160K 14CK 14CK 17CK 180K 13CK ISCK 190K 190K 124 

1'-10' (+15) 123 8 9AK I OAK 11CK 12AK 128K 14CK 13CK 13CK 13CK 16CK 160K 14CK 14CK 17CK 180K 13CK !SCK 190K 190K 123 
122 8 9AK 9AK lOCK i2AK 12BK 13BK 13CK 128K 13CK 16CK I SDK 14BK 13CK 16CK 180K 12CK ISCK 190K 180K 122 

11'-60' ( +0) 121 8 9AK 9AK lOBK 12AK 12BK 1381< 1301< 128K 12CK 1501< 150K 14BK 13CK 16CK 17CK 12CK 14CK 180K 180K 121 

61'-120' (-40) 120 7 SAK 9AK IOBK 12AK 118K 13BK t2CK 12BK 12CK 16CK I SDK 13BK 13CK 16CK 17CK 12CK 14CK 180K IBOK 120 
119 7 8 9AK IOBK 12AK 11AK 138K 12CK 128K 12CK ISCK 14CK 138K 13CK 16CK 17CK 128K 14CK I SDK 170K 119 

121'-180' (-65) 118 7 8 9AK 9BK 11AK IIAK 12BK 12CK 12BK 12CK 14CK 14CK 136K 13CK 15CK 16CK 118K 14CK 18DK 170K 118 
117 7 8 9AK 9BK 11AK IIAK 128K 11CK 118K liCK 14CK 14CK 138K 13CK 15CK 16CK 118K 13BK 170K 170K 117 
116 7 8 BAK 9BK 11AK 11AK 12BK liCK 118K liCK 14CK 13CK 13BK 12CK 15CK 16CK IIBK t3BK 170K 16CK 116 
115 7 8 8AK 9BK 11AK I OAK 12AK liCK 118K 118K 13CK 13CK 138K 12CK ISBK 15CK 108K 138K 170K ISCK 115 
114 7 8 BAK 98K II I OAK 11AK 118K 118K IOBK 13CK 13CK 12BK 12BK 14BK ISCK IOBK 128K 160K 15CK 114 
113 7 7 BAK 88K 10 I OAK IIAK 108K IOBK IOBK 13CK 13CK 128K 12BK 148K 15CK I OAK 128K 16CK 15CK 113 
112 7 7 8AK 8AK 10 I OAK IIAK 108K IOBK IOBK 13CK 12CK 128K 12BK 148K ISCK I OAK t28K t6CK 15CK 112 
111 7 7 7AK 8AK 10 I OAK !OAK IOBK IOBK IOBK 12CK 12CK 128K 118K 13BK 14BK 9AK 118K 16CK 14CK 111 
110 6 7 7AK 8AK 10 9.AK !OAK fOBK I OAK 98K 128K 12CK 12AK 118K 1381< 14BK 9AI< 1181< t 5CK 14CK 110 
109 6 7 7 BAK 10 9 I OAK 9BK 10.1\K 981< 128K liCK 12AK IIBK 13BK 14BK 9AK nAK tSCK 148K 109 
108 6 7 7 7AK 9 9 !OAK 9BK 9AK 98K IIBK liCK IIAK 118K 13BK t38K BAt< I OAK ISCK 138K 108 
107 6 7 7 7AK 9 9 9AK 9BK 9AK BBK 118K liCK flAK 118K t2BK 13BK 8AK I OAK t4CK 13BK 107 
106 8 8 7 7AK 9 8 9AK 8BK 9AK 88K 118K lOCK 11Al( 118K 12BK 13BK 8 lOA!( 14CK 138K 106 
105 6 6 6 7AK 9 8 9AK 8AK 9AK 88K IOBK lOCK 11AK IOBK 128K 128K 8 I OAK 14CK 128K 105 
104 6 6 6 6AK 9 8 9 8AK BAK 881< IOBK lOCK IIAK 108K t28K 128K 7 9AK 14CK 12BK 104 
103 6 6 6 6AK 8 8 8 8AK 8AK 7AK IOBK 9CK I OAK 10AK 118K 128K 7 9AK 13CK 1181< 103 
102 6 6 6 6AK 8 8 8 7AK 8AK 7AK 98K 98K I OAK I OAK 11AK 118K 7 9AK 138K IIAK 102 
101 5 6 6 6AK 8 7 8 7M 8AK 7AK 9BK 9BK 10AK I OAK IIAK IIBK 6 8 13BK IIAK 101 
100 5 6 6 6AK 8 7 8 7AK 8AK 7Al( 9BK 8BK I OAK 9AK IIAK 118K 6 8 138K I OAK 100 
99 5 6 5 5 8 7 7 7AK 7 6AK 8BK 8BK 10 9AK 10AK lOOK 6 8 12BK I OAK 99 
98 5 5 5 5 7 7 7 6AK 7 8AK 8AK 8BK 10 9AK I OAK IOBK 6 7 t28K I OAK 98 
97 5 5 5 5 7 7 7 8AK 7 8AK 8AK 78K 9 9AK I OAK I OAK 5 7 t2BK 9AK 97 
96 6 6 6 6 7 6 7 6AK 7 SAl< 7/o.K 79K ll llAK 101\1( 9AK 6 7 tiBK 9 G6 
95 5 5 5 4 7 6 6 5AK 7 5AK 7AK 7BK 9 9AK 9AK 9AK 5 6 118K 9 95 
94 5 5 4 4 7 6 6 5 6 5 7AK 6BK 9 8 9AK 9AK 4 6 11BK 8 94 
93 5 5 4 4 6 6 6 5 6 5 7AK 6BK 9 8 9AK 9AK 4 6 11AK 8 93 
92 5 5 4 4 6 6 6 5 6 4 6AK 68K 9 8 9AK 8AK 4 0 I OAK 0 92 
91 4 4 4 4 6 5 5 4 6 4 6AK 58K 8 8 8AK 8AK 4 0 I OAK 0 91 
90 4 4 4 3 6 5 5 4 -s 4 6AK 58K 8 8 8AK BAK 3 0 I OAK 0 90 
89 4 4 4 3 6 5 5 4 5 3 5 S8K 8 7 8 1AK 3 0 9AK 0 89 
88 4 4 3 a 6 5 5 4 5 3 5 4AK 8 7 8 7AK 3 0 9AK 0 88 
87 4 4 3 3 5 5 4 3 5 3 5 4AK 8 7 7 7AK 0 0 9AK 0 87 
86 4 4 3 2 5 4 4 .J 5 3 4 4AK 8 7 7 6AK 0 0 9 0 86 
85 4 4 3 2 5 4 4 3 4 2 4 3AK 7 7 7 6AK 0 0 8 0 85 
84 4 3 3 2 5 4 4 2 4 2 4 3AK 7 7 7 6 0 0 8 0 84 
83 4 3 2 2 5 4 3 2 4 2 3 3Al< 7 6 6 5 0 0 8 0 83 
82 4 3 2 2 4 4 3 2 4 0 3 2A~ 7 6 6 5 0 0 0 0 82 
81 3 3 2 I 4 3 3 2 3 0 3 2AK 7 6 6 5 0 0 0 0 81 
80 3 3 2 I 4 3 3 I 3 0 2 2 7 6 6 4 0 0 0 0 80 
79 3 3 2 I 4 3 2 1 3 0 2 0 6 6 5 4 0 0 0 0 79 
78 3 3 2 I 4 3 2 I 3 0 2 0 6 5 5 4 0 0 0 0 78 
n 3 3 1 0 3 3 2 0 3 0 0 0 6 5 5 0 0 0 0 0 n 
76 3 2 I 0 3 2 2 0 2 0 0 0 6 5 5 0 0 0 0 0 76 
75 3 2 1 0 3 2 1 0 2 0 0 0 6 5 4 0 0 0 0 0 75 
74 3 2 1 0 3 2 1 0 2 0 0 0 6 5 4 0 0 0 0 0 74 
73 3 2 I 0 3 2 1 0 2 0 0 0 5 5 4 0 0 0 0 0 73 
72 3 2 0 0 2 2 0 0 0 0 0 0 5 4 0 0 0 0 0 0 72 
71 2 2 0 0 2 1 0 0 0 0 0 0 5 4 0 0 0 0 0 0 71 
70 2 2 0 0 2 1 0 0 0 0 0 0 5 4 0 0 0 0 0 0 70 
69 2 1 0 0 2 I 0 0 0 0 0 0 5 4 0 0 0 0 0 0 69 
68 2 I 0 0 2 1 0 0 0 0 0 0 5 4 0 0 0 0 0 0 68 
67 2 I 0 0 i 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 67 
66 2 I 0 0 1 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 66 
65 2 1 0 0 1 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 65 
84 2 I 0 0 I 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 84 
63 2 I 0 0 1 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 63 
62 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 62 
61 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
60 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 

~. 
57 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 67 
56 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 19EK 21EK 23EK 2SEK 33ES 33ES 36ES :wes 34ES 36ES 40ES 40ES 34ES 34ES 39ES 42ES 311ES 4!ES 44ES 46ES 
149 19ES 21ES 23ES 25ES 33ES 33ES 36ES 36ES 34ES 36ES 40ES 40ES 34ES 34ES 39ES 42ES 36ES 41ES 44ES 46ES 
148 19EK 21EK 23EK 25EK 33ES 33ES 36ES 36ES 34ES 36ES 39ES 40ES 34ES 34ES 39ES 42ES 37ES 40ES 44ES 45ES 
147 19ES 21ES 23ES 25ES 33ES 32ES 35ES 35ES 33ES 35ES 39ES 39ES 33ES 33ES 36ES 41ES 37ES 40ES 43ES 45ES 
146 19EK 21EK 23EK 24EK 32ES 32ES 35ES 35ES 33ES 35ES 311ES 39ES 33ES 33ES 36ES 41ES 36ES 39ES 43ES 44ES 
145 19ES 21ES 22ES 24ES 32ES 32ES 35ES 34ES 33ES 34ES 36ES 36ES 33ES 3GES 37ES 40ES 36ES 39ES 42ES 44ES 
144 19EK 20EK 22EK 24EK 32ES 31ES 34ES 34ES 32ES 34ES 37ES 36ES 32ES 32ES 37ES 40ES 35ES 36ES 42ES 43ES 
143 18ES 20ES 22ES 24ES 31ES 31ES 34ES 34ES 32ES 33ES 37ES 37ES 32ES 32ES 37ES 39ES 34ES 311ES 41ES 42ES 
142 18EK 20EK 22EK 23EK 31ES 31ES 33ES 33ES 31ES 33ES 36ES 37ES 32ES 32ES 36ES 39ES 34ES 37ES 41ES 42ES 
141 18ES 20ES 21ES 23ES 31ES 30ES 33ES 33ES 31ES 32ES 36ES 36ES 31ES 31ES 36ES 36ES 33ES 36ES 40E$ 41ES 

length: 140 1801< 2001( 21EK 23EK 30ES aoes 33ES 32ES 31ES 32ES 35ES 36ES 31ES 31ES 3SES 38ES 33ES 36ES 40ES 41ES 140 
139 180$ 190$ 21ES 22ES 30EK 30ES 32ES 32ES 30ES 31ES 35ES 35ES 31ES 31ES 35ES 37ES 32ES 35ES 39ES 40ES 139 2.5-4 feet 
138 1801< 1901( 210K 22EK aoes 29EK 32ES 31ES 30ES 31ES 34ES 35ES 30ES 30ES 34ES 37ES 32ES 35ES 39ES 39ES 136 
137 170S 190$ 200$ 22ES 29EK 29ES 31EK 31ES 29ES aoes 34ES 34ES 30ES 30ES 34ES 36ES 31ES 34ES 36ES 39ES 137 
136 1701< 190K 200K 22EK 290$ 2901( 310$ 31ES 29ES 30ES 33ES 34ES 30ES 29ES 34ES 36ES 30ES 34ES 36ES 38ES 136 Weight: 
135 170$ I 90S 200S 210$ 290K 280S 31DK 30EK 2905 29ES 33ES 33ES 29ES 29ES 33ES 38ES 30ES 33ES 37ES 38ES 135 

5-9 pounds 134 1701( 1801( 200K 21DK 280$ 280K 300$ 30ES 280S 29ES 32ES 33ES 2905 29ES 33ES 35ES 29ES 32ES 37ES 37ES 134 
133 170$ 180$ 190$ 2105 280K 280S 30DK 29EK 29DS 29ES 32ES 32ES 290S 28ES 32ES 35ES 29ES 32ES 36ES 37ES 133 
132 17CK 180K 1901( 21DK 280$ 270K 290S 29DS 270$ 280$ 310$ 32ES 280$ 28ES 32ES 34ES 28ES 31ES 36ES 36ES 132 Fumble 
131 16CS 18CS 190$ 200$ 270K 270$ 290K 28DK 2705 270$ 310S 31ES 280$ 280$ 31ES 34ES 28ES 31ES 35ES 35ES 131 
130 16CK 18CK 190K 20DK 270$ 2701( 290S 280$ 270'5 270S 300S 310$ 280$ 270$ 31ES 33ES 27ES 30ES 35ES 35ES 130 Range: 
129 16CS 17CS 190$ 200S 270K 260S 280K 2801( 260S 260$ 300S 300$ 270$ 270S 310$ 33ES 26ES 30ES 34ES 34ES 129 01-05 UM 128 16CK 17CK 180K 190K 280$ 260K 280$ 270S 260S 260S 290S 300S 2705 270$ 300S 32ES 260$ 290$ 34ES 34ES 128 
127 16CS 17CS 18CS 190$ 260K 260S 270K 270K 250$ 250$ 290S 2909 270$ 2609 300$ 320$ 250$ 290S 33ES 33ES 127 
126 16CK 17CK 18CK 1901< 260$ 250K 270$ 260S 250$ 250$ 280S 290S 260S 260S 290$ 310S 250$ 280S 33ES 32ES 126 Range 
125 16CS 17CS IBCS 190$ 250K 250S 2701< 2601< 250K 250$ 280S 280S 260$ 260S 290$ 310S 2408 270$ 32ES 32ES 125 
124 15CK 16CK 17CK 180K 250S 250K 260S 260S 240S 240S 270S 280S 260$ 2509 280$ 300S 240$ 270S 32ES 31ES 124 (0 8 Mod): 
123 158S 16CS 17CS I 80S 250K 2405 2601( 250K 2401( 240$ 27DS 280$ 250S 250S 280$ 300S 230S 260S 32ES 31ES 123 
122 158K 16CK 17CK 180K 24CS 240K 250S 250S 23CS 230K 260$ 270$ 250S 240S 280S 300$ 220$ 260S 31ES 300$ 122 
121 158$ 168$ 17CS 180$ 24CK 24CS 25CK 2401( 23CK 230$ 260K 270S 250$ 240S 270$ 290$ 220$ 250$ 31ES 300S 121 
120 ISBK 16BK 16CK 17CK 24CS 23CK 25CS 240S 23CS 220K 250S 260$ 24CS 240S 270$ 290S 210S 250S 300S 290$ 120 
119 15AS 158S 16C9 17CS 23CK 23CS 24CK 230K 22CK 2209 2501( 260K 24C9 230S 2G09 280S 210S 240$ 300S 280S 119 
118 14AK 15BK 16CK 17CK 23CS 22CK 24CS 2309 22C5 210K 240S 250$ 24CS 230S 260$ 280S 200S 230$ 2905 280S 118 
117 14AS 158$ 16C5 16CS 23CK 22CS 23CK 230K 21CK 210S 240K 250K 23CS 230S 2509 270S 200$ 230$ 290S 270S 117 
116 14AK 158K 15CK 16CK 22CS 22CK 23CS 220S 21CS 200K 230S 2405 23CS 220$ 250$ 270S 190$ 2205 280S 270$ 116 
115 14AS 15AS 158$ 16CS 22CK 21CS 23CK 220K 21CK 20CS 2301( 240K 23CS 220S 250S 260S I 80S 220S 280S 260$ 115 
114 14AK I SAK 158K 16CK 22CS 21CK 22CS 21CS 20CS 19CK 22CS 230S 22CS 220S 240$ 260$ 180$ 2 10S 2705 2505 114 
113 14A9 14AS 158$ 15C9 21CK 21CS 22CK 21CK 20CK 19CS 22CK 230K 22CS 2 10S 240$ 260$ 170S 210S 270$ 250S 113 
112 13AK 14AK 158K 1SCK 21CS 20CK 21CS 20CS 19CS 18CK 21CS 220$ 22CS 2 10$ 2305 250S 170S 200S 260S 240S 112 
111 13 14AS 148S 15CS 21CK 20CS 21CK 20CK 19CK 18CS 21CK 22CK 21CS 21CS 230$ 240S I 60S I 90S 260$ 240$ 111 
110 13 14AK 148K 15CK 208$ 20CK 21CS 20CS ISCS 17CK 20CS 21CS 21CS 20CS 2205 240S 16CS 19CS 250$ 230$ 110 
109 13 14AS 148$ 14CS 208K l9CS 20CK 19CK 18CK 17CS 20CK 21CK 2JCS 20CS 22CS 230S 15CS 18CS 250S 2305 109 
108 13 13AK 14AK 14CK 208S 19BK 20CS 19CS 18CS 16CK 19CS 20CS 20CS 19CS 22CS 230S 14CS 18CS 240S 220$ 108 
107 13 13AS I3A5 148S 19BK 19BS 19CK 18CK 18CK 16CS 18CK 20CK 20CK 19CS 21CS 230S 14CS 17CS 240$ 210$ 107 
106 12 13 13AI< 13BK 198$ 18BK 19CS 18CS 178$ 15CK 186$ t9CS 20CS 19CS 21CS 22CS 13CS 17CS 230$ 210$ 106 
105 12 13 13AS 13BS 19AK 18BS 19CK 18CK 178K 15CS 18CK 19CK 19CK ISCS 20CS 22CS 13CS 16CS 230S 200$ 105 
104 12 13 13AK 13BK 18AS 18BK 18BS 17CS 168$ 14CK 17CS IBCS 19CS 18CK 20CS 21CS t2CS 16CS 220S 200$ 104 
103 12 12 12AS 13BS 18AK 17BS 1881< 17CK I68K 14CS 17CK IBCK 19CK IBCS 19CS 21CS 12CS 15CS 220S f9CS 103 
102 12 12 12AK 12BK 18AS 1781( 17BS 16CS 168$ 14CK 16CS 17CS 18BS 17CK 19CK 20CK 11CK 14CK 210S 18CS 102 
101 12 12 12AS 12BS 17AK 17AS 1781( 16CK 158K 13CS 16CK 17CK 18BK 17CS 19C$ 20CS 10CS 14CS 210S 18CS 
100 12 12 12AK 12BK 17AS 16AK 17BS 15CS 15BS 13CK 15CS 16CS 18BS 17CK 18CK 19CK lOCK 13CK 200S 17CS 
99 ll 12 liAS 12AS 17AK 16AS 1681< 15CK 14BK 12CS 15CK 16CK 17BK 16CS 18CS 19CS 9CS 138$ 20CS 17CK 99 
98 11 ll 11AK liAK 17AS 16AK 168$ 15CS 148$ 12BK 14C$ 15CS 178$ 16CK 17CK 18CK 9CK 12SK 20CS 16CS 98 
97 11 11 liAS liAS 16AK 15AS ISAK 14BK 1481( ll85 14CK 15CK 17BK 16CS 17CS 18CS 8CS 128$ 19CS 16CK 97 
96 11 11 11 liAK 16 ISAK 15AS 148$ 13AS 11BK 13CS 15CS 16BS 15CK 16CK 17CK 8BK 1181< 19CS ISCS 96 
95 11 11 10 IOAS 1$ 15AS 15AK 13BK 13AK lOBS 13CK 14CK 16BK 15CS 16CS 17CS 78$ lOBS 18CS 14CK 95 
94 11 11 10 I OAK 15 14AK 14AS 138$ 12AS IOBK 128$ 14CS 16BS 14CK 16CK 17CK 68K I OAK 18CS 14CS 94 
93 10 10 10 IOAS 15 14AS 14AK 1281< 12AK 9BS 1281< 13CK 15BK 14CS 15CS 16CS 68S 9AS 17CS 13CK 93 
92 10 10 10 I OAK 15 14AK 13AS 128$ 12AS 9BK 118$ 138$ 15BS 14BK ISBK 16BK SAK 9AK 17CS 13BS 92 
91 10 10 10 9AS 14 13 13AK 12BK liAK ass IIBK 12BK 15BK 138S 14BS 168$ 5AS 8AS 16CK 128K 91 
90 10 10 9 9AK H 13 13AS 11BS liAS 88K lOBS 12BS 14AS 13BK 14BK 158K 4AK 8AK 16CS 118$ 90 
89 10 10 9 9AS 14 13 12AK 11BK !OAK 7AS 1081( 1181( 14AK 138$ 138S 148$ 0 1 15CK liAK 89 
88 10 9 9 9AK 13 12 12AS IOAS 10AS 7AK 9BS 118$ 14AS 12BK 13BK 1481( 0 0 15CS IOAS 88 
87 9 9 9 BAS 13 12 11AK I OAK !OAK 6AS 9BK 108K 13AK 12BS 138S 13BS 0 0 14CK I OAK 87 
88 9 9 8 8 13 11 11 10AS 9 6AK 8BS lOBS 13AS 12BK 12BK 138K 0 0 14CS 9 86 
85 9 9 8 8 12 11 11 9AK 9 SAS 88K 9BK 13AK IIBS 128$ 128$ 0 0 13BK 0 85 
84 9 9 8 7 12 11 10 9AS 8 5AK 7AS 98S 12AS 118K 11BK 12BK 0 0 138S 0 84 
83 9 8 8 7 12 10 10 BAK 8 4AS 7Al< 88K 12AK nBS 118$ 118S 0 0 12BK 0 83 
82 9 8 7 7 11 10 9 BAS 8 4AK 6AS 88$ 12AS lOBI( 10BK 11BK 0 0 128$ 0 82 
81 9 8 7 7 11 10 9 7AK 7 3 6AK 7AK 11AK 10AS 108S 11BS 0 0 11BK 0 81 
80 8 8 7 6 11 9 9 7AS 7 3 SA$ 7AS liAS 9AK I OAK I OAK 0 0 118S 0 80 
79 8 8 7 6 10 9 8 7AK 6 0 5AK 6AK IIAK 9AS 9AS 10AS 0 0 I OAK 0 79 
78 8 8 6 6 10 9 B GAS 6 0 4AS GAS 10 9AK 9AK 9AK 0 0 10AS 0 78 
77 8 7 6 6 10 8 7 6AK 6 0 4AK 5AK 10 BAS 8AS 9AS 0 0 9AK 0 77 
76 8 7 6 5 9 8 7 5 5 0 3 SAS 10 BAK 8AK 8AK 0 0 9 0 76 
75 8 7 6 5 9 8 7 5 5 0 3 4AK 9 8AS 7AS 8AS 0 0 0 0 75 
74 7 7 6 5 9 7 6 4 4 0 0 4AS 9 7AK 7AK 7AK 0 0 0 0 74 
73 7 7 5 4 8 7 6 4 4 0 0 3AK 9 7 7AS 7AS 0 0 0 0 73 
12 7 6 5 4 8 7 5 4 4 0 0 3 8 7 6AK 6AK 0 0 0 0 72 
71 7 6 5 4 8 6 s 3 3 0 0 • 0 8 8 GAS GAS 0 0 0 0 71 
70 7 6 5 4 7 6 5 3 3 0 0 0 8 6 5AK 5AK 0 0 0 0 "70 
69 7 6 4 3 6 4 2 0 0 0 0 7 6 s 5 0 0 0 0 69 
68 6 6 4 3 5 4 2 0 0 0 0 7 5 0 0 0 0 0 0 68 
87 6 5 4 3 6 5 3 0 0 0 0 0 7 5 0 0 0 0 0 0 67 
66 6 5 4 3 6 5 3 0 0 0 0 0 6 0 0 0 0 0 0 0 66 
65 6 5 3 2 6 4 3 0 0 0 0 0 6 0 0 0 0 0 0 0 65 
64 6 5 3 2 5 4 2 0 0 0 0 0 6 0 0 0 0 0 0 0 64 
63 6 5 3 2 5 4 2 0 0 0 0 0 5 0 0 0 0 0 0 0 63 
82 5 4 3 0 5 3 0 0 0 0 0 0 5 0 0 0 0 0 0 0 62 
61 5 4 2 0 • 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
60 5 4 2 0 4 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 5 4 2 0 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 5 4 2 0 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 5 3 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 5 3 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 4 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 4 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 4 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 • 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 3 0 0 0 0 0 0 0 0 0 0 ·o 0 0 0 0 0 0 0 0 45 
44 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 

38-42 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 



21EK 23EK ,25EK 28EK 28EK 31EK ~1EK 31EK 35E~ 3SEK 34Ef( 39EK 42EK ~u~ 3SEK 42EI$ 44EK> 150 
21EK 23EK 25'EK 28EK 28EK 31EK 31EK 31EK 35EK 35EK 34EK 39EK 42EK 39EK 42EK 44EK 149 
21EK 23EK 25EK 28EK 28EK 3tEK 31EK 3 1EK 35EK 35EK 34EK. 39EK 42EK 36EK -39EK 42EK 43EK 148 
21EK 23EK 25Ef( 28EK 28EK 31EK 31EK 30EK 34Et< 34EK 34EK 38EK 41EK 3SEK 38EK 41EK ~EK 147 
21EK 23EK 2SEK 27EK 27EK 30EK 30£\K 30EK 34EK 3~EK 33EK 38EK ~1EK 35EK 38EK 41EK 42EK 146 
21Ek 23EK 24EI< 27EK 27EK 30EK ~g~~· 30EK 34E_K 3l1.EK 33EK 3?EK 40EK 34EK 37EK 40EK 42EK 145 
21EK 22EK 24EK 27EK 27EK 30EK 29EK 33EK 33EK :}3EK 37EK 40EK 34EK 37EK 40E~ 4'1EK ~44 
20EK 22EK - 24EK 26E~ 27EI( 27EK 29EK 29EK 2SEK 33EK 33EK 32EK 37EK 39EK 33EK 36EK 40E 41Ef<' 1~3 
20EK' 22EK 24EK 25E 26EK 26EK 29EK 29E~' 29EK 32EK 32EK -32l;K 36EK 3SEK 33EK 36EK 39EK 40!:K H2 

Length: 
20EK ·22EK 23EK 2SEK 26EK 26EK ~~~ ~e_. 28EK 32EK 32EK ' ,32EK 36EK 39EK 32EK 3SEK 39EK _j{)EK_ 141 
20DK 22DK 23EK 2SEK 26EK 26EK 28EK 28EK 3iEK 32EK 31EK 35Ek 38EK 32EK 3SEK 38EK 39EK 140 

2.5-4 20DK 21DK 23EK 25EK 26EK 26EK 28EK 28EK 28EK 31EK 31EK 31EK 31EK 35EK 38EK 31EK 34EK 38EK 39EK 139 
20DK 21DK 23DK 24EK 25EK 25EK 28EK 28EK 27EK 31EK 31EK 31EK 31EK 35EK 37EK 31EK 34EK 37EK 38EK 138 
19DK 21DK 22DK 24EK 2SEK 25EK 27EK 27EK 27EK 31EK 30EK 30EK 30EK 34EK 37EK 30EK 33EK 37EK 38EK 137 

Weight: 19DK 21DK 22DK 24EK 2SDK 25DK 27EK 27EK 26EK 30EK 30EK 30EK 30EK 34EK 36EK 30EK 33EK 37EK 37EK 136 

4-B pounds 
19DK 21DK 220K 23EK 2SDK 240K 270K 27EK 26EK 30EK 30EK 30EK 30EK 33EK 36EK 30EK 32EK 36EK 37EK 135 
190K 200K 220K 230K 240K 240K 260K 26EK 26EK 29EK 29EK 290K 2SEK 33EK 3SEK 29EK 32EK 36EK 36EK 134 
19DK 200K 210K 230K 240K 240K 260K 26EK 2SEK 29EK 29EK 290K 29EK 33EK 35EK 29EK 3tEK 35EK 36EK 133 

Fumble 19CK 200K 210K 230K 240K 240K 260K 260K 25EK 29EK 29EK 29DK 29EK 32EK 35EK 28EK 31EK 35EK 35EK 132 
18CK 20CK 2101< 220K 240K 23DK 260K 2SOK 250K 280K 28EK 290K 280K 32EK 34EK 28EK 30EK 3SEK 35EK 131 

Range: 1SCK 2QCK 210~ ~20K 230K 230K ·250K 25DK 240K 2SOK 28EK 2SOK 28DK 3'!EK 34EK 27EK .30EK 34EK, 34EK 130"' 

01-0B UM 1SCK 19CK 210~ 22PK ~~g~ 230K 250K 2.SOK 240K 2{0K 27EK '2SOK 28DK 3101( 33EK 27EK 29EK 34EK 34EK 129 
18CK 19CK 20DK 2201< 2301< 250K 240}< 23J,lK , 24'01< 271:lK 271:JK 2SDK ~101( 3J OK 33EK 260K 29EK 33EK 33EK 128 
18CK 19CK 20GK 21QK 23DK 22DK 24DK 2.40K 230K c230K, 270K 2701< 2701< -270K 300K 32PK 260K 28EK 33EK, 33EK 127 

Range 18CK '19CK 20CK 2101( 220K 220K 240K 240K 22DK, ?3DK 260K 26DK 271:JK ~~8~. fgg~ ~~g~ 25bK 28pK 32EK 32EK 1~6 
17CK 19CK 20CK 2101( 220K 220K 24DK 230K ~~g~ ~g~ ~~g~ '26DK 270K 25DK 280K '32EK 32EK 125 

(OB Mod): 17CK 18CK 19CJ< 200K 220K 220K 230K 230K 2SOK 260K 26DK 29DK ~!OK 240K 270K 32EK 31EJ< 124 
17BK 18C.K t9CK 20Cil< 22CK 2~fOK 2aOK 230K 210 22DK 2SDK 250K 2SDK 26'DK 290K 310K 240K 270K 31EK 31EK 123 
17BK 18CK 19CK 200K 21CK 21CK 2301( 220K 210K 2101<, 2SOK 250~ 26DK 25DK 28DK 30DK 23DK 260K 31EK 30EK 122 
17BK 18BK 19CK 200K 21QK 21CK '220K 220K 2-101( 210K 240K 240K 2SQK ~;g~ ~~g~ ~~ ;1301\. 260K 30EK 30EK 121 
17BK 1SBK 18CK 190K 21CK lOCK 22CK 220K 21CK 2101< 240K 240K 25CK 230K 250K 30EK 290K 120 
16AK 17BK 1SCK 19CK 21CK 20CK 22CK 210K 20CK 200K 240K 230K 25CK 240K 270K 290K 220K 250K 29EK 290K 119 
16AK t78K 18CK 19CK 20CK 20CK 21CK 2 10K 20CK 200K 230K 230K 24CK 240K 260K 280K 220K 240K 290K 280K 118 
16AK 1781< 18CK 19CK 20CK 20CK 21CK 210K 20CK 200K 230K 230K 24CK 240K 260K 280K 210P 240K 290K 280K 117 
16AK 17AK 17CK 18CK 20CK 19CK 21CK 200K 19CK 190K 220K 220K 24CK 230K 260K 270K 210K 230K 2SOK 270K 116 
16AP 17AK 17BK 18CK 20CK 19CK 21CK 200K 19CK 190K 220K 220K 24CK 230K 250K 270K 200P 230P 280K 270K 115 
16AK 16AP 17BK 18CK 19CK 19CK 20CK 20CK 19CK 19CK 220K 220K 23CK 230K 2SOK 27DK 200K 220K 270K 260P 114 
15AP 16AK 17BK 17CK 19CK 19CK 20CK 19CK 19CK 18CK 210K 210K 23CK 220K 240K 260K 190P 220P 270K 260K 113 
1SAK 16AP 16BK 17CK 19CK 1SCK 20CK 19CK 18CK 1SCK 21CK 210K 23CK 220K 240K 260K 190K 210K 270K 250P 112 

15 16AK 16BK 17CK 19CK 1SCK 19CK 19CK 18CK 1SCK 21CK 20DK 22CK 22CK 240K 250K 180P 210P 260K 250K 111 
15' I GAP 168K 11,CK f88J< te'CK 1gc1< )8CK 18CK 17CK 20CK '20DK ' 22CK 21CK 23CK 25DK HICK 20DK 260K ?40P 110 
15 15AK 16BK l6GK 188~ 'laCK 19CK taCK 17GK 17CK 20CK 2001,< 22CK 21QK 23Cf( 240K 17CP 20DP 2;50P 241:JK 109 
15 1SAf.' t6AK 166K 188 1'7BK ISCK 18CK 17CK 16CK 19CK 1901< 21CK 21CK 22GK 24DK 17CK 190K 250K 23DP 108 
14 fSAK 15AK 16CK 188~ HBK 18CK 17CK. 17CK 16CK 19CK 19CK 21CK 2oCK 22CK 230K 17CP 19CP 240P 2301< 107 
14 15 15AP 16CJ< 178P 178K 18<>K 17CK 16CK 16GK 19CK 18CK 21GK •20GK 22CK 2301< r6_C~ 18Cl< 240K 220P 106 
l4 15 15AK 158K 17AK 168i< 17.C'K 17ClC 16CK 15CK 18Cl< ~SCJ< 20CK 20CK 21CK 23Cl< 16Cg 1SCP 240P 220K 105 
14 14 I SAP. 15BK 1TAP i6BK j7C.K 16CK 16GK !Sl>K 18CK 18CK 20CP 19CK 210K 22Ci< 15CK 17CK 2301( 21DP- 104 
1,4 14 14AK 15BK 17AK 168K 17BK 16GJ< ·168P 1seK 17CK 17CJ< 20CK !9CI< 20CK 220K tSCP. 17CP. 230P 210K 103 
14 14 14AP 148K 16AP 168K 16BR 16CK 158K 14CK 170K 17CK 1SCP 19CI( 20CK 21CK 14CK 17CK 220K 201:JP 102 
13 14 14AK 14BK 16AK 15~P 16BK t~C.K }~~~ 1401( 17CK j6~~ j 98K 1SCP 2QGK ·21CK 14CP 16PP 220P 200K 101 
13 14 14AP 14BK 16AP 15AK Ui8K 15CK 14CK t6CK 6CK 198P 18CK 19CK 20CK l 3CK 16CK 22DK i'90P 100 
13 13 13AK 14BK 16AK 15AP 16BK 15CK 14BP 13CK 16CK 16CK 19BK 1SCP 19CK 20CK 13CP 15CP 210P 19CK 99 
13 13 13AP 13AP 15AP 1SAK 15BP 14CK 14BK 13CP 16CK 15CK 18BP 17CK 1SCP 20CP 12CK 15CK 210K 18CP 98 
13 13 13AK 13AK 15AK 14AP 15BK 14BK 14BP 13CK 1SCK 1SCK 18BK 17CP 1SCK 19CK 12CP 14CP 200P 18CK 97 
13 13 13 13AP 15 14AK 15AP 14BK 138K 128P 1SCK 15CK 18BP 17CK 1SCP 19CP 11CK 14CK 20CK 17CP 96 
12 13 12 13AK 14 14AP 14AK 13BK 13BP 12BK 14CP 14CK 17BK 16CP 17CK 18CK 11BP 13CP 19CP 17CK 95 
12 12 12 12AP 14 14AK 14AP 13BK 13BK 11BP 14CK 14CK 17BP 16CK 17CP 18CP 10BK 13BK 19CK 16CP 94 
12 12 12 12AK 14 13AP 14AK 13BK 13AP 11BK 14CP 13CK 17BK 1SCP 16CK 17CK 10BP 12BP 19CP 16CK 93 
12 12 12 12AP 14 13AK 13AP 12BK 12AK 11BP 13CK 130K 16BP 15CK 16CP 17CP 10BK 12BK 18CK 1SCP 92 
12 12 11 12AK 13 13 13AK 128K 12AP 108K 13BP 13CK 16BK 15BP ISBK 16CK SAP 11BP 1SCP 1SCK 91 
12 f 2 11 111.\P• 13 1.2 13AP f2BP 121\K 108P 1281< 12CP 168P 158K' 168P 168P 9AK 11BK' 17CK 14CP 90 
11 11 11 11AK 13 12 12AK 1~8K !lAP 10BK 12BP 120K fSBK 148P 158K 16BK SAP 10BP 17CP 1'!CK 89 
11 11 11 11AP 13 12 12AP 11,AP 111\K 98P 128K 11CP 158P. )48K 148p ISBP 8AK !OAK 16CK 13CI' 88 
~~ If li !OAK 12 12 12M HAl\. 11AP 98K 118P liCK 15AK 148P 148K 1S8K 7AS :~ 16CP t38K 87 
11 11 10 lo 12 11 11 10AP 111\K SAP 11BK pBP 14AP 1381< t38P' 14BP 7 16Ck 12BP 86 
11 11 10 10 12 11 11 10At<' ~OAP SAl< 11BP. 11BK 14AK 13BP 13BK 14BK 6 SAP 15CP 12BK 85 
11 10 10 !0 12· 11 11 10AP 10AK :~ fOBK fOBP '14AP 138K 138P 138P 6 SAK 1SCK 11BP 84 
10 1,0 10 9 11 11 11 9'A1$ IQ 10BP 9BK 1'4AK 12BP 1281< 13BK s 7AS 14CP 11AK 83 
10 10 9 9 11 10 fO SAP 9 7AP SBK 9BP 13AP 1,2BK. 12BP 12BP 5 7 14CK IOAP 82 
10 10 9 9 11 10 10 9A~ s ... 7AK SAP 9BK 13A~ 12BP 11BK 12BK 4 0 14BP I OAK 81 
10 10 9 9 11 10 10 SAP 9 SAP 9AK 8BP 13AP 11BK 11BP 12BP 4' 0 f3BK 9 80 
10 9 9 8 10 10 9 8AK 8 6AK SAP 8BK 12AK 11AP 118K 118K 0 0 13BP 0 79 
10 9 8 8 10 9 9 SAP s 6 8AK SSP 12AP 11AK 10AP 118P 0 0 128K 0 78 
9 9 s 8 10 9 9 7AK 8 5 7AP 7BK 12AK 10AP 10AK I OAK 0 0 12BP 0 77 
9 9 8 7 10 9 8 7 8 s 7AK 7BP 11 10AK 9AP 10AP 0 0 11BK 0 76 
9 9 8 7 9 8 8 7 7 5 7AP 6AK 11 10AP 9AK 9AK 0 0 118P 0 75 
9 8 7 7 9 8 8 6 7 4 6AK SAP 11 9AK 9AP 9AP 0 0 11AK 0 74 
9 s 7 7 9 8 7 6 7 4 6 6AK 10 9AP SAK SAK 0 0 10AP 0 73 
9 8 7 6 9 s 7 6 6 4 6 SAP 10 9AK SAP SAP 0 0 I OAK 0 72 
8 8 7 6 8 7 7 s 6 3 s SAK 10 s 7AK 8AK 0 0 9AP 0 71 
s 8 6 6 8 7 6 ~ 6 3 5 4AP 9 8, 7AP 7AP 0 g • 9 0 7Q 
s 7 6 6 8· 7 6 s 5 0 4 4AK 9 8 7AK 7AK 0 0 0 69 
8 7 6 5 8 7 6 ~ .fj 0 4 ~AP 9 7 6AP SAP 0 0 0 0 88 
8 7 6 5 7 6 6 4 5 0 4 3AK 9 7 6AK 6AK 0 0 0 0 67 
8 7 6· 5 " 6 s ll s 0 3 3 s 7 5 SAP 0 0 0 0 66 
7 7. 5 4 1 6 5 3 -4 0 3 11 8 6 s s 0 0 0 0 6S 
7 6 s 4 7 6 5 3 4 0 0 0 s 6 0 0 0 g 0 0 84 
7 6 s 4 6 5 4 3 4 0 0 0 7 .s 0 0 0 0 0 63 
7 6 5 4 6 5 4 2 3 0 0 0 7 5 0 0 0 0 0 0 62 
7 6 3 6 5 4 2 0 0 0 7 5 0 0 0 0 0 0 -61 
7 6 4 3 6 4 3' 2 0 0 0 6 5 0 0 0 0 o· 0 60 
6 5 4 3 5 4 3 0 0 0 0 6 0 0 0 0 0 0 0 59 
6 5 4 3 5 4 3 0 () 0 0 6 0 0 0 0 0 0 0 58 
6 5 3 2 5 4 2 0 0 0 0 5 0 0 0 0 0 0 0 57 
6 5 3 2 5 3 2 0 0 0 0 5 0 0 0 0 0 0 0 56 
6 5 3 2 4 3 2 0 0 0 0 5 0 0 0 0 0 0 0 55 
6 4 3 0 4 3 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
5 4 2 0 4 3 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
s 4 2 0 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
5 4 2 0 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
s 4 2 0 3 2 0 0 0 ·o 0 0 0 0 0 0 0 o· 0 ·50 
5 3 0 0 3 0 ,Q d 0 0 (j 0 0 0 0 0 0 Q, 0 ~ 
s 3 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
4 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
4 3 0 0 2 0 0 0 0 0 0 Q 0 0 0 0 0 0 0 45-46 
4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42-4!1 
3 2 0 0 0 0 0 0 0 0 0 ·o 0 0 0 0 0 0 0 40-41 
3 Q ·0 0 (j 0 0 0 0 0 0 0 0 0' 0 0 0 0 0 36'39 
2 0 0 0 0 0 0 0 0 0 0 ,() 0 0 0 0 0 0 0 30-35 



150 23EK 25EK, 27EK 29EK 30EK 30E~ t\3EK 33EK 32EK 36101\ 33EK 33EK 3BEK 4_1EK 34EK 37EK 40EK 42EK 150 
149 23EI( 25EK 27E.K 29EK 30E!< 30EK 33EK 33EK' 32EK 36EK 33Ef<' 33EK 3SEK 41EK 34EK 37EK 40EK ~2.EK 149 
148 23EK 25EK 27EK• 29EK 30.EK 30EK 33EK 33EK 32EK 36El< 33EK 33EK 38Et< 41EK 33EK 36EI( 49$' 41EK. 118 
147 23EK 25EK 276K 28EK 30EK 29EK 32EK 32EI< 31EK .a5eK !!2EK 32EK 37EK 40EK 93EK 36EK 39EK 41El< ~41 
146 ~m 25EK 26EK 28EK 29EI( 29EK 32EK 32EK 29Ek 31EK 35EK 32EK 32EK 37EK 40EK' 32EK 35EK 39EK 40EK 146 
145 24EK 26EK 28EK 29EK 29EK 32EK 31EK 29!'1< 30EK 34EK 32EI( 92EK 36EK 39EK 32E~ 35EK 38EK ~EK 145 
144 22EK 24EK 26EK 27EK 29EK 2~EK <l1EK 31EK 28EK 30EK ·~~~ 31EK 3fEK ·36EK 39EK 31EK 34EK 38EK 39EK 144 
143 22EK 2~EK 25EK .2·7EK 28EI( 28EK 3161( 31EK 28EK 29EK 31EK 31EK 36EK 38EK o3 1EK 34EK al!EK 39EK 143 
142 22EK 24EK 25EK 26EK 28Ef< 28EK 30EK 30EK 28EK 2,9EK 33EK ·31EK 31EK 35E~ .38EK 30EK 33EK 37EK 3JIEK 142 
141 22EK 23EK 25EK 26EK 28EK 27EK 30EK 30EK 27EK 29EK 32EK 30EK 30EK 35EK 37EK 30EK 33EK 37EK .38EK 141 

Length: 140 21EK 23EK 25EK 26EK 27EK 27EK 30EK 29EK 27EK 28EK 32EK 30EK 30EK 34EK 37EK 29EK 32EK 36EK 37EK 140 
139 210K 230K 24EK 26EK 27EK 27EK 29EK 29EK 26EK 28EK 31EK 30EK 30EK 34EK 36EK 29EK 32EK 36EK 37EK 139 3.5-5 feet 
138 210K 230K 24EK 25EK 27EK 26EK 29EK 29EK 26EK 27EK 31EK 29EK 29EK 33EK 36EK 28EK 31EK 35EK 36EK 138 
137 210K 22!lK 24EK 25EK 26EK 26EK 28EK 28EK 260K 27EK 31EK 29EK 29EK 33EK 35EK 28EK 31EK 35EK 36EK 137 
136 21DK 220K 230K 25EK 26EK 26EK 28EK 28EK 2501< 26EK 30EK 29EK 28EK 33EK 35EK 27EK 30EK 35EK 35EK 136 Weight: 
135 200K 2201< 230K 24EK 260K 2501< 280K 27EK 250K 26EK 30EK 28EK 28EK 32EK 35EK 27EK 30EK 34EK 35EK 135 4-8 pounds 134 200K 220K 230K 24EK 250K 250K 270K 27EK 250K 260K 290K 280K 28EK 32EK 34EK 26EK 29EK 34EK 34EK 134 
133 200K 210K 220K 240K 250K 2501< 270K 26EK 240K 250K 290K 280K 27EK 31EK 34EK 26EK 29EK 33EK 33EK 133 
132 200K 210K 220K 230K 2501< 240K 260K 26EK 240K 250K 280K 270K 27EK 31EK 33EK 25EK 28EK 33EK 33EK 132 Fumble 
131 200K <!101< ~20,1( 230K 2501( 240K 260K. 260.K 230K 240K 2801< :270K 27ElK 30EK 5~~~ 25EK 28EI< 32EK 33EK 131 
130 19CK 2iOK' 220K 2301< 2401( 24.0~ 260K 250K 230K 240K 2701( 270K 260K 3001< · 24EK 27EK 92EK 32el( j30 Range: 
12:9 19CJ< 20CK 210K 220K 240K 2301< 2SOK 250!S 230K 230K 270K 270K 26DK 261:)1( 300K 32DK 2401< 27EK 32EK 32EK 12:9 01-06 UM 128 1!1CK 20CK 21 0 K 220K 240K 2301< 250K 240K 2201< 2301< 26P~ 2'Z.OK 260K 2601< 290K 3t0K 23PK 260.1<: 31E;K '91EK 128 
127 19CK 2QC!S 210K 22DK 230K ' 23DK • 250K 240K 220~ 220K 260 260~ .250K 2501< .290K 3JOK 2301< 2601< 31EK 301:1< 12.7 
126 19CK 20CK 200K 21 0 K 2301< 220K. 240!( 24ElK 220K 220K 25Qt<' 260K 25DK 250K 280K ;lOOK; 22DK 250K 30EK 3bEK 126 Range 
125 18CK t9CK 200K 210K 230K ·2201< 240K 230K 2101<' ·22DK 250!S :250K 2501< 2<IOK 280K 300K< 2201< 2SOK 30EK 29EK 125 
124 18C~ 19CK 2ocK' 210K 220K 220K 230K 23DK 21CK 2l0K 250K 250K ·240K 240K 2~DK ,290K OK 240K 29EK ·29EK 124 (OB Mod): 
123 18CK 19C~ 19CK 200K 2201< 210K 230K 220K> 20CK 210!< 24DK t.15PK '-24DK 240K 270K ;,290~ OK 2401< 29EK 28EK 123 
122 18CK 19C 19ct<- 200K 2201< 2101< 230K 220K 20CK 20DK 2401< 240K 240K 2801( 2701< ,.2.90K. .200K ~~g~ ra5~ -m~ 122 
121 18CK 18CK HiCK 20DK 21CK 210K 220K 2101< 20CK 200R 230K 240K 230K 280K 26DK 280K 200K 121 
120 17CK 18CK 19CK 190K 21CK 20CK 22CK 210K 19CK 190K 230K 230K 23CK 230K 260K 280K 190K 220K 280K 2701< 120 
119 178K 18CK 18CK 190K 21CK 20CK 21CK 210K 19CK 19CK 220K 230K 23CK 2201< 250K 270K 1901< 2201< 270K 260K 119 
118 1781< 1881< 18CK 190K 20CK 20CK 21CK 200K 19CK 19CK 220K 2201< 22CK 220K 2501< 270K 1801< 210K 270K 2601< 118 
117 17BK 17BK 18CK 18CK 20CK 19CK 21CK 200K 18CK 18CK 21CK 220K 22CK 2201< 240K 260K 180K 2101< 260K 250K 117 
116 178K 178K 17CK 18CK 20CK 19CK 20CK 190K 18CK 18CK 21CK 210K 22CK 210K 240K 260K 17DK 200K 260K 250K 116 
115 16AK 178K 17CK 18CK 19CK 19CK 20CK 190K 17CK 17CK 20CK 210K 21CK 210K 2401< 250K 170K 200K 2601< 240K 115 
114 16AK 1781< 17CK 17CK 19CK 18CK 19CK 190K 17CK 17CK 20CK 21CK 21CK 200K 2301< 250K 160K 190K 250K 240K 114 
113 16AK 16BK 16CK 17CK 19CK 18CK 19CK 180K 17CK 16CK 19CK 20CK 21CK 200K 2301< 240K 16DK 1901< 250K 2301< 113 
112 16AK 16AK 16CK 17CK 19CK 18CK 19CK 18CK 16CK 16CK 19CK 20CK 20CK 200K 220K 240K 15CK 180K 240K 230K 112 

'111 15AK 16AK 16CK 16CK 18CK 17CK racK 17CK 16CK !6CK 19CK' 19CK 2,0C!< 19CK 22CK tSC~ 18CK 240K 2201< 111 
110 15AK 16AK 168K 16CK 18CK \7CK 18CK 17CK j GCK 15CK ~ 8CK ' 18CK 20CK 19CK 216K "1 '1€1( HCK 230K 2201< 110 
109 15AK t'5AK 15BK 15Q,K 18CI< 1'/:Ck !7CK l6CK 15CK 15CK 18CK 18CK 19CK:: 190!< 21CK HCK 17,CK 230K 21DK 109 
108 15AK 15AK 1581< 15CK 178K 16CK 17CK 16CK ~~g~ ::g~ J7CK 18CK ~~cl( tacK 2161< 13CK 16CK 230K 210K 108 
107 15AK 15AK 158K 15CK 1781\ 16CK 17CK 160~ !7CK 18CK iSCK 18CK 20CK 13CK 16CK· 220K 2001< 107 
108 14 15AK 148K 14CK 178~ 16BK 16CK 15CK 14BK 13CK 16CK 11CK 18CK 18eK 2{)CK 12CK 15GK 220K 19DK 106 
105 14 14AK 148K 14CK 1881( )58K 16CK 15CK 148K 13CK J6~K 1ic'K 18CI< m;;K 19CK 12CK 15CK 21ElK 190K 105 
f04 14 14AK 14£1~ 14CK 1681\ 1581< 16CK 1jCK f38K 12CK 15CK 16QK 1'7CI< 11<::1< ~9CK 11CK. 14.eK 210K \801<, 104 
103 14 14AK· t3BK 13CK 16AK 158~ 15CK 1 CK 13BK \2CK 15CK 16CK 17CK 16CK 1seK 11CK 14CK 200)( 18CK 10~ 
102 14 14AK 13AK 138K 1SAK 1481( 1581<, 14CK 13BK 12BK 1'4CK 15C.K' l7GK 16€1< 18CK 10CK 13CK 200K 17CK 102 
101 13 13 13AK 13BK 15AK 4BK 14BK 13CK 12BK 118K 14CK ISCK 16BK 16CK ISCK lOCK 13CK 20CK 17C:K 101 
100 13 13 13AK 12BK 15AK 14BK 14BK 13CK 1281< 11BK 14CK 14CK 16BK 15CK 17CK 9CK 12CK 19CK 16CK 100 
99 13 13 12AK 12BK 14AK 13AK 14BK 12CK 118K 10BK 13CK 14CK 16BK 15CK 17CK 9CK 12BK 19CK 16CK 99 
98 13 13 12AK 12BK 14AK 13AK 13BK 12CK 11BK IOBK 13CK 14CK 15BK 1SCK 16CK SCK 1181< 18CK 15CK 98 
97 13 12 12AK 11 BK 14AK 13AK 13BK 11CK 11BK 9BK 12BK 13CK 15BK 14CK 16CK 88K 118K 18CK 15CK 97 
9G 12 12 11AK 11BK 13AK 12AK 126K 11CK 10BK SBK 12BK 13CK 15BK 14CK 16CK ?BK tOBK 17CK 14CK 116 
95 12 12 11AK 11BK 13AK 12AK 12AK 11CK I OAK 9BK 11BK 12BK 14BK 14CK 15CK 78K 10BK 17CK 14CK 95 
94 12 12 11AK I OAK 13 12AK 12AK 10BK I OAK 8BK 11BK 12BK 1481< 13CK 15BK 68K 98K 17CK 13CK 94 
93 12 11 10AK I OAK 13 11AK 11AK 10BK 9AK 8BK 10BK 11BK 14BK 13CK 148K 6AK 9AK 16CK 13CK 93 
92 12 11 I OAK I OAK 12 11AK 11AK 9BK 9AK 7BK IOBK 11BK 13BK 12CK 14BK 5AK SAK 16CK 128K 92 
91 11 11 10 9AK 12 !1AK 10AK 9BK 8AK 7AK 98K 10BK 138K 12BK 138K Sft..K 8AK 15CK 12BK 91 
90 II 11 10 9AK 12 I OAK 10AK' 9BK 8AK 6A)< 981< 10BK j38K 128k 13BK 4AK 7~ 15CK 118K 90 
89 11 10 9 9AK 11 10 10AK 88K 8AK 6AK SBK 1081< 28K 1181< l3BK 4 ~ 14CK 1181< 89 
88 11 10 9 81\K 11 10 9AK 88K ?AK 61\K 881<' ~8)( 1281( 1181< 128K 0 0 14CK 10AK 88 
87 11 10 9 SAK 11 9 9AK ~~~ 7AK 5AK 88K 98K 11AK 1~8K 128~ 0 0 14BK w,J< 87 
88 10 10 8 8AK 10 9 9AK 7A\< SAK 7Af< 8BK 11AK 10BK 118 .0 0 1381< 9 Q;6 
65 10 9 8 7AK. 10 9 8AK 61\:K 6Al< 4AK 7AK' 88$ 11AK 10BK 118K 0 0· 13BK 0 65 
84 10 9 8 7AK 10 8 8 6AK 6 4AK 6AK 71)1(, I OAK 108K 108~ 0 0 1281< 0 84 
89 10 ll 7 1AK 9 8 '7 6AK 5 MK 6AK 1AK, 10AK 981< 108 0 o 128R 0 83 
82 10 9 7 6AK 9 8 7 SAK 5 3 SAK 6AK 101\K 981( 108K 0 0 1181< 0 82 
81 9 8 7 6 9 7 7 !SAK 5 0 SAl( 6AK 9AK 8BK 9A1< 0 0 11AK 0 81 
80 9 8 7 6 8 7 6 4AK 4 0 4AK 6AK 9AK 88K 9AK 0 0 11AK 0 80 
79 9 a 6 5 8 7 6 4AK 4 0 4AK SAK 9AK SAK 8AK 0 0 10AK 0 79 
78 9 8 6 5 8 6 5 4AK 4 0 3AK 6AK 8AK 7AJ< 8AK 0 0 IOAK 0 78 
n 8 7 6 5 7 6 5 3AK 3 0 3 4AK 8AK 7AK 7AK 0 0 9AK 0 77 
76 8 7 5 4 7 6 5 3AK 3 0 0 4AK a 7AK 7AK 0 0 9 0 76 
75 8 7 5 4 7 5 4 2AK 0 0 0 3AK 7 6AK 7AK 0 0 0 0 75 
74 8 6 5 4 7 5 4 2 0 0 0 3 7 6AK 6AK 0 0 0 0 74 
73 8 6 4 3 $ 5 3 0 0 0 0 0 7 6AK 6AK 0 0 0 0 73 
72 7 6 4 3 6 4 3 0 0 0 0 0 6 SAJ< 5AK 0 0 0 0 72 
71 7 6 4 3 6 4 3 0 0 0 0 0 6 5 5 -o 0 0 0 71 
70 7 6 4 2 5 4 2 0 0 0 0 o. 6 0 0 0 o' 0 Q 70 
69 7 5 3 2 5 ~ 2 9 0 0 0 0 5 0 0 0 0 0 .0 69 
68 7 5 3 0 5 3 0 Q 0 0 0 0 5 0 0 0 0 0 0 68 
67 6 5 3 0 4 3 0 0 0 0 0 0 0 0 0 0 0 0 0 6'7< 
66 6 5 2 0 4 2 o. 6 0 0 0 0 0 0 0 0 0 Ci 0 6,6 
65 6 4 2. 0 4 2 0 0 0 .0 . 0 0 0 0 0 0 0 0 0 65 
64 6 4 2 0 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 64 
63 6 4 0 0 3 0 .Q 0 0 0 0 0 0 0 0 0 0 0 .o 63 
62 5 4 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0. 0 62 
61 5 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
80 5 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 80 
59 5 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 5 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 3 0 0 0 0 0 0 0 0 0 0 ' 0 0 0 0 0 '0 51 
50 3 0 0 0 0 .Q 0 0 0 0 o, 0 0 Q 0 0 0 50 
48 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47. 2 0 0 0 0 (j 0 0 0 0 0 \ (j 0 0 0 0 0 f,7 
48 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 2 0 0 0 0 .0 0 0 0 0 0 0 0 0 0 0 0 45 
44 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 () 0 0 0 0 0 0 0 0 o· 0 0, 0 0 0 43 
42 0 0 0 0 0 0 0 0 Q 0 0 0 0 0 0 0 0 42 



11CK 15EK 1.8EK 21EK 26EK OOEK 33EK UEK 150 
l iCK 1SDK 1891< 18DK 21EK 26EK S3EK 33EK 36EK 149 
it8K 15CK 18DK 18DK 21EK 26EK 33EK {33EK 36EK 148 
118K 15¢K.. I SCI( !SDK 21DK 21EK 26E'K 33EK 30EK 33EK 36EK 147 
118K 15CK 18CK 18CK 21DK 21DK 26E~ 32,EK 29EK 32EK 35EK 146 
11AK 15CK 18,C~ 18CK 21DK 21PK '250 2_SEJ< 32EK 29EK 32EK 35EK g~~~ 145 
1\AK 15CK 18CK 18CK 20CK 20DK 25DK 25EK 32EK 29EK 32EK 35EK 144 
11AK 13AK 15BK 17CK l?CK 20CK 200K 250K 25EK 32EK 280K 31EK 34EK 36EK 143 
11AK 13AK 158)< 17CK 17CK ;lOCK 200K 250K 250K 31EK 289K 31EK 34EK 36!'K 14;! 

Length: 
11AK 131\K 14BK 17BK T 7cR 20CK 2001( 24DK 24DR 31DK :?SDK 31EK 34£K 35EK f41 
11AK 13AK 14BK 17BK 17CK 20CK 20CK 240K 24DK 31DK 2801< 30DK 34EK 35EK 140 

5-7 feet 11 12AK 14BK 17BK 178K 20CK 19CK 24DK 24DK 31DK 27DK 30DK 33EK 35EK 139 
11 12AK 148K 17BK 178K 19CK 19CK 24CK 24DK 30DK 2.7DK 30DK 33EK 34EK 138 
10 12AK 148K 178K 178K i9CK 19CK 23CK 23DK 30DK 27CK 29DK 33EK 34EK 137 

Weight: 10 12AK 14AK 16BK 16BK 19CK 19CK 23CK 23DK 30DK 26CK 290K 32EK 340K 136 

3-5 pounds 10 12AK 14AK 168K 168K 19CK 19CK 23CK 23DK 29DK 26CK 29DK 32EK 330K 135 
10 12 14AK 16AK 168K 198K 18CK 23CK 23DK 29DK 26CK 29DK 32DK 330K 134 
10 12 13AK 16AK 168K 188K 18CK 22CK 22CK 29DK 26CK 28DK 32DK 33DK 133 

Fumble 10 12 13AK 16AK 168K 188K 18CK 22CK 22CK 29DK 31DK 25CK 28CK 31DK 32DK 132 
10 ·H! 13)(K :f58K 16AK 1'6AK ;1881,( 18GK" 22CK 22CK"' 2SCK~10K 25CK. 28CK 3101< 131 

Range: 10 12 13AK, 15BK 16AK 16AK 1881( tacK 22CK 22CK 28CK 30QK 25CK 27CK 310K 130 

01-03 UM 10 11 13AK 1481< 1SAK f SAK fS8K 1881< 22CK 21'CK 28CK' 30DK 24CK 21eK 30DK 129 
IQ 11 13AK 1~AK 15AK 15~K l~BK 1781<' 21CK 21C~ 28CK 30CK 27CK ODK 128 
!0 11 13AK 1!1A~ 1SAK 15~ 1781< 1781< ~JCK 21C ;!7CK 29CK 26CK 3001< 127 

Range: 10 11 13:AA 14AK 15AK 15 178i< 178K 21C~ 21CK 27CK 29.CK 26CK 30DK 126 
9 11 12.AK 14AK 15AK 15AI< ! 7AK 1'781( 21CK 20CK 27CK 29CK 26GK 2901< 125 (08 Mod): 9 11 12 14AK 1sAk ISAK li7AK 1'781<' ~g~~ 1gg~ 26CK 28CK 25C::J< 29DK 124 
9 11 12 14AK 15AK 14AK, ,I.ZAK< 168K 26GK 28CK 258K 29CK 123 
9 11 12 13AK 14AK' 1~AK l~A~ 1681< ~~~~ ~~ 28CI) 2581< 28CK !~ 9 11 12 13AK 14 14AK 16AK 16BK 27CK 25BK 28CK 

120 9 11 12 13AK 14 14AK 16AK 168K 198K 19CK 22BK 22CK 25CK 27CK 22AK 248K 28CK 28CK 120 
119 9 10 12 13AK 14 14AK 16AK 16BK 198K 19CK 22BK 220K 25CK 27CK 2tAK 24BK 28CK 28CK 119 
118 9 10 12 13AK 14 14AK 16AK 158K 19BK 19CK 22BK 22CK 25CK 27CK 21AK 24BK 27CK 288K 118 
117 9 10 11 13AK 14 14AK 16AK 15AK 198K 1881< 228K 21BK 2581< 26CK 21AK 238K 27CK 2781< 117 
116 9 10 11 13AK 14 13 15AK 15AK 188K 188K 218K 218K 248K 26CK 21AK 238K 27CK 278K 116 
115 9 10 11 12AK 13 13 15AK 15AK 188K 188K 21BK 218K 248K 268K 20AK 238K 26CK 278K 115 
114 9 10 11 12 13 13 15AK 15AK 18BK 18BK 21BK 218K 248K 25BK 20AK 22AK 26CK 26BK 114 
113 8 10 11 12 13 13 15AK 14AK 188K 178K 21BK 218K 238K 258K 20AK 22AK 26CK 268K 113 
112 8 10 11 12 13 13 15AK 14AK 188K 17BK 21AK 208K 238K 258K 19AK 22AK 26CK 268K 112 
111 8 10 11 12 13 13 14 1iiAK 17AK 1781< 20AK 208K 238K 248K 19AK n~~ 2581( 258K 111 
110 8 10 11 ' 12 13 13 14 14AK 17AK 1(8K 20AK 208K 238K 248K f 9AK 2581< 25AK 110 
109 8 9, 10 q 13 12 14 l 4AK 17AK 1p8K 20AK 208K 228i( 241lK 19 ~1~~ 258K 25AK 109' 
108 8 !! 10 11 12 12 1'4 4AK 17A~ 168K .20AK 198K 228~ 2381< 18 2181< 24A~ 108 
107 8 9 10 (f 12 12 14 13AK ),6AK 168K 20AK 198K . 228K 23BK 48 20AK 2481< 24AK' 107 
106 8 9 10 11 12 12 ,4 13AK 16A~ 1681\ 19AK 1981< 2201< 288K 18 2bAI{ 24BK 24AK 106' 
105 8 9 10 f1 12 12 13 13AK 16A 1581< 19AK 1981< 218K 228K 17 20AK 2481< 23AK 105 
104 8 9 10 11 12 12 f3 13AK 16AK 158K 19AK 19AK 218K. ~28K 17 ' 19 23i!K 23AK 104 
103 8 9 10 ) 1 12 12 f 3 13AK 15lll< 1.58K 19AK 1~~~ 218K 22BK 17 19 2381< 22AK 103 
102 8 9 10 )0 12 I t 13 12AK ISAK 15'AK 19AK 21AK 228K 16 19 . 2381< 22AK 102 
101 7 9 9 10 11 11 13 - 12 1SAK 14AK 18'AK 18AK 20AK 21BK 16 18 22AK 22AK 101 
100 7 9 9 10 11 11 12 12 1SAK 14AK 18AK 18AK 20AK 218K 16 18 22AK 21AK 100 
99 7 8 9 10 11 11 12 12 14AK 14AK 18AK 18AK 20AK 21AK 16 18 22AK 21 99 
98 7 8 9 10 11 11 12 12 14AK 14AK 18AK 17AK 19AK 20AK 15 17 22AK 21 98 
97 7 8 9 10 11 11 12 11 14AK 13AK 18AK 17AK 19AK 20AK 15 17 21AK 20 97 
98 7 6 9 10 11 10 12 11 11 14 13AK 17 17AK 19AK 20AK 15 17 21AK 20 96 
95 7 8 9 9 11 10 12 I I 11 14 13AK 17 17AK 19AK 19AK 14 17 21AK 20 95 
94 7 8 9 9 10 10 11 11 11 13 13AK 17 16AK 18AK 19AK 14 16 20AK 19 94 
93 7 8 8 9 10 10 11 II II 13 12AK 17 16AK 18AK 19AK 14 16 20AK 19 93 
92 7 8 8 9 10 10 '11 11 10 13 12AK 17 16AK 18AK ISAK 14 16 20AK 19 92 
91 7 8 8 9 10 10 11 10 1(} 13 12AK 16 16 18AK t8AK 13 15 20AK 18 91 
90 7 8 8 9 10 10 11 10 10 12 f2AK 16 16 17AK 18AK 13 15 19AK iS 90 
89· 6 7 8 9 10 9 10 10 ~0 12 l1AK 16 15 17AK l !lAK 13 15 19 18 89 
88 6 7 8 8 10 9 10 10 10 '12 11AK 16 IS 1( AK 17AK 12 14 19 17 88 
87 6 7 8 8 9 9 10 (0 9 12 11AK 15 15 f6AK 17AK 12 14 18 1'7 87 
86 6 7 8 8 9 9 10 9 9 11 11 15 15 rs 17AK 12 14 18 17 86 
85 6 ·7 7 8 9 9 tb 9 9 11 10 1 5 14 1'6 16AK 12 13 18 16 85 
~ 6 7. 7' 8 9 9 19 9 9 1J 10 15 14 1.6 16AK 11 13 18 16 84 
83 6 7 7 8 9 9 9 9 9 11 10 15 14 \S l 6AK 1 1 13 17 16 83 
82 6 7 7 8 9 8 9 9 8 10 10 14 14 15 15AK 11 13 17 15 82 
81 6 7 7 7 9 8 9 8 8 10 9 14 14 IS 15 10 12 17 15 81 
80 6 7 7 7 8 8 9 8 8 10 9 14 13 15 15 10 12 16 15 80 
79 6 6 7 7 a 8 9 8 8 10 9 14 13 14 14 10 12 16 14 79 
78 6 6 7 7 a 8 8 8 8 10 9 14 13 14 14 9 11 16 14 78 
n 5 6 6 7 8 8 8 8 7 9 8 13 13 14 14 9 11 16 14 n 
76 5 6 6 7 a 7 8 7 7 9 8 13 13 13 13 9 11 15 13 76 
75 5 6 6 7 8 7 a 7 7 9 8 13 12 13 13 9 10 15 13 75 
74 5 6 6 6 8 7 8 7 7 9 8 13 12 13 13 8 10 IS 13 74 
73 5 6 6 6 7 7 8 7 6 8 7 13 12 13 13 8 10 14 12 73 
72 5 6 6 6 7 7 7 7 6 8 7 12 12 12 12 8 9 14 12 72 
71 5 6 6 6 7 I 7. 7 6 8 7 12 q 12 12 7 9 14 12 71 
79 5 6 6 6 7 7 "l 6 6 B 7 12 11 12 12 7 9 14 11 70 
69 5 5 5 6 7 6 7 6 6 1 6 12 11 12"> 11 7 9 13 11 69 
ail 5 5 5 s 7 6 ~ 6 5 7 6 ·f2; 1) 11 11 ] 8 13 11 68 
67 5 $ 5 5 7 6 6 5 7 6 11 11 li it 6 8 13 10 67 
66 5 5 5 5 6 6 6 6 5 7 6 11 10 10 6 8 12 10 66 
65 4 5' 5 5 6 6 6 6 5 6 5 ,., 10 1\ 10 6 1 12 10 65 
64 4 5 5 5 6 6 6 5 5 6 5 11 10 10 10 5 7 12 9 64 
63 ·4 5 5 5 6 6 6 5 4' 6 5 11 10 10 9 5 7 12 9 63 
62 4 5 5 5 6 -~ 6 5 4 6 5 10 10 io 9 5 6 11 9 62 
61 4 5 4 6 5 5 4 6 4 10 9 9 9 5 6 11 8 61 
60 4 5 4 6 5 5 4 4 5 4 10 9 9 8 4 6 11 8 60 
59 4 4 4 5 5 5 4 4 5 4 10 9 9 8 4 0 10 0 59 
58 4 4 4 5 5 5 4 3 5 4 9 9 9 8 4 0 10 0 58 
57 4 4 4 5 5 5 4 3 s 3 9 8 8 8 3 0 10 0 57 
56 4 4 4 5 5 4 4 3 4 3 9 8 8 7 3 0 10 0 56 
55 4 4 4 5 4 4 4 3 4 3 9 8 8 7 3 0 9 0 55 
54 4 4 4 5 4 4 3 3 4 3 9 8 8 7 0 0 9 0 54 
53 3 4 3 5 4 4 3 2 4 2 a 8 7 6 0 0 9 0 53 
52 3 4 3 4 4 4 3 2 3 2 8 7 7 6 0 0 a 0 52 
51 3 4 3 4 ,4 4 3 2 ~..2 8 7 I 6 0 0 8 0 51 
.so 3 4. 3 4 4 a 3 2 3 2' ~ 7 6 5 0 g 8 0 50 
49 3 3 3 4 a 3 2 0 3 0 7 6 5 0 0 0 49 

3 3 3 ~ 3 {l 2 0 2 0 7 7 6 5 0 0 0 0 48 
3 g a 4 3 3 2 0 2 0 7 6 6 4 0 0 0 0 43-47 
2 2 3 2,... 2· I 0 0 0 6 5 4' 0 0 0 0 0 39-42 
2 ·.2 1 2 2.; "1 0 0 0 0 5 4 0 0 0 0 ,0 0 34-38 
2 'I 1 2 1 0 0 0 {) 0 4 0 0 0 0 0 Q Q 30-33 
I I. 0 I 0 6 0 0 b 0 0 0 0 0 6 0 0 0 25·29 
1 1 0 0 0 0 0, 0 0 0 0 0 Q 0 0 0 0 0 19-24 



150 18EK 20EK 22EK 24EK 30EK .30EK 33EK 33EK 34ES 3SES 40ES 40ES 38ES 38ES 43ES 46ES 40ES 43ES 46ES 48ES 150 
149 18EK 20EK 22EK 24EK 30EK 30EK 33EK 33EK 34ES 36ES 40ES 40ES 38ES 38ES 43ES 46ES 40ES 43ES 46ES 48ES 149 
148 18EK 20EK 22EK 24EK 30EK 30EK 33EK 33EK 34ES 36ES 39ES 40E8 38ES 38E8 43ES 46ES 39ES 42ES 46ES 47ES 148 
147 18EK 20EK 22EK 24EK 30EK 30EK 32EK 32EK 33ES 35E8 39ES 39ES 37ES 37ES 42ES 4-SES 39ES 42ES 45E8 47ES 147 
146 18EK 20EK 22EK 23EK 29EK 29EK 32EK 32EK 33ES 35ES 38ES 39E8 37ES 37ES 42ES 4-SES 38ES 41ES 45ES 46ES 146 
145 18EK 20EK 21EK 23EK 29EK 29EK 32EK 32EK 33ES 34ES 38ES 38ES 37ES 37E8 41ES 44E8 38ES 41ES 44ES 46ES 145 
144 18EK 19EK 21EK 23EK 29EK 29EK 31EK 31EK 32ES 34ES 37ES 38ES 38ES 36ES 41ES 44ES 37ES 40ES 44ES 45ES 144 
143 17EK 19EK 21EK 23EK 28EK 28EK 31EK 31EK 32ES 33ES 37ES 37ES 36ES 3SES 40ES 43ES 37ES 40ES 43ES 44ES 143 Weapon Type: 
142 1701< 19EK 21EK 22EK 28EK 28EK 31EK 30EK 31ES 33ES 36ES 37ES 36ES 35ES 40ES 43ES 36ES 39ES 43ES 44ES 142 Two-handed 141 1701< 190K 20EK 22EK 28EK 28EK 30EK 30EK 31ES 32ES 36ES 36ES 35ES 35ES 39ES 42ES 3SES 39ES 42ES 43ES 141 
140 1701< 190K 20EK 22EK 27EK 27EK 30EK 30EK 31ES 32ES 35ES 36ES 35ES 3SES 39ES 42ES 35ES 38ES 42ES 43ES 140 
139 170K 180K 200K 22EK 27ES 27EK 29EK 29EK 30ES 31ES 35ES 36ES 34ES 34ES 38ES 41ES 34ES 37ES 41ES 42ES 139 length: 
138 170K 180K 200K 21EK 270K 27ES 29EK 29EK JOES 31ES 34ES 35ES 34ES 34ES 38ES 41ES 34ES 37ES 41ES 42ES 138 
137 170K 180K 190K 2 1EK 270$ 260K 290$ 28EK 29ES 30ES 34ES 34ES 34ES 33ES 38ES 40ES 33ES 36ES 40ES 41ES 137 3.5-6.5 feet 
136 160K 180K 190K 210K 260K 260$ 280K 28EK 29ES 30ES 33E5 34ES 33E5 33ES 37E5 40E5 33ES 36ES 40ES 40ES 136 
135 16CK 180K 190K 200K 260$ 260K 280$ 28ES 2905 29ES 33ES 33ES 33ES 33ES 37ES 39ES 32ES 35ES 39ES 40ES 135 Weight: 134 16CS 17CK 190K 200K 260K 250$ 280K 270K 280$ 29ES 32ES 33ES 33ES 32ES 36ES 39E5 32ES 35ES 39ES 39ES 134 
133 16CK 17CS 190K 200K 250$ 250K 2705 270$ 280$ 28E5 32ES 32ES 32ES 32E8 36E8 38ES 31ES 34ES 38ES 39E8 133 5-12 pounds 
132 16CS 17CK 180K 200K 250K 250$ 270K 260K 270$ 28ES 310$ 32ES 320$ 31ES 3SES 38ES 30ES 34ES 38ES 38ES 132 
131 16CK 17C5 180K 190 K 250$ 240K 260$ 260$ 2705 2705 3105 31ES 310$ 3\ES 3SES 37E5 30ES 33ES 37ES 38ES 131 

Fumble 130 ISCS 17CK 1801< 190K 2401( 2405 260K 260K 2705 270$ 300$ 310$ 310$ 31ES 34ES 37ES 29ES 32ES 37ES 37ES 130 
129 I SCI< 17CS 18CS 190K 240$ 240K 260$ 250$ 260$ 260$ 300$ 310$ 310$ 300$ 34ES 36ES 29E5 32ES 37ES 36ES 129 Range: 128 1SC$ 16CK 17CK 1901< 240k 230$ 250K 2501< 260$ 260$ 290$ 300$ 31)0$ 300$ 33ES 36ES 28ES 31ES 38ES 36ES 128 
127 fSBK 16CS 17CS 180K 240S 230K 250$ 240$ 250$ 25os 290$ 3008 300$ 290$ 330$ 35ES 280$ 31ES 36ES 3SES 127 01-05 
126 158$ 16CK 17CK 1801< 23CK 230$ 2SOK 240K 250$ 250$ 290$ 290$ 300$ 290$ 320$ 350$ 270$ 300$ 35ES 35ES 126 
125 158K 168$ 17CS 1808 23CS 220K 240$ 240$ 250$ 250$ 280$ 290$ 290$ 290$ 320$ 340$ 260$ 300$ 35ES 34ES 125 

Range 124 158$ 16BK 16CK 1801< 23CK 22CS 24CK 230K 240$ 240$ 2705 280$ 290$ 280$ 320$ 340$ 260$ 290$ 34ES 34ES 124 
123 14AK 158$ 16CS 170$ 22CS ZICK 23CS 230$ 240K 240$ 270$ 280$ 280$ 280$ 310$ 3305 250$ 290$ 34ES 33ES 123 (08 Mod): 
122 14AS ISBK 16CK 17CK 22CK 22CS 23CK 220K 230$ 23QK 260$ 270$ 280$ 270$ 310$ 330$ 250$ 280$ 33ES 32ES 122 
121 14AK 158$ 16CS 17CS 22CS 21CK 23CS 2208 23CK 230$ 260$ 270$ 2808 2708 3008 320$ 240$ 270$ 33E8 32ES 121 
120 14AS 158K 16CI< 16CK 21CK 21CS 22CK 2201< 23CS 220K 250$ 260$ 270$ 270$ 300$ 320$ 240$ 270$ 32ES 310$ 120 
119 14AK 15A5 15C5 16CS 21CS 21CK 22CS 210$ 22CK 2205 250K 260$ 270$ 2605 2905 310$ 230$ 260$ 32ES 310$ 119 
118 14AS 14AK 158K 16CK 21CK 20CS 22CK 210K 22CS 2101< 2405 250K 270$ 260$ 2905 3105 230$ 260$ 310$ 3005 118 
117 13AK 14AS 158$ 16CS 21CS 20CK 21CS 20C5 21CK 2105 240K 250$ 260$ 250$ 280 $ 3005 2205 250$ 310$ 300$ 117 
116 13AS 14AK 158K 15CK 20CK 20CS 21CK 20CK 21CS 200K 230$ 240K 26CS 250$ 280$ 300$ 210$ 250$ 300$ 290$ 116 
115 13AK I4AS 148$ 15CS 20CS 19CK 20CS 20CS 21CK 2005 230K 240$ 25CS 2505 2705 2905 210$ 240$ 300$ 2aos 115 
114 13 14AK 148K 15CK 206K 19CS 20CK 19CK 20CS 19CK 22C8 230K 25CS 2405 270$ 290$ 200$ 240$ 290$ 2aos 114 
113 13 14A8 148$ 15CS 1965 19CK 20C8 19CS 20CK 19CS 22CK 230$ 25CS 240$ 2705 2805 200$ 2308 290$ 270$ 113 
112 13 13AK 1461< 14CK 196K 19CS 19CK 18CK 19CS 18CK 21CS 2201< 24CS 230$ 2605 2805 190$ 230$ 280$ 270$ 112 
111 13 13AS 13AS 14CS 1965 1861< 19C8 18C5 19CK 18CS 21CK 220$ 24CS 230$ 2605 2705 190$ 220$ 280$ 260$ 111 
110 12 13AK 13AK 14CK 186K 186$ 19CK 18CK 19CS 17CK 20CS 21CK 24CS 230$ 250$ 270$ 180$ 210$ 270$ 260$ 110 
109 12 13 13AS 148$ 186S 1761< 18CS 17CS 18CK 11CS 20CK 21CS 23CS 220$ 250$ 260$ 180$ 210$ 270$ 2508 109 
108 12 13 13AK 136K 18AI< 176$ 186K 17CK 18CS 16CK 19CS 21CK 23CS 22CS 240$ 260$ 17CS 200$ 270$ 240$ 108 
107 12 12 13AS 138$ 18AS 176K 178$ 17CS 18CK 16CS 19CK 20CS 22CS 21C5 2405 250$ 16CS 20CS 260$ 240$ 107 
106 12 12 12AK 13BK l7AK 168$ 17BK 16CK 17CS 16CK 18CS 20CK 22CS 21CS 23CS 2505 16CS 19CS 260$ 230$ 106 
105 12 12 12AS 128$ 17AS 166K 178$ 16C$ HCK 15CS 18CK 19CS 22CK 21CS 23CS 240$ ISCS 19CS 250$ 230$ 105 
104 11 12 12AK 12BK 17A< 16AS 16BK 15CK 166$ 14CK 17CS 19CK 21CS 20CS 22CS 24CS 1SCS 18CS 250S 2208 104 
103 11 12 12AS 128$ 16AS 16AK 168$ 15CS 1681< 14CS f7CK laCS 21CK 20CS 22CS 23CS 14CS 18CS 240$ 2205 103 
102 11 11 11AK 12BK 16A< 15AS 16BK 15CK 168$ 14CK 16CS 18CK 21CS 20CK 21CS 23CS 14CS 17CS 240$ 210$ 102 
101 11 II liAS 11AS 16AS 16AK 158$ 146$ 158K 13CS 16CK 17CS 20CK 19CS 21CS 22CS 13CS 16C5 230$ 200$ 101 
100 11 II ltAK 11AK I SA< 15AS 15AK 146K 158$ 13CK ISCS 17CK 20C8 19CK 21CS 22C5 12CS 16CS 230$ 2008 100 
99 11 'I I 11 11AS 15 14AK I SAS 136$ 146K 12CS tSCK 16CS 19CK 18CS 20CK 2 1CK 12CS 15CS 220$ 19CS 99 
98 11 11 10 IIAK 15 14AS 14AK 13BK 146$ 12CK 14CS 16CK 19CS 18CK 20CS 21CS 11CS 15CS 2205 19CS 98 
97 10 II 10 10A5 14 14AK 14A$ 138$ 14BK IICS 14CK 15CS 198K 18CS 19CK 20CK liCK 14CK 210$ 18CS 97 
96 10 10 10 I OAK 14 13AS 13AK 1281< 136$ 11BK 13CS 15CK 186$ 17CK 19C5 20CS IOCS 14CS 21CS IOCS 96 
95 10 10 10 IOA5 14 13AK 13AS 12BS 136K lOBS 13CK 14CS 186K 17CS 18CK 19CK lOCI< 13CK 20CS 17C8 95 
94 10 10 10 I OAK 14 13 13AK 118K 12A5 10BK 126$ 14CK 188$ 16CK 18C5 19CS 9CS 138$ 20CS 16CK 94 
93 10 10 9 9AS 13 12 12AS 118S 12AK 98$ 126K 13CS 176K 16CS 17CK 18CK 9CK 128K 19CS 16CS 93 
92 10 10 9 9AK 13 12 12AK 11AK 12AS 96K 116$ 13CK 178$ 16CK 17CS 18CS 865 1185 19CS ISCK 92 
91 9 9 9 9AS 13 12 12AS 10AS 11AK a as 11BK 12CS 168K 15CS 16CK T7CK 7BK llBK 18CS 15CS 91 
90 9 9 9 aAK 12 11 11AK I OAK 11AS 861( l OBS 1281< 168$ 15CK 16CS 17CS 78$ 108$ 18CS 14CK 90 
89 9 9 8 8 12 11 11 9AS I OAK 78S 1081< 128$ 168K 14CS 16CK 16BK 6BK I OAK 18CS 14CS 89 
88 9 9 8 8 12 11 10 9AK lOA$ 7BK 96$ 118K 158$ 14CK 158$ 168$ 6AS 9AS 17CS 13CK 88 
87 9 9 8 8 11 10 10 9AS 10AK 68$ 981< 118$ 15BK 148$ 156K 15BK SAK 9AK 17CS 128$ ffT 
86 9 8 8 7 II 10 10 8AK 9AS 6AK 88$ IOBK 158$ 136K 148$ 158$ 5A8 8AS 16CK 126K 86 
85 9 8 7 7 11 10 9 BAS 9AK SA$ 86K lOBS 14AK 138$ 146K 148K 4AK 8AK 16CS 118$ 85 
114 8 8 7 1 II 9 9 7AK 8 5AK 7AS 98K 14AS 128K 136$ 148$ 0 7 15CK 11AK 114 
83 8 8 7 7 10 9 9 7AS 8 4AS 7AK 98$ 13AK 128$ 136K 138K 0 0 15CS IOAS 83 
82 8 a 7 6 10 9 8 7AK 8 4AK 6AS 88K 13AS 128K 126$ 138$ 0 0 14CK I OAK 82 
81 8 8 7 6 10 9 8 6AS 7 3AS 6AK 88$ 13AK 118$ 128K 128K 0 0 148$ 9 81 
80 8 7 6 6 9 8 7 6AK 7 3AK SA$ 781< 12AS IIBK 116$ 128$ 0 0 138K 0 80 
79 8 7 6 6 9 8 7 5 6 0 SAK 7AS 12AK lOBS 116K 11BK 0 0 136$ 0 79 
7a 7 7 6 5 9 8 7 5 6 0 4AS 6AK 12AS IOBK lOBS 1165 0 0 1261< 0 78 
77 7 7 6 5 8 7 6 5 6 0 4AK 6AS 11AK lOBS 106K I OAK 0 0 126$ 0 77 
76 7 7 5 5 8 7 6 4 5 0 3AS 5AK 111\S 9AK IOAS lOA$ 0 0 118K 0 76 
75 7 6 s 4 8 7 6 4 5 0 3AK SA$ I OAK 9AS 9AK 9AK 0 0 11AS 0 75 
74 7 6 5 4 8 6 5 3 4 0 0 41\K 10 BAK 9AS 9A5 0 0 I OAK 0 74 
73 7 6 5 7 6 5 3 4 0 0 4A$ 10 8AS BAK SAK 0 0 lOA$ 0 73 
72 7 6 4 4 7 6 4 3 4 0 0 3AK 9 8AK 8AS 8AS 0 0 9AK 0 72 
71 6 6 4 3 7 5 4 2 3 0 0 3 9 7AS ]AI( 7AK 0 0 9 0 71 
70 6 s 4 3 6 5 4 2 .:) 0 0 0 9 7AK 7AS 7AS 0 0 0 0 70 
69 6 5 4 3 6 5 3 0 0 0 0 0 8 6 6AK 6AK 0 0 0 0 69 
68 6 5 4 3 6 4 3 0 0 0 0 0 8 6 6AS 6A8 0 0 0 0 68 
67 6 5 3 2 5 4 3 0 0 0 0 0 7 6 SAK 5AK 0 0 0 0 67 
66 6 5 3 2 5 4 2 0 0 0 0 0 7 5 5 5 0 0 0 0 66 
65 5 5 3 2 5 3 2 0 0 0 0 0 7 5 0 0 0 0 0 0 65 
64 5 4 3 0 5 3 0 0 0 0 0 0 6 0 0 0 0 0 0 0 64 
63 5 4 2 0 4 3 0 0 0 0 0 0 6 0 0 0 0 0 0 0 63 
62 5 4 2 0 4 2 0 0 0 0 0 0 6 0 0 0 0 0 0 0 62 
61 5 4 2 0 4 2 0 0 0 0 0 0 5 0 0 0 0 0 0 0 61 
60 s 4 2 0 3 2 0 0 0 0 0 0 5 0 0 0 0 0 0 0 60 
59 5 3 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 4 3 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 4 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 4 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 4 3 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 3 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 2 0 0 0 0 I) 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 

40-42 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 



150 6EP SEP 10EP 12EP 15EP ISEP 18EP 18EP 16EP 18EP 22EP 22EP t6EP t6EP 21EP 24EP 18EP 21EP 24EP 26EP 150 
149 6EP 8EF tOEP 12EP JSEP 15EP ISEP ISEP 16EP 1SEP 22EP 22EP 16EP 16EP 21EP 24EP t8EP 21EP 24EP 26EP 149 
148 60P 80F 106P 12EP ISEP 15EP 18EP ISEP 16EP ISEP 22EP 22EP 16EP 16EP 21EP 24EP ISEP 21EP 24EP 26EP 148 
147 SOP 80F 10EP 12EP t5EP 15EP 18EP 18EP 16EP 18EP 22EP 22EP 16EP !SEP 21EP 24EP 18EP 21EP 24EP 26EP 147 
148 &CP 8CP lOOP 12EP t5EP 15EP 18EP 1SEP 16EP 17EP 21EP 21EP 16EP t6EP 21EP 23EP t7EP 20EP 24EP 25EP 148 

Weapon Type: 145 &CP SCP lOOP 12EP 15EP ISEP 17EP 17EP 16EP 17EP 21EP 21EP 16EP 16EP 20EP 23EP 17EP 20EP 23EP 25EP 145 
144 &CP 8CP lOOP 12EP 15EP 14EP 17Ep 17EP 15EP 17EP 21EP 21EP 16EP 16EP 20EP 23EP 17EP 20EP 23EP 25EP 144 

Pole Arm 143 68P 8CP 100~ !lOP 14DP 140P 17EP 17EP !SOP t7EP 20EP 20EP 15EP 15EP 20EP 23EP 17EP 20EP 23EP 2~EP 143 
142 68P 88P 10CP t10P 140P 140P 170P 17EP I SOP 16EP 20EP 20EP 15EP iSEP 20EFl 22EP t6EP ISEP 23EP 24EP 142 

Length: 
141 6BP 8BP 9CP 110P 140P 140P 170P 16EP tSOP 16EP 20EP 20EP ISEP 15EP 19EP 22EP 16EP 19EP 22EP 24EP 141 
140 6AP 8BP 9CP 110P 140P t40P 160P 16EP I SOP t60P 200P 20EP tSOP 15EP t9EP 22EP t6EP ISEP 22EP 23EP 140 

4-7 feet 13& 6AP SSP 9CP I lOP 140P 140P 160P t60P 140P 160P t90P 19EP I SOP ISEP ISEP 21EP 16EP ISEP 22EP 23EP 139 
138 SAP SAP 9CP IIOP 140P 130P 160P t60P 140P I SOP 190P t9EP t50P I SOP 19EP 2tEP tSEP t8EP 22EP 23EP 138 
137 6AP 7AP 9CP IIOP 130P 130P 160P I SOP 140P I SOP 190P 19EP t50P 140P ISEP 21EP !SOP 18EP 21EP 22EP 137 

Weight: 136 6AP 7AP 9BP lOOP 13CP t30P I SOP I SOP 140P I SOP I SOP I SOP t40P 140P I SOP 21EP 150P 18EP 21EP 22EP 136 

3-5 pounds 135 6AI( 1AP 9BP IOCP 13CP 13CP I SOP I SOP 14CP I SOP I SOP I SOP 140P 140P I SOP 20£P I SOP 17EP 21EP 22EP 135 
134 6 7AP 9BP 10CP 13CP 13CP I SOP I SOP 13CP 140P 180P I SOP 140P 140P I SOP 20EP 140P 170P 21EP 22EP 134 
133 6 7AP SBP IOCP 13CP 13CP ISCP I SOP 13CP 14DP I SOP 170P 140P 140P I SOP 200P 140P 170P 20EP 21EP 133 

Fumble 132 s 7AP SBP IOCP 13CP 12CP tSCP 140P 13CP 140P 170P 170P 140P 140P 170P 200P 140P 170P 20EP 21EP 132 
131 5 7AP SBP IOCP 12CP 12CP 14CP 140P 13CP 140P 170P 170P 140P 140P 110P 190P 140P 160P 20EP 21EP 131 

Range: 130 5 7AK SSP 10CP 12CP t2CP 14CP 140P ISCP !SOP t70P" 170P 14CP 130P 170P 190P 130P 160P 20EP 20EP 130 

01-04 UM 129 5 7 SAP 9CP 12BP 12CP 14CP 140P 12CP 13CP 160P 160P 13CP 131DP 17DP 1SDP I30P 1SDP 19EP 20EP 129 
12S 5 7 SAP 9BP 12BP 12CP HCP 130P 12CP t3CP iSOP 18DP 13CP 13DP 19DP I SOP 130P I SOP 19EP 20EP 128 
127 5 7 SAP 9BP 12BP 128P 14CP 13CP 12CP 13CP 16CP 16DP 13CP 13DP 160P I SOP 130P I SOP 19EP 190P 127 

Range 126 s 7 SAP 9BP 12BP liSP 13CP 13CP 12CP 12CP f&CP I SOP 13CP t30P 160P 1SOP 120P !SOP I SOP 190P 126 
125 5 6 SAP 9BP 11AP 11SP 13CP 13CP 12CP 12CP 15CP 150P 13CP 130P 160P I SOP 12CP 150P 190P 190P 125 

(OB Mod): 124 5 6 SAP 9BP 11AP IIBP 13CP 12CP 11CP f2CP ISCP I SOP 13CP 120P 150P 170P 12CP 140P 180P I SOP 124 

1'-10' (+0) 123 5 s 7AP 9BP 11AP 11BP 13CP 12CP 11CP 12CP 15CP I SOP 13CP 120P 150P t70P \2CP 140P !SOP !SOP 123 
122 s 6 7AP 88P II AP 11BP 12CP 12CP 11BP 11CP 14CP 140P 12CP 12CP 1SOP 17DP 11CP 140P 180P !SOP 122 

11'-50' (-20) 121 5 6 7AP SAP IIAP IIAP 12BP 12CP IIBP IICP 14CP 140P 12CP 12CP 15CP !GOP 1\CP 13CP iSOP t70P 121 

51'-100' (-40) 120 5 6 7AK SAP 11AP 10AP 12BP 12CP IIBP IICP 14CP 14CP 12CP 12CP ISCP 160P IICP 13CP 170P 170P 120 
119 5 6 7 SAP 10AP 10AP 12BP IICP 11BP tiCP 14CP 13CP 12CP 12CP 14CP I GOP 11CP 13CP 170P t70P 119 
118 5 6 7 SAP IOAP IOAP 12BP t1CP IOBP 10CP 13CP 13CP 12CP tiCP 14CP 160P 10CP 13CP t70P 170P liS 
117 5 6 7 SAP 10AK IOAP 11BP IICP IOBP 10CP 13CP 13CP 12CP 11CP 14CP 150P IOCP 12CP 170P 160P 117 
116 5 6 7 SAP 10 IOAP 11BP 11CP 10BP IOBP 13CP 12CP 11CP 11CP 14CP I SOP IOCP 12CP 160P 160P 116 
115 5 6 7 7AP 10 IOAP 11AP 10BP IOBP IOBP 12CP 12CP t1BP IICP 13CP ISCP IOCP 12CP 160P 160P 115 
114 4 6 6 7AP 10 9AP 11AP 10BP IOBP 9SP 12CP 12CP 11BP tiCP 13CP 15CP 9CP t2CP t60P 150P 114 
113 4 s 6 7AP 10 9AP 10AP IOBP 9BP 9SP 12CP 12CP IIBP IICP 13CP 14CP 9BP 11CP 160P I SOP 113 
112 4 s 6 7AP 9 9AK IOAP 10BP 98P 98P 12CP IICP 11BP tiCP 13CP 14CP 9BP IICP 150P t5CP 112 
111 4 5 6 7AP 9 s IOAP 9BP 9BP 98P IIBP IICP IIBP IOCP 12CP 14CP 9BP IIBP I SOP 14CP 111 
110 4 5 6 7AK 9 9 IOAP 9BP 9AP 8BP IIBP IICP 11BP IOCP 12CP 13CP SBP 10BP 15CP 14CP 110 
109 4 s 6 7 9 s IOAP 9BP 9AP SBP liSP IOCP IOBP IOCP 12CP 13CP 8BP IOBP 15CP 14CP 109 
108 4 5 6 6 9 8 SAP 9BP 6AP SBP fOBP IOCP IOBP IOCP 12CP 13CP SBP IOBP 14CP 13CP 108 
107 4 s 6 6 9 8 9AK 9AP SAP SBP IOBP IOCP IOBP IOCP 12SP 13CP SBP IOBP 14CP 13CP 107 
106 4 5 6 6 s s 9 SAP SAP 7BP 10BP 9CP IOBP 10BP 11SP 12CP 7AP 9BP 14CP t3CP 106 
105 4 5 5 6 s s 9 SAP SAP 7BP lOBP 9CP 10BP 9BP IIBP 12CP 7AP 9BP 14CP 12CP 105 
104 4 6 5 6 8 s 9 81\P SAP 7AP SSP SCP tOBP SBP 11SP 12BP 7AP 98P 13CP 12CP 104 
103 4 5 5 6 s 7 s SAP 7Ap 7AP '9BP 9BP 10BP 9BP liSP 12BP 7AP 9AP 13CP 12BP 103 
102 4 5 5 6 s 7 s 7AP 7AP 6AP 9SP SBP 9BP 9BP I OBP IIBP 6AP 8AP 13CP 12BP 102 
101 4 4 5 5 8 7 _s 7AP 7AP GAP SSP SBP 9AP 9BP 10SP 11BP 6AP 8~ 13CP 11BP 101 
100 4 4 s 5 7 7 8 7AP 7AK SAP SBP SBP 9AP 9BP IOBP IIBP 6AI( SAP 13CP 11BP 100 
99 4 4 5 5 7 7 7 7AP 7 6AP SAP 7BP 9AP 98P IOBP IOBP 6 7AP 12CP IIBP 99 
98 4 4 s 5 1 7 7 GAP 6 SAP SAP 7BP 9AP SBP 9SP IOBP 5 7AP 12BP lOOP 9S 
97 4 4 4 5 7 6 7 6AK 6 SAP 7AP 7BP 9AP SBP 9BP IOBP s 7AP 12BP lOOP 97 
96 3 4 4 s 1 6 7 6 6 SAP 7AP 78P 9AP SSP 9BP IOBP s 7AP 12BP I OAP 96 
9' 3 4 4 :. I 6 7 6 6 SAK 7AP 6BP SAP SBP 9BP SBP 5 6AI( IIBP 9AP 95 
94 3 4 4 4 6 6 6 6 6 4 SAP 6BP SAP SBP 9BP 9BP 4 6 IIBP 9AP 94 
93 3 4 4 4 6 6 6 5 6 4 SAP 6BP SAP SAP 8BP 9BP 4 6 1iBP 9AP 93 
92 3 4 4 4 6 6 6 5 s 4 GAP SBP SAP 7AP SAP SBP 4 0 118P SAP 92 
91 3 4 4 4 6 5 s 5 s 4 SAP SBP 6AP 7AP SAP SBP 4 0 10BP SAP 91 
90 3 4 " 4 6 5 5 s s 3 SAK SSP BAK 7Al' SAP 8BP 3 0 IOBP 8 90 
89 3 4 4 4 6 5 5 4 5 3 5 4AP 7 7AP 7AP 8BP 3 0 10AP 0 89 
88 3 3 3 4 6 5 5 4 s 3 5 4AP 7 7AP 7AP 7AP 3 0 10AP 0 88 
S7 3 3 3 3 5 5 5 4 4 3 4 4AP 7 7AP 7AP 7AP 0 0 SAP 0 87 
88 3 3 3 3 5 5 5 4 4 2. 4 4AP 7 SAP 7AP 7AP 0 0 SAP 0 88 
85 3 3 3 3 s 4 4 3 4 2 4 3AP 7 6AK GAP 7AP 0 0 SAP 0 85 
84 3 3 3 3 s 4 4 3 4 2 4 3AP 7 6 SAP 6AP 0 0 SAP 0 84 
83 3 3 3 3 5 4 4 3 4 2. 3 3AP 7 6 GAP 6AP 0 0 SAP 0 83 
82 3 3 3 3 s 4 4 3 3 0 3 2AP 6 s 6AP GAP 0 0 SAP 0 82 
S1 3 3 3 3 4 4 4 3 3 0 3 2AP 6 6 GAP SAP 0 0 SAP 0 S1 
80 3 3 3 2 4 4 3 2 3 0 2 2 G 6 SAK SAP 0 0 s 0 80 
79 3 3 2 2 4 3 3 2 3 0 2 0 6 5 5 SAP 0 0 0 0 79 
78 2 3 2 2 4 3 3 2 3 0 2 0 6 5 s 5AP 0 0 0 0 78 
n 2 3 2 2 4 3 3 2 2 0 0 0 6 5 5 4AP 0 0 0 0 n 
76 2 2 2 2 4 3 2 1 2 0 0 0 6 5 4 4AP 0 0 0 0 76 
75 2 2 2 2 3 3 2 I 2 0 0 0 6 s 4 4 0 0 0 0 75 
74 2 2 2 2 3 3 2 1 2 0 0 0 5 5 4 0 0 0 0 0 74 
73 2 2 2 1 3 2 2 I 2 0 0 0 5 4 4 0 0 0 0 0 73 
72 2 2 2 I 3 2 2 0 0 0 0 0 5 4 0 0 0 0 0 0 72 
71 2 2 2 1 3 2 1 0 0 0 0 0 s 4 0 0 0 0 0 0 71 
10 2 2 1 1 3 2 I 0 0 0 0 0 s 4 0 0 0 0 0 0 70 
69 2 2 1 1 2 2 1 0 0 0 0 0 s 4 0 0 0 0 0 0 69 
68 2 2 1 1 2 2 I 0 0 0 0 0 4 4 0 0 0 0 0 0 68 
67 2 2 1 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 67 
66 2 2 1 0 2 I 0 0 0 0 0 0 4 0 0 0 0 0 0 0 66 
65 2 2 1 0 2 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 65 
64 2 I 1 0 2 1 0 0 0 0 0 0 4 ·0 0 0 0 0 0 0 64 
63 2 1 1 0 1 1 0 0 0 0 0 0 4 0 0 0 0 0 0 0 63 
62 2 I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 62 
61 2 1 0 0 ' 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
60 1 I 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 I 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 ' ' 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 ' 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 I 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 I 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 l 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
48 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
45 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 25EP 27EP 29EP 31EP 32EP 32EP 35EP 35EP 36€P 38EP 42EP 42EP 40EP 40EP 45EP 48EP 42EP 45EP 48EP SOEP 150 
1~9 25EP 27EP 29EP 31EP 32EP 32EP 3SEP 3SEP 36EP 38EP 42EP 42EP 40EP 40EP· 45EP 48EP 42EP 45EP 48EP SOEP 149 
148 25EP 27EP 29EP 31EP 32EP 32EP 35EP 35EP 36EP 37EP 41EP 41EP 40EP 40EP 44EP 47EP 41EP 44EP 47EP 49EP 148 
147 25EP 27EP 28EP 30EP 3 tEP 31EP 34EP 34EP 3SEP 37EP 4tEP 41EP 39EP 39EP 44EP 47EP 41EP o~<~EP 47EP 49EP 147 
148 24EP 26EP 28EP 30EP 31EP 31EP 34EP 34EP 35EP 36EP 40EP 40EP 39EP 39EP 43EP 46EP 40EP 43EP 46EP 48EP 146 
145 24EP 26EP 28EP 29EP 30EP 30EP 33EP 33EP 34EP 36EP 40EP 40EP 38EP 38EP 43EP 46EP 39EP 42EP 46EP 47EP 145 Weapon Type: 144 24EP 26EP 27EP 29EP 30EP 30EP 33EP 33EP 34EP 35EP 39EP 39EP 38EP 38EP 42EP 45EP 39EP 42EP 45EP 47EP 144 
143 24EP 25EP 27EP 28EP 30EP 29EP 32EP 32EP 33EP 35EP 39EP 39EP 37EP 37EP 42EP 45EP 38EP 4 1EP 45EP 46EP 143 Pole Arm 
142 23EP 25EP 26EP 28EP 29EP 29EP 32EP 32EP 33EP 34EP 38EP 38EP 37EP 37EP 41EP 44EP 38EP 41EP 44EP 45EP 142 
141 23E.K 25t:P 26EP 28EP 29EP 29EP 31EP 31EP 32EP 34EP 38EP 38EP 37EP 37EP 41EP 44EP 37EP 40EP 44EP 45EP 141 

Length: 140 23EP 24EK 26EP 27EP 28EP 28EP 31EP 3tEP 32EP 33EP 37EP 37EP 36EP 36EP 40EP 43EP 36EP 39EP 43EP 44EP 140 
139 23EK 24EP 25EP 27EP 28EP 28EP 30EP 30EP 31EP 33EP 37EP 37EP 36EP 36EP 40EP 43EP 36EP 39EP 43EP 44EP 139 9-15 feet 
138 22EP 24EK 25EK 26EP 28EP 27EP 30EP 30EP 31EP 32EP 36EP 36EP 35EP 35EP 39EP 42EP 35EP 38EP 42EP 43EP 138 
137 220K 230P 24EP 26EP 27EP 27EP 29EP 29EP 30EP 32EP 35EP 36EP 35EP 35EP 39EP 42EP 35EP 38EP 42EP 42EP 137 
136 220P 230K 24EK 25EK 27EP 26EP 29EP 29EP 30EP 31EP 35EP 35EP 34EP 34EP 38EP 4tEP 34EP 37EP 41EP 42EP 136 Weight: 
135 220K 230P 240P 25EP 26EP 26EP 28EP 28EP 29EP 31EP 34EP 35EP 34EP 34EP 38EP 40EP 33EP 36EP 41EP 41EP 135 
134 210P 220K 230K 25EK 26EP 26EP 28EP 28EP 29EP 30EP 34EP 34EP 33EP 33EP 37EP 40EP 33EP 36EP 40EP 40EP 134 8-15 pounds 
133 210K 22DP 23DP 24EP 260P 25EP 270P 27EP 28EP 30EP 33EP 34EP 33EP 33EP 37EP 39EP 32EP 35EP 40EP 40EP 133 
132 210P 220K 220K 2401< 250P 250P 270P 27EP 28EP 29EP 33EP 33EP 33EP 33EP 36EP 39EP 31EP 34EP 39EP 39EP 132 Fumble 
131 200K 210P 22DP 230P 250P 240P 260P 270P 21!0P 290P 32EP 33EP 32EP 32EP 36EP 38EP 31EP 34EP 39EP 39EP 131 
130 20DP 210K 220K 230K 240P 240P 26DP 260P 270P 2SDP 320P 32EP 32EP 32EP 35EP 38EP 30EP 33EP 38EP 38EP 130 Range: 
129 200K 210P 2tOP 22DP 240P 23DP 250P 260P 27DP 28DP 31DP 320P 310P 31EP 35EP 37EP 30EP 33EP 38EP 37EP 129 01-07 UM 128 20DP 20DK 210K 22DK 240P 230P 25DP 25DP 26DP 27DP 310P 31DP 310P 310P 34EP 37EP 290P 32EP 37EP 37EP 121! 
127 190K 20DP 200P 22DP 230P 22DP 240P 25DP 260P 26DP 30DP 310P 30DP 30DP 34DP 36EP 28DP 310P 37EP 36EP 127 
126 19CP 20CK 20DK 21DK 230P 220P 24DP 240P 250P 260P 290P 300P 300P 300P 33DP 36DP 280P 3 10P 36DP 35EP 126 Range 
125 19CK 19CP 200P 210P 22DP 22DP 230P 240P 250P 250P 290P 290P 300P 300P 33DP 350P 270P 30DP 3SEP 3SEP 125 
124 19CP 190K 19DK 200K 22DP 21DP 23DP 23DP 240P 250P 28DP 29DP 290P 29DP 32DP 35DP 27DP 300P 35EP 34EP 124 (OB Mod): 
123 ISCK 19CP t90P 200P 210P 210P 22DP 23DP 240P 240P 28DP 28DP 290P 29DP 32DP 340P 260P 290P 34EP 33EP 123 
122 18CP 19CK 180K t90K 21DP 200P 22DP 22DP 23DP 24DP 27DP 28DP 28DP 280P 310P 33DP 25DP 280P 34EP 330P 122 
121 18CK 1SCP 18CP t90P 21DP 200P 21DP 22DP 230P 230P 27DP 270P 2SOP 28DP 310P 33DP 250P 28DP 33EP 32DP 121 
120 18CP 18CK 18CK tOOK 200K lOOP 210P 2 1DP 22DP 23DP 26DP 270P 27DP 27DP 300P 320P 240P 270P 330P 32DP 120 

Note: If a 119 17CK 18CP 17CP I SOP 20DP t90P 20DP 21DP 22DP 22DP 26DP 260P 270P 270P 300P 32DP 23DP 26DP 320P 31DP 119 
11S 17CP 17CK 17CK !SDK 19DK I BOP 200P 200P 2tOP 22DP 25DP 260P 260P 260P 290P 3 10P 23DP 26DP 32DP 300P 118 lance is used 
111 17CK 17CP 16CP 170P 19CP 180K 190P 20DP 21DP 21DP 25DP 25DP 260P 260P 290P 310P 22DP 25DP 3 10P 30DP 111 

unmounted 116 17CP 17CK t6CK 170K 19CK !SOP 19CK 19DP 200P 2 tOP 24DP 25DP 260P 260P 2SOP 30DP 22DP 250P 3 10P 290P 116 
115 16BK 16CP 16CP 16CP 18CP 17CK I BCP 19DP 20CP 200P 240P 240P 25DP 25DP 28DP 30DP 21DP 240P 300P 28DP 115 then use the 
114 16BP 16BK ISCK t8CK 18CK t 7CP ISCK I SDK 20CP 20CP 230P 240P 250P 250P 270P 29DP 20DP 23DP 30DP 28DP 114 
113 16BK 16BP 15CP 16CP 17CP 16CK I SCP ISCP 19CP t9CP 22DP 230P 240P 240P 270P 290P 200P 230P 29DP 270P 113 spear table. 
112 t5BP I SBK 15CK 15CK 17CK IGCP t7CK ISCK 19CP 19CP 22CP 23DP 240P 240P 26DP 280P 190P 220P 290P 27DP 112 
111 ISAK 15BP ldCP ISCP 17CP 15CK 17CP 17CP 18CP 18CK 21CP 220P 23CP 230P 260P 28DP 19DP 22DP 2SOP 260P 111 
110 I SAP ISBK I4CK 14CK 1601< 15CP 16CK t7CK f8CP t8CP 2!CP 22CP 23CP 23DP 250P 27DP 18CP 210P 280P 25DP 110 
109 15AK 14AP 13CP I4CP I SCP 15CK 16CP 16CP 17CP 17CK 20CP 21CP 23CP 230P 25DP 26DP t7CP 20CP 270P 25DP 109 
10S 14AP 14AK 13CK 13CK t5CK 14CP ISCK 16CK 17CK 17CP 20CK 210P 22CP 22DP 240P 26DP 17CP 20CP 270P 240P 108 
107 14AK 14AP 13BP 13CP ISCF 14CP tSCP 15CP 16CP 16CK 19CP 20CP 22CP 220P 24DP 25DP 16CP 19CP 26CP 23DP 107 
106 14AP 13AK 12BK 13CK ISCK 13CP t4CK ISCK 16CK 16CP 19CK 20CP 21CP 21CP 23CP 25DP 16CP t9CP 28DP 23DP 106 
105 14AK 13AP 12BP 12CP 14CP 13CK 14CP 14'CP 15CP tSCK ISCP 19CK 21CP 21CP 23CP 240P ISCK 18CK 25DP 22DP 105 
104 13 13AK IIBK 12CK 14CK 12CP t3CK 14CK 15CK 14CP ISCK t9CP 20CP 20CP 22CP 24CP 14CP 17CP 2SOP 210P 104 
103 13 t2AP liSP IICP t3BP 12CK 13CP 13CP 14CP 14CK 17CP 18CK 20CP 20CP 22CP 23CP t4CK 17CK 240P 21CP 103 
102 13 t2AK IIBK liCK 138K t2CP 12CK t3CK HCK 13CP 16CK 18CP 19CP t9CP 21CP 23CP 13CP 16CP 240P 20CP 102 
101 13 12AP IOBP IOCP 13BP liCK 12CP 12CP 13CP 13CK t6CP 17CK t9CP 19CP 21CP 22CP 12CK I SCI( 230P 20CP 101 
100 12 IIAK I OAK IOBK 1281< 118P liCK 12CK t3CK 12CP tSCK 16CP 19CP 19CP 20CP 22CP t2CP ISCP 22DP 19CK 100 
99 12 II 9AP IOBP t28P IOBK IICP IICP 12CP 12CK t SCP 16CK 18CP 18CP 20CP 21CP liCK 14CK 22CP 18CP 99 
98 12 II 9AK 9BK II AI< tOBP lOCK liCK t2CK IICP 1401< ISCP tSCP t8CP 19CP 21CP IICP 14CP 21CP IBCK 98 
97 12 10 9AP 9BP IIAP 981< 108P IOCP 126P IIBK 14CP 15CK 17CP 17CP 19CP 20CP lOCK 13CK 21CP 17CP 97 
96 11 10 8AJ( 8BK I OAK 9BP 98K IOBK 1181< I OBP t 3CK 14CP 17CP 17CP ISCP 19CP 9CP 128P 20CP 16CK 96 
95 11 10 SAP 8BP IOAP 881< 98P 108P 118P I OBK 13CP 14CK 16CP 16CP ISCP 19CP 98K t28K 20CK 16CP 95 
94 11 10 7AK 7BK I OAK SAP S8K 9BK IOBK 9BP 12CK 13CP t6CK 16CK 17CK ISCK 88P 118P 19CP ISCK 94 
93 10 9 7AP 7AP 9AP 8AK S8P 9BP IOBP 9BK 12BP 13CP 16CP t6CP 17CP 18CP 88K 118K 19CK ISCP 93 
92 10 9 7/1¥. 7AK 9AK 7AP 7BK 88K 981< SBP 118K 12CP 15CK 15CK t6CK 17CK 7AS IOAS 18CP 148K 92 
91 10 9 SAP 6AP SAP 7AK 7BP 8BP 9BP SBK IIBP 128K ISBP ISCP t6CP 17CP 6AP 9AP 18CK 13BP 91 
90 10 8 GAl< SAK SAK 6AP 6AK 7BK ·SBK 7AP 10BK IIBP 14BK 14CK ISCK 16CK 6AK 9AK 17CP 13Al< 90 
89 9 8 5 SAP 8 6AK 6AP 78P SAP 7AK 9BP 118K 148P 14CP 15CP ISCP 5 8 17CK 12AS 89 
68 9 8 5 SAK 7 SAP SAK 6AK 7AK 6AP 9BK 108P 13BK 13CK 148K 158K 0 0 16CP 11AP 68 
87 9 7 5 4AP 1 5AK 5AP 6AP 7AP 6AK 8BP 108K 13BP 13CP 148P 158P 0 0 16CK 11AK 87 
86 9 7 4 4AK 6 SAP 4AK SAK 6AK SAP 8AK 98P 12BK 128K 138K 14BK 0 0 ISCP 0 86 
85 6 7 4 4AP 6 4AK 4AP SAP 6AP 5AK 7AP 9BK 1285 128S 138$ 148$ 0 0 I SCK 0 85 
84 s 6 3 3AK 6 4 3AK 4AK SAK 4 7AK 88P 12BP 128P 128P 13BP 0 0 148P 0 84 
83 8 6 3 3AP 5 3 3AP 4AP SAP 0 GAP 8AK 118K IIBK 128K 12BK 0 0 148K 0 83 
82 8 6 3 2AK 5 3 2AK 3AK 4AI( 0 6AK 7AP 118$ 118S 118$ 12BS 0 0 138P 0 82 
81 7 5 2 2 4 2 2 3AP 4 0 SAP 7AK. t08P 108P 118P IIBP 0 0 138K 0 81 
80 7 5 2 0 4 2 0 2AK 0 0 5AK SAP I OAK 10BK 108K I IBK 0 0 12AS 0 80 
79 7 5 0 0 4 0 0 2 0 0 4 6AK 9AS 9BS IOAS IOAS 0 0 t 2AP 0 79 
78 7 4 0 0 3 0 0 0 0 0 0 SAP 9AP 98P 9AP 10AP 0 0 IIAK 0 78 
n 6 4 0 0 3 0 0 0 0 0 0 SAK 9AK 9AK 9AK 9AK 0 0 liAS 0 n 
76 6 4 0 0 2 0 0 0 0 0 0 4 SAS 8AS 8AS 9AS 0 0 10 0 76 
75 6 3 0 0 2 0 0 0 0 0 0 0 SAP SAP SAP SAP 0 0 0 0 75 
74 5 3 0 0 0 0 0 0 0 0 0 0 7AK 7AK 7AK 8AK 0 0 0 0 74 
73 5 3 0 0 0 0 0 0 0 0 0 0 7AS 7AS ?AS 7AS 0 0 0 0 73 
72 5 2 0 0 0 0 0 0 0 0 0 0 6AP GAP SAP 7AP 0 0 0 0 72 
71 5 2 0 0 0 0 0 0 0 0 0 0 6 6 6 6 0 0 0 0 71 
70 4 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 70 
69 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 69 
68 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 68 
67 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 67 
66 3 0 0 0 0 0 0 0 • 0 0 0 0 0 0 0 0 0 0 0 0 66 
65 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 ·65 
64 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 64 
63 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 63 
62 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 62 
61 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61 
60 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 56 
55 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 0 0 0 0 0 0 0 0 0 .0 0 0 0 0 0 0 0 0 0 0 49 
48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 20EP 22EP 25E,P ' 28EP 28ER 26El< 28E)t ~f2E~ 32El< 30EK 30EK 35EK 33EK .32EK 35EK 40EK 150 
149 20EP 22EP 2SEP 28EP RSJ::P- 26ES 28ES ,32ES 32ES· 30ES 30ES 35ES 3SES 32ES 35ES 40ES 149 
148 20EP 22EP 25EP 25EP 28EP 28EP 26EK 28EK \)2E~ 32EK 30EK 30EK 35EK 38EK' ·32EK 35EK 39E;K 148 
147 20EP ,22EP 2J;ER -25EP 28EP 27EP 26ES 27ES 31ES 31ES ~g~~· ~g€~· 34ES 37ES 31ES 34ES 39ES 1it7 
146 20EP 2fEP 24EK 24EP ,27EP 27ER 25EK 27EK 31~ 31EK 34EK 37.E~ ~m:;K 34EK: 38EK 146 
145 f90P 21 24ES 24EK 2.7EK 27EP 25ES ·27ES 30E$ 30ES 29ES 29ES 34ES 3oES 30ES 33ES .3BES 145 
144 190P 21Ef' 2~E:I> 24ES 27ES -26EK 25El< 26EK ·30EK 3QEK 29EK, 29EK 33E~ 3iiEk 30EK 33EK' 37EK 144 
143 15CS 170P ·t9DP 21EP 24DK 240P 2SOP 26ES 24ES zses ·aoes 30ES 28ES 28ES 33ES ·ases 29ES 32ES 37ES 143 
142 15CF! l'7CK 190P, 20EP -230~ 2~0l< 26DK 26EP 24EF! 26EP 29EK' 291:~ -'<!.SEK 28EK 32EK 35EK 29EK 32EK 35EK 36EK 142 

Length: 
141 15CK 17CS 180l' 200P .~gk 23.0S 260S 25EK 24EK 25EK ~m· 29ES 28ES 28ES 32ES 3SES> 28ES 3!ES ~~~~· ~~~~ 1.1 
140 15CS i7CP' 180K 200P 2'30P 250P 251:$ 23ES 25ES 28EP 28EK 27EK. 32EK 34EK 28EK 31EK 140 

6-15 feet 139 158P 17CK 18CS 200P 230$ 230K 250K 25DP 23DP 24EP 28EK 28EK 27ES 27ES 31ES 34ES 28ES 30ES 34ES 35ES 139 
138 t58K 16CS 18CP 190P 220P 220S 250$ 240K 23DK 24EK 28ES 28ES 27EK 27EK 31EK 33EK 27EK 30EK 34EK 34EK 138 
137 158S 16CP 18CK 190K 220K 220P 240P 240$ 230$ 24ES 27DP 27EP 27ES 27ES 30ES 33E8 27ES 29ES 33ES 34ES 137 

Weight: 136 148P 168K 17CS 190S 220$ 220K 240K 24DP 220P 230P 270K 27EK 26DK 26EK 30EK 32EK 26EK 29EK 33EK 33EK 136 

5-12 pounds 135 14BK 168$ 17CP 190P 22CP 210S 2408 23DK 220K 230K 260$ 2.6ES 26DS 26ES 30ES 32ES 26ES 28ES 32ES 33ES 135 
134 14A8 t68P 17CK 180K 21CK 21CP 230P 230$ 220$ 2308 260 P 26EP 26DK 26EK 29EK 3lEK 25EK 28EK 32EK 32EK 134 
133 t4AP 158K t 7C8 180$ 21CS 21CK 23CK 23DP 210P 220P 260K 260K 26DS 250S 29ES 31ES 25ES 28ES 32ES 32E8 133 

Fumble 132 14AK 1588 t6CP 180P 21CP 21CS 23CS 22DK 210K 220K 250S 250$ 25DK 250K 29EK 31EK 24EK 27EK 31EK 31EK 132 
131 14AS ISBP 16BK 18CK 21CK 20CP 22CP 220S 210$ 210S 250P 250P 250$ 250S 2808 3~ES 2408 27ES 31ES 3tES 131 

Range: 130 l 4AP ISAK 168$ 17CS 20CS 20CK 22CK 22DP 200P 2101" 2~0K 2~0K 2501.< 240K 280K 30EK 240P 27EP 30EK 'JOE!< 130 

01-07 UM 129 13AK ISAS 168P 17CP 20CP 20CS 22CS. 210~ 200K 210~ 2405 240S 240$ 240$ 27DS 290S 230!< 26_EK 30ES 30ES 129 
128 1SAS I SAP 168K t7CK 20CK 20CP 22GP 210S 20CS ~~g~ ~;g~ 240P 240K 241:JK 270K 290K 230$ 250$ 30EI\ 29EP 128 
127 J3AP 14.(\K 158$ 17CS 20.8.5 J9CK 21GK 2 1Df 20CP 230K < 240$··. 231:>$ 270$ :wos ·22DP 250P 29ES 29EK 127 

Range 126 13AK 14AS 15BP 16CP 19,BP 19CS 2tcSS' 20CK· 19CK 201DK '2305 23DS 24DK 230K· 260K 280~ ·220K 240K 29EP 2BES 126 
125 f3AS \4A~ 15BK 16CR 19BK. \98!:' 21CP 20CS l9_CS 1908 ''220 P 22DP 230$ · 230 $ 260$ 28m;; 210$ 2405 28EK 28EP 125 

(08 Mod): 124 13 14~ 1585 !60S i98S 19BK 20CK 20CP 19CP 190Fl 22DK 22DK ~OK,V3DK· 250.1< 2?DK .210R 230P 28E_S 27EJ< 124; 
123 13 14AS 14AP ISCP 198P 18.8$ 20CS 19eK ~8CK 18Dl< 220$ 2205 23CS 2205· 250$ 270$ 2.0DK 230K 28Ef>· 270S 123. 
122 12 13AP 14AK 15CK 188K 18BP 20CP 19C$ 18CS I BCS .2WP 21DP 22CP 220K 250K 260K 2QOS 220$ 27EK. 260P 122 
121 12 13AK 14AS_ 15BS 18BS t8BK t9CK 19CP 18CP \BQP 21CK 2.10K .~C_K 220$ 2405 "'<60S 2oop 220P. 270S 26Dl< 121 
120 12 13AS 14AP 15BP 18AP 17BS 19CS 18CK 17CK 17CK 20CS 200$ 22CS 210P 240K 260K 19DK 210K 260P 250$ 120 
119 12 13 14AK 14BK 18AK 17BP 19BP ISCS 17CS 17CS 20CP 200P 22CP 210K 230S 25DS 190$ 210$ 260K 250P 119 
118 12 13 13AS 148S 17AS 17BK 18BK 18CP 17CP 17CP 20CK 200K 21CK 21DS 230P 25DK 180P 210P 2605 240K 118 
117 12 13 13AP 14BP 17AP 17BS 18BS 17CK 17CK 16CK 19CS 190$ 21CS 200P 230K 240S 180K 20DK 250P 240$ 117 
116 12 12 13AK 14BK 17AK I SAP 18BP 17CS 16CS 16CS 19CP 190P 21CP 200K 220S 24DP I 70S 20DS 25DK 23DP 116 
115 II 12 13AS 13BS 17AS 16AK 17BK 17CP 16CP 15CP I BCK 18CK 20CK 20CS 220P 230K 17CP 190P 24DS 230K 115 
114 11 12 12AP 138P 16AP ISAS 17BS 16CK 16BK ISCK 18CS 18CS 20C8 19CP 220K 230$ 16CK 190K 240P 2208 114 
113 11 12 12AK 138K 16AK 16AP 17BP 168$ 15BS 15CS 16CP 17CP 20CP 19CK 21CS 230P 16CS 180S 230K 22DP 113 
112 II 12 12AS 13AS 16AS ISAK 16BK 168P 15BP 14CP 17CK 17CK 20CK 19CS 21CP 22DK 16CP ! BOP 2305 210K 112 
111 II 11 12AP 12AP 16AP ISAS 16BS 158K 15BK 14CK t7CS 17CS 19CS t9CP 20CK 2205 15CK 17CK 230P 210$ 111 
110 11 11 f2AK 12AK tSAK 15AP 16'AP ISBS f4BS 14CS t6Cp 1GCP 19.QP t8CK 20CS 210P )SCS 17CS 220K 200P 110 
109 11 i1 l1 t2AS 15 15AK lSAK 15BP 14BP t3CP )6CK 1GCK 19CK' 18CS 20CP 21CIQ 14CP 16GP 220S 200~ 109 
108 10 ,., 11. 12AP 15 ~4AS 151\S' 1g8K, l4BK 13CK }6CS 15CS 18CS t8CR 1·9CK .Z.OCS '14CK 16CK 21ElP 190$ 108 
107 10 11 II 11AK 15 14AP 15AP 148$ 14BS t3Bq .5CP 15CP l~~[ :;g~ 19CS 20CP 13CS 15CS 2.101< 190P 107 
106 10 11 11 11AS 14 I~AK ISAK 148P 13BP 1,2Be 15CK 15CK 180P 20CK 13CP 15CP ,21l:IS f SQK' 106 
105 10 10 to 1t~P 14 13AS 14AS ,13BK 13BK t28f< 14.8S 1.4CS· m~ 17Cf.' t.SCK '19CS 12CK 14CK -20DP 18DS 105 
104 10 "10 10 IIAK ~4 1'3 14AP 138$ 13Bs ~res 1481? 14CP l.6CK 18CS 19CP 12CS 14CS 200K 17CP 104 
103 10 fo· 10 t.OAS 1·4 13 \4AK 13BP 12AP 18R 148K 13CK 17EiK t6CS t7CP 18CK 12CR 14CP I 90S 17CK 103 
102 10 10 10 IOAP 13 13 13AS .l2A~ 12AK 11Bk 138S 13CS PBS 16CP 17CK rscs 11.8)< 13CK 19DP. 16CS 102 
101 9 10 t'o !OAK i3 12 13AP J2AS 12AS l OBS 138P t3CP t68P \6CK 17CS 17CP 118S 13CS 19CK 16CP '101 
100 9 9 9 IOAS 13 12 13AK 12AP I lAP 108P 128K t2CK lil8K ISCS 16CP 17CK 108P t2CP 18CS ISCK 100 
99 9 9 9 9 13 12 12 11AK 11AK 108K 12BS 12CS 168S ISCP 16CK 17CS IOBK 12BK 18CP ISCS 99 
98 9 9 9 9 12 12 12 11AS liAS 98S 128P 11CP !SBP 15CK tSCS ISCP 9AS ltBS 17CK 14CP 98 
97 9 9 9 9 12 11 12 11AP nAP 98P 118K IIBK 158K 14BS ISBP 16CK 9AP 11BP 17CS 14CK 97 
96 9 9 8 9 12 11 11 I OAK I OAK SAK 11BS 11BS 158$ 14BP 15BK 1SCS BAK 10BK 17CP 13CS 96 
95 8 9 8 8 12 11 11 10A8 10A8 BAS 108P 108P 15BP 148K 14BS 158P BAS lOBS 16CK 13CP 95 
94 8 8 8 8 11 11 11 10AP 10 SAP 10AK 10BK 14AK 138S 14BP HBK 8 9BP 16CS 128K 94 
93 8 8 8 8 11 10 10 9AK 9 7AK IOAS 98$ 14AS 138P 13BK UBS 7 9AK 15CP 128$ 93 
92 8 8 8 7 11 10 10 9AS 9 7AS 9AP 9BP 14AP 13BK 138$ 14BP 7 BAS 15CK 118P 92 
91 8 8 7 7 11 tO 10 9AP 9 7AP 9AK 9BK 13AK 128$ i3BP 13BK 6 SAP I SCS I IBK 91 
90 8 8 7 7 10 9 9 MK 8 SAK 8A~ 88$ 13AS' 12BP 12BK 13BS 6 7AK 14CP iOAS 90 
89 8 8 7 1 10 9 9 6 8 6 BAP 8BP IMP 12BK t2BS 12BP 5 7 i<\CK IOAP 89 
88 7 l 7 6 10 9 9 8 8 ? BilK 7BK 13AI\ 12B$ 118P 1~BK 5 0 HlBS> 9A~ 88 
87: 7 7 6 ' 6 10 9 8 7 8 5 _7AS 78$ 12A$ ltBP 11BJ(o 118$ . 4 0 13BP 9 87 
86 7 7 6 6 9 8 8 7 7 5 7,/<.P 7BP 121\P 11AK t.tBS 11BP 4 0 13BK 0 86 
85 'I 7 6 6 9 8 il 7 7 " SA!< 6AK 12AK 111\S 10AP 118~ 0 0 128$ 0 85 
84 7 7 6 5 9 6 'a- 6· 7 4 6 6AS ft fOAP I OAK 1088 6 0 12BP 0 84 
83 7 6 6 5 9 8 7 6 6 4 6 SAP 11 10AK IOAS 10AP 0 0 11ilK- 0 83 
82 7 6 5 5 8 7 ., 6 6 3 5 5AK n 10As 9Al' 9AK 0 0 liAS 0 82 
81 6 "6 5 5 II 7 7 5 6 q 5 SAS 11 _$.AP 9,AK 8AS 0 0 11AP 0 81 
80 6 6 s 4 8 7 6 5 5 0 4 4AP 10 9AK BAS SAP 0 0 I OAK 0 80 
79 6 6 5 4 8 7 6 5 5 0 4 4AK 10 9 SAP 8AK 0 0 IOAS () 79 
78 6 6 4 4 7 6 6 4 5 0 4 3AS 10 8 8AK 8AS 0 0 9AP 0 78 
77 6 5 4 4 7 6 5 4 5 0 3 3 9 8 7AS 7AP 0 0 9 0 77 
76 6 5 4 3 7 6 5 4 4 0 3 0 9 8 7AP 7AK 0 0 0 0 76 
75 6 5 4 3 7 5 5 3 4 0 0 0 9 8 6AK 6AS 0 0 0 0 75 
74 5 5 4 3 6 5 4 3 4 0 0 0 9 7 6 6AP 0 0 0 0 74 
73 5 s 3 3 6 5 4 3 3 0 0 0 8 7 6 5AK 0 0 0 0 73 
72 5 4 3 2 6 5 4 2 3 0 0 0 8 7 5 5 0 0 0 0 72 
71 5 4 3 2 6 4 3 2 3 0 0 0 8 6 5 0 0 0 0 0 71 
70 5 4 a· ~ 5 4 3 0 0 0 0 0 1 6 0 0 0 0 0 0 70 
69 5 4 2 2 5 4 3 0 0 0 0 <0 7 6 0 0 0 0 ~ 0 69 
68 5 4 2 1 5 4 2 o· 0 0 0 0 7 5 0 Q 0 0 0 68 
67 4 4 2 1 5 3 2 0 0 0 0 0 7 5 0 0 0 0 0 0 !;7 
66 4 3 2 I 4 3 2 0 0 0 0 0 6 s 0 0 0 ·o 0 0 66 
65 4 3 2 0 4 3 0 0 0 0 '0 0 6 0 0 Q 0 0 0 0 65 
64 4 3 I 0 4 3 0 0 0 0 0 0 .6 0 0 0 0 0 0 0 64 
83 4 3 I 0 4 2 0 0 o. Q 0 0 5 0 0 0 0 0 0 0 63 
62 4 3 I 0 3 2 0 0 0 0 0 0 5 0 0 0 0 0 0 '0 62 
61· 4 2 1 0 3 2 0 0 0 0 0 0 5 0 0 9 0 0 Q 0 61 
60 3 2 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 60 
59 3 2 0 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 59 
58 3 2 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58 
57 3 2 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 57 
56 3 2 0 0 2 0 0 0 0 0. 0 0 0 0 0 0 0 0 0 0 56 
55 3 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55 
54 3 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 54 
53 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 53 
52 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52 
51 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 2 0 0 0 0 0 0 0 ·0 0 Q 0 '() 0 0 0 0 0 0 0 so 
~9 2 0 0 0 o' 0 0 0 ·o 0 0 0 0 0 0 0 0 0 0 0 49 
48 2 .o 0 0 (> 0 0 0 ·0 0 6 0 0 0 0 0 0 0 0. 0 48 
47 2 o. 0 0 0 0 ·0 0 0 0 Q 0 () 0 0 0 0 0 .o 0 47 46. 1 0 0 0 0. 0 '0 0 •Q. 0 0 0 0 0 0 0 0 0 0 0 46 
45 I 0 0 0 0 0 0 0 0 () 0 0 o· 0 0 0 0 0 0 0 45 
44 1 0 0 0 0 0 0 · 0 o. 0 0 0 0 0 0 0 0 0 0 0 44 
43 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



150 SOP 10EP 12EP 14EP 20EP 20EP 23EP 23EP 20EP 22EP 26EP 26EP 20EP 20EP 25EP 2SEP 22EP 25EP 28EP 30EP 150 
149 BCP lOOP 12EP 14EP 20EP 20EP 23EP 23EP 20EP 22EP 26EP 26EP 20EP 20EP 25EP 28EP 22EP 25EP 28EP 30EP 149 
14$ 8CP 10CP 120P 14EP 20EP 20EP 23EP 23Ep 20EP 22EP 26EP 26EP 20EP 20EP 25EP 28Ep 22EP 25EP 28EP 30EP 14$ 
147 8CP 10CP 120P 14EP 200P 200P 23EP 23EP 20EP 22EP 26EP 26EP 20EP 20EP 25EP 28EP 22EP 25EP 28EP 30EP 147 
146 8CP 10CP 120P 14EP 200P 200P 230P 23EP 20EP 21EP 25EP 25EP 20EP 20EP 25EP 27EP 21EP 24EP 27EP 29EP 146 
145 8CP 10CP 12CP 140P 200P 200P 220P 22EP 19EP 21EP 25EP 25EP 20EP 20EP 24EP 27£P 21EP 24EP 27EP 29EP 145 Weapon Type: 144 88P IOCP 12CP 140P 190P 190P 220P 22EP 190P 21EP 25EP 25EP 19EP 19EP 24EP 27EP 21EP 24EP 27EP 2SEP 144 
143 S9P IOBP 12CP 130P 190P 190P 220P 22EP 190P 21EP 24EP 24EP 19EP 19EP 24EP 26EP 21EP 24EP 27EP 2SEP 143 Pole Arm 
142 89P IOBP 12CP 130P 190P 190P 220P 220P 190P 200P 24EP 24EP 19EP 19EP 24EP 26EP 20EP 23EP 26EP 2SEP 142 
141 BBP lOBP 11CP 130P 19CP 190P 210P 210P 190P 200 P 240P 24EP 190P 19EP 23EP 26EP 20EP 23EP 26EP 2SEP 141 
140 S9P IOBP 11CP 130P 19CP 19CP 210P 210P 180P 200P 240P 23EP 190P 19EP 23EP 26EP 20EP 23EP 26EP 27EP 140 Length: 
139 SBP IOBP 11CP 130P ISCP ISCP 21CP 210P I SOP 200P 230P 23EP 190P 190P 23EP 25EP 20EP 22EP 26EP 27EP 139 5-10 feet 138 SAP 9BP 11BP 13CP 1SCP 18CP 21CP 210P 180P 190P 23DP 23EP 180P 18DP 23EP 25EP 19EP 22EP 25EP 27EP 138 
137 SAP 9BP 11BP 13CP 18CP 18CP 20CP 200P 18CP 190P 230P 220P ! SOP 18DP 22DP 25EP 19EP 22EP 25EP 26EP 137 
136 SAP 9AP II BP 12CP 18CP 18CP 20CP 20DP IBCP 19DP 22DP 220P I BOP 18DP 22DP 24EP 190P 22EP 25EP 26EP 136 Weight: 
135 SAP 9AP 11BP 12CP 18CP 18CP 20CP 20DP 17CP 19DP 22DP 220P I SOP I BOP 22DP 240P 190P 21EP 25EP 26EP 135 
134 7AP 9AP IIBP 12CP ISCP 17CP 20CP 200P 17CP 180P 220P 220P I SOP 180P 220P 240P 180P 21EP 24EP 25EP 134 3-8 pounds 
133 7AP 9AP IIBP 12CP 17CP 17CP 20CP 190P 17CP IBCP 220P 2t0P I SOP 170P 210P 230P 180P 2tOP 24EP 2SEP 133 
132 7AP 9AP IOBP 12CP t7BP 17CP 19CP 190P 17CP 18CP 210P 210P 17CP 17DP 210P 230P t80P 200P 24EP 25EP 132 Fumble 131 7AS 9AP lOBP 12CP 17BP 17CP 19CP 19CP 17CP 18CP 21DP 210P 17CP 170P 21DP 23DP 17DP 200P 24EP 24EP 131 
130 7AP 9AP IOBP 12CP 17BP 17BP 19CP 19CP 16CP t7CP 21 0 P 20DP 17CP 170P 210P 23DP f70P 200P 23EP 24EP 130 Range: 
129 7AK 9AP IOAP 118P 17BP 178P 19CP 19CP 16CP 17CP 20CP 200P 17CP 17DP 20DP 22DP 17DP 200P 23EP 24EP 129 01-05 UM 128 7 9AP IOAP 11BP 16BP 16BP 18CP 18CP 16CP 17CP 20CP 200P 17CP 170P 200P 22DP 17DP 190P 23EP 23EP 128 
127 7 SAP tOAP 11BP 16BP 169P 18CP 18CP 16CP 17CP 20CP 190P 17CP 16DP 200P 22DP I SOP 19DP 23EP 23DP 127 
126 7 8AS lOAP 11BP 16BP 169P 1SCP 19CP 1SCP 16CP 20CP 19DP 16CP t6DP 20DP 21DP 160P 190P 22EP 23DP 126 Range 125 7 SAP IOAP 11BP 168P 16BP 18CP 17CP ISCP 16CP 19CP 190P 16CP 16CP 190P 21DP !SOP 18DP 220P 220P 125 
124 7 SAK 9AP 11BP 16BP 15BP 17BP 17CP ISCP 16CP 19CP 18DP 16CP 16CP 190P 2 1DP 18CS I SOP 220P 22DP 124 (08 Mod): 
123 7 8 9AP 11BP 16BP 158P t7BP 17CP 158P 15CP 19CP 18DP 16CP t6CP 19CP 200P ISCP I SOP 210P 220P 123 1'-10' (-10) 122 7 8 9AP IOBP 15AF 15BP 17BP 17CP 15BP ISCP 18CP 18CP 16CP 15CP 19CP 15CS !80S 21DP 2 1DP 122 
121 7 s 9AP 10BP ISAF 15BP 17BP 16CP 148P 15CP 18CP 18CP 16CP ISCP 16CP 15CP 17DP 21DP 2 1DP 121 11'-25' (- 20) 
120 7 8 9AP IOBP 15AF 15BP 17BP 16CP 14BP 15CP 18CP 17CP 15CP 15CP 16CP 15CS 17CS 210P 210P 120 26'-50' (-30) 119 6 8 9AP IOAP I SAP 158P 16BP 16CP 14BP 14CP 17CP 17CP 15CP 15CP ISCP 19CP 14CP 17CP 20DP 20DS 119 
118 6 8 9AP IOAP 15AF 14AP ISBP 16CP 14BP 14BP 17CP 17CP 15CP 15CP I SCP 19CP 14CS 16CS 20DP 20DP 118 
117 6 8 9AP IOAP 14AP 14AP 16BP 15BP 14BP 14BP 17CP 16CP tSBP 15CP t7CP 19CP 14CP 16CP 200P 20DS 117 
116 6 7 9AS 10AP 14AP 14AP 16BP 15BP t3BP 14BP 17CP 16CP 15BP 14CP 17CP 18CP 14CS 16CS 200P 19DP 116 
115 6 7 SAP 9AP 14AS 14AP 15BP 15BP 13BP 13BP 16CP 16CP 14BP 14CP 17CP 18CP 13CP 16CP 19DP 190 $ 115 
114 6 7 8AK 9AP 14AP 14AP 158P 15BP 13BP 13BP t6CP 15CP t 4BS 14CP t7CP tSCP 13CS 15CS t90S 19DP 114 
113 6 7 8 9AP 14AS 13AP 15BP 14BP 13BP 13BP 16CP ISCP 14BP 14CP 16CP 17CP 13CP 15CP 190P t9DS 113 
112 6 7 8 9AP 14AP t3AP 15AP 14BP 13BP 13BP 15CP 15CP 148$ 14CP ISCP 17CP 128S 15CS I 90S t8DP 112 
111 6 7 8 9AP 13AS 13AP t4AP 14BP 12BS 12BP 15BP 14CP 14BP 13CS 16CP 17CP 12BP 15CP 180P 18CS 111 
110 6 7 8 9AP 13AP 13AS 14AP I49P 12BP 128P ISBP 14CP 14BS 13CP 16CP 17CF" 12BS 14BS 18DS t8CP 110 
109 6 7 8 9AP 13AS 13AP 14AP 13BP 12AS 12BP 15BP 14CP 13BP 13BS 159P 16CP 12BP 14BP 18DP 17CS 109 
108 6 7 8 8AS 13AP 12AS 14AP 13BP 12AP 12BS 14BP 14CP t3BS 139P 15BS 16CP IIBS 148$ 18CS 17CP 108 
107 6 7 7 SAP 13Al( 12AP t4AS 13BP 12AS 11BP 14BP 13CP 13BP 13BS 159P 16BP 11BP 139P 17CP 17CS 107 
106 6 7 7 BAS 12 12AS 13AP 13BP !lAP 11BS 14BP 13CP 13BS 13BP ISBS 15BP IIBS 13BS 17CS 16CP 106 
105 6 7 7 SAP 12 12AP 13AS 12BP 11AS 11BP 13BP 13CP 13BP 128$ 14BP 15BS 11AP 13BP 17CP 18CS 105 
104 6 6 7 SAK 12 12AS 13AP 12BP 11AP IIBS 13BP 12CP 13BS 129P !CBS 15BP 10AS 138$ 17CS t6CP 104 
103 5 6 7 8 12 t1AP 13AS 12AP 11AS IOAP 13BS 12BP 12AP t29S 14BP ISBS IOAP t2BP ISCP tSCS 103 
102 5 6 7 8 12 11AK 12AP 12AP IOAP IOAS 13BP 129P 12AS 129P 148$ 14BP 10AS 12AS 16CS 159P 102 
101 5 6 7 7 12 11 12AS 12AP 10AS 'IOAP 12BS 11BP 12AP 12BS 13BP 14BS tOAP 12AP 16CP 159S 101 
100 5 6 7 7 II 11 12AP t1AP 10AP IOAS 12BP 11BP 12AS 11BP 13BS 14BP 9AK 11AS 16CS 14BP 100 
99 5 6 7 7 11 11 12AS 11AS lOAS 9AP 12BS 11BP 12AP IIBS 139P 13BS 9AS IIAP ISCP I49S 99 
98 5 6 6 7 II 10 IIAP \lAP I OAP 9AS IIBP lOBP 12AS '118P t3BS 13BP 9 liAS 15CS 14BP 98 
97 5 6 6 7 11 10 IIAK liAS 9AS 9AP 11BS lOBS 'IIAP t1BS 129P 13BS 9 llAP 15CP 13BS 97 
96 5 6 6 7 II 10 11 IOAP 9AP SAS 11AP tOBP l iAS 11AP 12BS 1?RP II I nA~ t 4R~ 1:lRP 96 
95 5 6 6 7 10 10 tl IOAS 9AK SAP liAS lOBS IIAP liAS 12BP 12BS 8 tOAP t4BP 13AS 95 
94 5 6 6 6 10 10 tO IOAP 9 BAS IOAP 9BP liAS IOAP 12AS 12BP 8 I OAK 14BS 12AP 94 
93 5 5 6 6 tO 10 tO IOAS 9 SAP 10AS 9BS IIAP IOAS 11AP 128$ 7 9 14BP 12AS 93 
92 5 5 6 6 10 9 tO 9AP 8 7AS 10AP 9BP liAS IOAP liAS 11BP 7 9 t3BS 12AP 92 
91 5 5 6 6 10 9 tO 9AS s 7AP 9AS 88$ IOAS IOAS 11AP liAS 7 9 13BP liAS 91 
90 5 5 6 6 9 9 10 9AP 8 7AK 9AP 88P 10 IOAP liAS 11AP 7 9 13BS 11AP 90 
89 5 5 5 6 9 9 9 9AS 8 7 9AS ass 10 9AS IOAP IOAS 6 8 13BP IIAK 89 
88 4 5 5 6 9 9 9 SAP s 6 SAP 79P 10 9AP IOAS 10AP 6 8 128$ 10 88 
87 4 5 5 5 9 8 9 8AK 7 6 BAS 7BS 10 9AS 10AP IOAS 6 8 t2BP 10 87 
86 4 5 5 5 9 8 9 8 7 6 SAP 7AP 10 9AP tOAS 9AP 6 7 12AS 10 86 
85 4 5 5 5 9 8 8 8 7 6 8AK 6AS 9 9 9AP 9AS 5 7 12AP 9 85 
84 4 5 5 5 8 8 8 7 7 5 7 SAP 9 9 9AS 9AP 5 7 liAS 9 84 
83 4 5 5 5 8 8 8 1 7 5 7 6AS 9 8 9AP 9AS 5 7 11AP 9 83 
82 4 4 5 5 8 7 8 7 6 5 7 6AP 9 8 9AS SAP s 6 liAS 8 82 
81 4 4 4 5 8 7 7 7 6 5 6 SAS 9 s SAP BAS 4 6 11AP 8 81 
80 4 4 4 4 8 7 7 6 6 4 6 SAP 8 8 s SAP 4 6 10Al( 8 80 
79 4 4 4 4 1 7 7 6 6 4 6 SA$ s s s 7AS 4 0 !OAK 0 79 
78 4 4 4 4 7 7 7 6 5 4 6 4AP 8 7 s 7AP 4 0 10 0 78 
77 4 4 4 4 6 7 6 5 4 5 4AS 8 7 7 7AS 3 0 10 0 77 
76 4 4 4 4 6 6 5 5 3 5 4AP 8 7 7 6AP 3 0 9 0 76 
75 4 4 4 4 6 6 5 5 3 5 3AK 8 7 7 6 3 0 9 0 75 
74 4 4 4 4 7 6 6 5 s 3 4 3 7 7 7 6 0 0 9 0 74 
73 3 4 4 3 6 6 6 5 4 3 4 3 7 7 6 6 0 0 9 0 73 
72 3 4 3 3 6 5 5 4 4 2 4 2 7 6 6 5 0 0 8 0 72 
71 3 4 3 3 6 5 5 4 4 2 4 2 7 6 6 5 0 0 8 0 71 
70 3 3 3 3 6 5 5 4 4 2 3 2 7 6 6 5 0 0 8 0 70 
69 3 3 3 3 6 5 5 4 4 0 3 0 7 6 5 4 0 0 0 0 69 
68 3 3 3 3 5 5 4 3 3 0 3 0 6 6 5 4 0 0 0 0 68 
67 3 3 3 3 5 5 4 3 3 0 2 0 6 5 5 4 0 0 0 0 67 
66 3 3 3 2 5 4 4 3 3 0 2 0 6 5 5 0 0 0 0 0 66 
65 3 3 3 2 s 4 4 3 3 0 2 0 6 5 4 0 0 0 0 0 65 
64 3 3 2 2 s 4 4 2 3 0 0 0 6 5 4 0 0 0 0 0 64 
63 3 3 2 2 5 .. 3 2 2 0 0 0 6 5 4 0 0 0 0 0 63 
62 3 3 2 2 • 4 3 2 2 0 0 0 5 5 4 0 0 0 0 0 62 
61 3 3 2 2 • 3 3 2 2 0 0 0 5 4 0 0 0 0 0 0 61 
60 3 3 2 2 • 3 3 1 2 0 0 0 5 4 0 0 0 0 0 0 60 
59 3 2 2 t 4 3 2 1 0 0 0 0 5 4 0 0 0 0 0 0 59 
58 3 2 2 1 4 3 2 1 0 0 0 0 5 4 0 0 0 0 0 0 58 
57 2 2 2 1 3 3 2 t 0 0 0 0 5 4 0 0 0 0 0 0 57 
58 2 2 2 1 3 2 2 0 0 0 0 0 4 0 0 0 0 0 0 0 56 
55 2 2 1 1 3 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 55 
54 2 2 1 1 3 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 54 
53 2 2 I 1 3 2 I 0 0 0 0 0 4 0 0 0 0 0 0 0 53 
52 2 2 1 0 3 2 t 0 0 0 0 0 4 0 0 0 0 0 0 0 52 
51 2 2 1 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 51 
50 2 2 1 0 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 50 
49 2 2 1 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49 
48 2 1 I 0 2 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 48 
47 2 I 0 0 2 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 47 
46 2 I 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46 
45 2 1 0 0 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 45 
44 1 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 44 
43 1 I 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43 
42 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 42 



B 11.1.1 BEAK/PINCHER ATTACK TABLE 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 . 

01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 .. 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 
40-42 0 0 0 0 o __ o · 0 0 0 o_ 0 0. .0 o_ o 0 0 0 0 0 40-42 
43-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43-45 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46-48 
49-51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49-51 

~\ 
52-54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 52-54 
55-57 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 -55·57 
58-60 0 0 0 1 0 0 0 0 0 0 0 1 0 0 0 0 0 0 1 2 5HO 
61-63 0 0 1 1 0 0 0 1 0 0 0 1 0 0 0 0 0 0 2 3AT 61-63 
64-66 0 0 1 2 0 0 1 1 0 0 0 .2 0 0 0 1 0 0 3AT 4BT 64-66 
67-69 0 0 2 3 0 1 1 2 0 0 1 3 0 0 0 1 0 1 4BT 5CT 67-69 
70-72 0 0. 2 3 1 1 2 3 0 0 1 4- 0 0 0 2 0 1 scr. _ soT - 70-72 
73-75 0 0 3 4 1 2 3 4 0 0 2 5 0 0 1 3AT 0 2 GOT 7AS 73-75 
76-78 0 1 4 5 2 2 3 4 0 1 3 5 0 0 2 4BT 1 3 7AS SAS 76-78 
79-81 0 1 4 5 2 3 ' 4 5 0 1 4 6 0 1 3AT SCT 1 4AT 7AS 9AS 79-81 
82-84 0 2 5 6 3 3 5 GAT 1 2 4 7AT 1 1 4BT 60T 2 SBT BAS 10AS 82-84 
.85=87 1 2__ _6. 7AT 3 4 - 6 7BT 1- . 2. 5.-SBT 1 2AT 5CT 7AS 3 6CT 9AS 10AS 85-87 
88-90 1 3 6 SBT 4 5 6 7CT 2 3 6 9CT 2AT 3BT 60T SAS 4AT 60T 10AS 11AS 88-90 
91-93 2 3 7 SCT 5 5 7 SOT 2 4 7AT 9DT 3BT 4CT 7AS 9AS SBT 7AS 11AS 12BS 91-93 
94-96 2 4 SAT 90T 5 6 SAT 9AS 3 4 SBT 10AS 4CT SOT BAS 10AS 6CT BAS 12BS 13BS 94-96 
97-99 3 5 BBT 10AS GAT GAT SBT 10AS 3 SAT BCT 11AS 4DT 5AK 9AK 11AS GOT 9AS 13BS 14BS 97-99 

100-102 3 5~T 9CT 10AS. 6BT 7BT 9CT tOAS 4AT 6BT 9DT 12AS SA$ GAS 10AS 12BS 7A$ 10AS 14BS 158~ 100-102 
103-'105 4AT esT 1oot ·f1As 7CJ SCT _10DT i1AS 5BT 6CT 1 OAS i 3AS 6AK' 7AK 1iAK 13§S SAS :1l As 14BK 16BK io~-1os 

Maximum Results for Small Attacks 
106-108 SBT 6CT 10AS 12AS 7DT SOT 11AS 12AS SCT 70T 11AS 13AS 7AS BAS 12BS 14BS 9AS 12BS 15CS 17CS 106-108 
109-111 SCT 70T 11AK 12AS SAK 9AK 11AK 13BS 6DT 7AK 11AK 14BS 7AK 9AK 13BK 15BK 10AS 12BS 16CK 1SCK 109-111 
112-114 6DT BAS 12AS 13BS 9AS 9AS 12AS 13BS 6AK BAS 12AS 15BS 8BS lOBS 14BS 16CS 11AS 13BS 17CK 19CS 112·1 14 
11-5·117 6AK .SAK i2AK 14BK 9AK 1 OA.K 13AJ:< 14BK 7AK 9AK 13BK 16BK 9BK 1 OBK 1.5BK 17CJ< i1AK i4BK 1SCK 20DK 115-117 
118~120 VAK 9AS 13AS 15Bs fOBS· 11 BS 16€S 1StS 

• • " ~ r 

118-120 

~ 
10AS 11AS 13BS 150$ aAs. 9AS 14B.S ~17CS 12BS· 15CS 190S 200S 

Maximum Results for Medium Attacks 
121-123 7AK 9AK 14BK 15CK 10AK 11AK 14BK 16CK 8AK 10BK 15BK 17CK 11 BK 12BK 17CK 19CK 13BK 16CK 20DK 21 DK 121-123 
124-126 BAK 10BS 14BS 16CS 11BS 12BS 15BS 16CS 9AS 11BS 15CS 1SCS 11CS 13CS 1BCS 20CS 14BS 17CS 21DS 22DS 124-126 
127-129 9AK 10BK 15BK 17CK 11BK 12BK 16CK 17CK 9BK 11BK 16CK 19CK 12CK 14CK 19CK 21 OK 15CK 18CK 21DK 23DK 127-129 
130-132 9BS 11BS 16CS 17CS 12BS 13BS 16CS 180S 10BS 12CS 17CS 200S 1 3CS l5CS 20DS 220$ 16CS 1805 22ES 24ES 130-132 
133-135 10BK 12CK 16CK f'8Dfc; 13CK 14CK '17CK f 9'0K 11BK 12GK 18DK 210-i< ~4CK tSCI( 2H)K 23DK 16CK J 9DK 23EK ;ipEK 133-135 

I 

Maximum Results for Large Attacks I 
I 

136-138 10BS 12CS 17CS 19DS 13CS 14CS 1SDS 19DS 11CS 13CS 18DS 21DS 14DS 16DS 22DS 24ES 17DS 20DS 24ES 26ES 136-138 
139-141 11CK 13CK 1SOK 190K 14CK 15CK 180K 20EK 12CK 14DK 1.9DK 22EK 150K 170K 23EK 25EK 1SOK 2tEK 25EK 27EK 139·141 
142-144 11CS 13DS 180S 20ES 14DS 1505 19DS 21ES 12DS 14DS 20ES 23ES 16ES 1SES 24ES 26ES 19ES 22ES 26ES 28ES 142-144 
145-147 1_20K 14DK 19EK 21 EK 15DK 16DK 20EK 22EK 130K 15EK 21EK 24EK 17EK 19EK 25EK 27EK 2QEK 23EK 27EK 2_9EK 14~·14] 
1-48-150 13ES 15ES 20ES 22FS t6ES 17ES 21is .23FS 13ES 16ES 22ES .. 25fS 1SES 20ES 26ES 2SFS 21ES 24ES 2SFS SOFS 1'48-150 --- MaximLinf Results lor Huge-Attacks -
Note: An F-severity critical result indicates tm £-critical rolf on the Slash Critical Strike Table and a C-critiral roll on the Krush Critical Strike Table. 
Note: Animals attempting to hold olliO a target (on this table) may he given an additional artack on the Grapple Art ad Table if they nhtain a critiral strike result on this taMe. 
Crit ical Strikes: P = Puncture, S =Slash , K = Krush, G =Grapple, U =Unbalance, T =Tiny 

-



11 .1.2 BITE ATTACK TABLE 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 

01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 
40-42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40-42 
43-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43-45 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46-48 
49-51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 49-51 
52·54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 I 2 52-54 
55-57 0 0 0 0 0 0 0 0 0 0 0 0 0. 0 0 0 0 0 2 3AT 55-57 
58-60 0 0 0 1 0 0 0 0 0 0 0 1 0 0 0 1 0 0 3 SAT 58-60 
61-63 0 0 0 1 0 0 0 0 0 0 0 2 0 0 I 2 0 0 4AT 6BT 61·63 
64·66 0 0 0 2 0 0 0 1 0 0 0 3 0 0 2 3 0 1 6BT 7CT 64-66 
67-69 0 0 1 3 0 0 1 2 0 0 0 4 1 1 3 SAT 1 2 7CT 90T 67-69 
70-n. 0 0 1 4 0 0 2 3 0 0 0 5 2 2 4AT SAT 2 3 BOT 10ET 70-72 
73-75 0 0 2 5 0 0 3 4 0 0 1 7 3AT 3 SAT 7BT 3 4 10ET 11AS 73-75 
76·78 0 0 3 6 0 1 4 5 0 0 2 s 4BT 4AT 7BT 9CT 4 SAT 11AP 13AP 76-78 
79-81 0 0 4 7 1 1 5 6 0 1 3 9AT 5CT SBT SCT 100T 5 7BT 12AS 14AS 79-S1 
82-84 0 1 5 8 1 2 6 7AT 0 2 4AT 10BT 60T SCT 90T 11 ET 6 aCT 14AP 15AP 82·84 
85-87 0 2 6 9AT 2 3 7AT 9AT 0 3 SBT 11CT 7ET .7DT 11ET 13AS 7AT 9DT 15AS 17BS 85-87 
88-90 0 3 7AT 10BT 3AT 4AT 8AT 10AT 1 4 7CT 130T 8AP SET 12AS 14AP S8T 10ET 1SAP 1S8P 88·90 
91-93 0 4 SST 11CT 4AT SAT 98T 11BT 1 SAT SOT 14ET 9AP 9AP 13AP 16AS 9CT 11AP 1S8S 19BS 91-93 
94·96 1 SAT 9CT 120T SBT SAT 10CT 12CT 2AT SBT 9ET 1SAP 10AP 10AP 1SAS 17AP lOOT 13AS 19BP 218P 94-96 
97-99 1AT SAT 90T 13ET SCT 7BT 110T 130T 3AT 7CT 10AP 16AS 11AP 11AP 16AP 18BS 1 1 ET 1 4AP 208S 22BS 97-99 

100-102 2AT 7BT 10ET 14AP 70T 8CT 12ET 14ET 4AT 80T 12AS 17AP 12AP 12AP 178S 20BP 12AP 1SBS 22BP 238P 100-102 
103-105 3BT 8CT 11AP 15AS SET SOT 13AP 1SAP S8T 9ET 13AP 19AS 138P 13BP 1S8P 21BS 13AS 168P 23BS 25BS 103-105 

Maximum Results for Small Attacks 
106-108 4CT SOT 12AS 16AP 9AP 9ET 14AS 178S 6CT 10AP 14AS 208P 14BP 1 48P 20BS 22CP 14AP 188S 248P 26CP 106-10S 
109-111 SOT 10ET 13AP 17AS 10AP 10AP 1SAP 188P 70T 11AP 1S8P 218S 168P 168P 218P 24CS 1SAS 198P 2SCS 27CS 109-111 
112-114 SET 11AP 1485 18BP 11AP 11AP 168S 198S SET 12AP 178S 228P 178S 17BS 22CS 25CP 168P 20CS 27CP 290P 112·114 
11_5-117 6AP 12AP 1SBP 1~BS 1 lAP 12AP 17BP 20CP ~AP 13AP 18BP 23CS 1SCP 18CP 23CP 26CS 178S 21CP 280S 300S 115·117 
118-120 7AP 13AP 168S 208P 12BS 138S 188S 21CS 10AP 148P 19CS 25CP 19CS 19CS 2SCS 280P 188P 22CS 290P 31DP 118-120 

Maximum Results for Medium Attacks 
121-123 SAP 148P 178P 21CS 138P 148P 198P 22CP 11AP 1S8S 20CP 26CS 20CP 20CP 26CP 290S 19CS 24CP 31 OS 330S 121-123 
124-126 SAP 1S8S 17CS 22CP 148S 1S8S 20CS 23CS 128P 168P 22CS 27CP 21CS 21CS 270S 310P 20CP 2SOS 320P 34EP 124·126 
127-129 108P 168P 18CP 23CS 1S8P 15BP 21CP 250P 138P 178S 230P 2SOS 220P 22CP 290P 320S 21CS 260P 33ES 35ES 127-129 
130-132 118S 178S 19CS 240P 16CS 16CS 22CS 260S 148S 18CP 240S 290P 230S 230S 300S 33EP 2.20P 270S 35EP 37EP 130-132 
133-135 11 BP 18CP 20CP 25DS 17CP 17CP 23CP 270P 15BP 19CS 25DP 31DS 24DP 24DP 31DP 35ES 23DS 28DP 36ES 38ES 133·135 

Maximum Results for Large Attacks 
136-138 128S 19CS 21CS 260P 1SCS 18CS 24CS 2SOS 1 6CS 20CP 270S 320P 2SOS 2SOS 32ES 36EP 240P 30ES 37EP 39EP 136·138 
139-141 13CP 20CP 220P 27ES 19CP 19CP 2SOP 29EP 17CP 21 CS 28EP 33ES 26EP 26EP 34EP 37ES 2SES 31 EP 39ES 41 ES 139·141 
142-144 14CK 210K 230K 28EP 20DK 20DK 260K 30EK 18CK 220P 29EK 34EP 27EK 27EK 3SEK 39EP 26EP 32EK 40EP 42EP 142-144 
145-147 1SOS 22DS 24ES 29ES ?IDS 21DS 27ES 31 ES 1 ~_O_S 230S 30ES 35ES 2SE$ 2SE§ 36ES 40ES 27E_$ 33ES 41 ES 43ES 145-147 
14S·150 16EP 23EP 2SEP 30FP 22EP 22EP 28EP 33FP 20EP 2SEP 32EP 37FP 29EP 29EP 38EP 42FP 29EP 35EP 43FP 45FP 148·150 

Maximum Results for Huge Attacks 

NOTE: An F-severity critical indicates an £-critical roll on the Puncwre Critical Strike Table and a C-critical roll on the Slash Critical Strike Table. 

NOTE: Animal.f attempting to hold onto a target (on this table) may be given an additional attack 011 the Grapple Attack Table if they obtain a critical result 011 this table. 

CRITICAL STRIKES: P = Pu11cture. S =Slash. K = Krush. G =Grapple. U = U11balance. T = Ti11y 



11.1.3 CLAW/TALON ATTACK TABLE 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 

01-02 F F F F F F F F F F F F F F F F F F F F 01·02 
03·30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03·30 
31·33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31·33 
34·36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37·39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 37·39 
40·42 0 0 0 0 9 0 0 0 0 0 0 0 Q _ 0 0 0 0 0 1 1 40:_42 
43·45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 2 43-45 
46·48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 2 46-48 
49-51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 0 2 3 49·51 
52·54 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0 1 0 1 3 4AT 52·54 
55·57 0 0 0 1 - 0 _ o 0 0 0 0 0 I o __ o 0 2 0 1 4AT 4AT 55·57 
58·60 0 0 0 I 0 0 0 1 0 0 0 2 0 0 1 3 0 2 4BT SBT S8-60 
61·63 0 0 1 2 0 0 1 1 0 0 1 2 0 0 1 3 1 2 SCT 6CT 61·63 
64·66 0 0 1 2 0 0 1 2 0 0 1 3 0 0 2 4 1 3 6DT 60T 64-66 
67·69 0 0 2 3 0 1 2 2 0 0 2 3 1 1 3 SAT 2 4 6ET 7ET 67-69 
70·72 0 0 2 - 3 1 1 2 3 0 1 2 _4 1 1 3 SAT 2 4 7AS SAS 70·72 __ 
73-75 0 1 3 4 1 1 3 4 0 1 3 s 2 2 4AT 6BT 3 SAT BAS SAS 73·75 
76-78 0 1 3 4 2 2 3 4 1 2 3 SAT 2 2 SAT 7CT 4 6BT 8AS 9AS 76-78 
79-81 0 I 4 s 2 2 4 SAT 1 2 4 6BT 3 3AT SST 70T 4 6CT 9AS lOAS 79·81 
82·84 0 2 4 SAT 3 3 4 SAT 1 3 5 6CT 3AT 3BT 6CT SET 5 7DT 9AS IOAS 82·84 
85·87 I 2 s 6BI ___ 3 3 s SAT 2 3 SAT 70T _ 4BI_ 4CT 70T 9~S SAT 7ET lOBS liAS 85-87 
88·90 1 3 5 7CT 4 4 SAT 7BT 2 4 6BT SET 4CT 40T 7ET 9AS 6BT BAS IIBS 12BS 88·90 
91 ·93 1 3 6AT 70T 4 4 6AT 7CT 3 4 6CT BAS SOT SET BAS 10AS 7CT 9AS 11BS 12BS 91·93 
94-96 2 4AT 6BT SET s 5 78T SOT 3 SAT 7DT 9AS SET SAS 9AS liAS 7DT 9AS 12BS 13BS 94·96 
97·99 2 4AT 7CT BAS SAT SAT 7CT SET 4 SST BET 9AS 6AS 6AS 9AS 11BS SET 10AS 138S 13BS 97-99 

100· 102 13 SBT 70T 9AS _ 6AT. 6AT SOT 9AS 4AT 6CT BAS lOBS ~6~S 6AS 1_!)AS 12BS 9AS 118S 13BS 14BS 100-102 
103·1 05 3AT SCT SET 9AS 6BT 6AT SET lOBS SAT 60T 9AP IIBS ?AS. 7BS 11BS 13BS 9AS 11BS 14BS 1SBP 103·105 

Maximum Results for Small Attacks 
106·108 4AT SOT SAP 10AS 7CT 7BT 9AS lOBS SAT 7ET 9AS 11BS ?AS 7BS 11BS 13CS 10AS 12BS 1SBP 1SCS 106-108 
109·111 48T SET 9AS IOAS 7DT 7CT 9AP 11BS 6BT SAP IOAP 12CS 8AS 8BS 12BS 14CS 10AS 12BS 1SCS 16CP 109-111 
112·114 4CT 7AS 9AP 11BS BET SOT lOBS 11CP 6CT 8AS 10AS 12CS 8BS 8BS 13CS 1SCP 11BS 13CS 16CP 17DS 112-1 14 
115· 117 SOT 7AP l OBS II BS 8Af!. BET IOBP 12CS SOT 9AP 11BP 13CP 9BS 9CS 13CP 1SCS 12BS 14CP 16DS 170P 115-117 
118-120 SET 8BS 10BP 12BS 9AP 9AP I I BS 13CP 7ET 9BS 12BS 14CS 9BS 9CP 14CS 160P 12BS 14CS 170P 180S 118-120 

Maximum Results for Medium Attacks 
121-123 6AP SBP 11 BS 13CP 9AP 9BP 12BP 13CS 7AP 10BP 12BP 140P lOCP 10CS ISCP 170S 13CP 1SCP 180S 19EP 121-123 
124·126 6AP 9BS llBP 13CS IOAP 10BP 12CS 140P 8BP lOBS 13CS ISDS 10CS IOCP ISOS 170P 14CS 160S 18EP 19ES 124·1 26 
127·129 7BP 9BP 12CS 14CP IOBP lOBP 13CP 14DS 8BP 11BP 13CP lSDP 11CP 11CS 160P ISDS 14CP 16DP 19ES 20EP 127·129 
130-132 7BS 10CS 12CP 14DS 11BP 11BS 13CS 15DP 9BS 11CS 14CS 16DS 11C_S 1,1DP _f?.DS 19EP 15DS 17DS 20EP 21 ES 130-132 
133-135 7BP 10CP 13CS ISDP 11BP 11CP 14CP 16DK 9BP 12CP 1SDP 17DP 12DP 12DS 17DP 19ES 1SDP 170P 20ES 21 EP 133·135 

Maximum Results for Large Attacks 
136·138 SBS 11CS 13CP 15DS 12BS 12CS 14CS 16ES 10CS 12CS 1SDS 17ES 12DS 12DP 18ES 20EP 1605 18ES 21 EP 22ES 136·138 
139·141 8CP 11CP 14CS 16EP 12CP 12CP ISDP 17EP 10CP 13CP 16DP 18EP 130P 13ES 19EP 21ES 17EP 19EP 22ES 23EP 139·141 
142·144 9CK 120K 140P 16EK 13CK 13CK ISDK 17EK 11CK 13DK 16EK 18EK 13EK 13EP 19EK 21EP 17EK 1 9EK 22EP 23EK 142·144 
145-147 90S 12DS ISO~ 1 7E~ 13CS I~OS 16ES 18ES liDS 14DS i7ES 19ES 14ES 14ES 20ES 22ES 18ES 20ES 23ES 24ES 145-147 
148·150 10EP 13EP ISEP 18F.P 14DP 14DP 17EP 19FP 12EP lSEP ISEP 20FP ISEP' ISEP 21 EP 23FP 19EP '21 EP 24FP 24FP 148·150 

Maximum Results for Huge Attacks 

NOTE: An F-sew!rity critical indic:ates an £ -critical roll on the Puncture Critical Strike Table and a C-critical roll 011 the Slash Critical Strike Table. 
CRITICAL STRIKES: P = Pu11cturc. S =Slash. K = Kn1slz. G =Grapple. U =Unbalance, T =Tiny 



11.1 .4 GRAPPLE/GRASP/ENVELOP/SWALLOW ATTACK TABLE 
9 18 17 16 15 14 13 12 11 10 9 8 7 6 ~ 4 

01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03·30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31·33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34·36 
37·39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 
40·42 0 0 0 0 0 0 0 0 0 9 0 0 0 0 0 0 0 0 0 0 40·42 
43·45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43·45 
46·48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46·48 
49·51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49·51 
52·54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52·54 
55·57 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55· 57 
58·60 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58·60 
61·63 lAG 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61-63 
64·66 lAG 1 0 0 1AG 1 0 0 1 0 0 0 1 0 0 0 0 0 0 0 64·66 
67·69 l AG 1AG 1 1 lAG lAG 0 0 lAG 1 0 0 1 1 0 0 0 0 0 0 67-69 
70·72 lAG 1AG 1 1_ 1AG lAG 1 1 lAG 1 0 0 1AG 1 0 0 0 0 0 0 70·72 
73·75 1AG lAG 1AG 1 2AG lAG 1 1 lAG l AG 1 1 2AG lAG 1 0 0 0 0 0 73·75 
7&-78 lAG lAG 2AG 2AG 2AG 2AG lAG 1 lAG 1AG 1 1 2AG 2AG 1 0 0 0 1 0 76·78 
79-81 lAG 2AG 2AG 2AG 2AG 2AG 2AG 2AG 1AG 2AG lAG 2 2AG 2AG 1 1 0 0 1 0 79·81 
82·84 1AG 2AG 2AG 3AG 2AG 2AG 2AG 2AG 2AG 2AG 2AG 2AG 3AG 3AG 2 1 0 0 2AG 1 82·84 
85·87 1AG 2AG 3AG 3AG 3AG 3AG 2AG_ 3AG 2AG 2AG 2AG 3AG 3AG 3AG 2AG 2. 0 0 2AG 1 85-87 
88-90 lAG 2AG 3AG 3AG 3AG 3AG 3AG 3AG 2AG 2AG 3AG 3AG 3AG 3AG 3AG 2 1AG 1 3AG 2 88·90 
91·93 2BG 2AG 3AG 4AG 3AG 3AG 3AG 4AG 2AG 3AG 3AG 4AG 4AG 4AG 3AG 3 1AG 1 3AG 2 91·93 
94·96 2BG 3AG 4AG 4AG 4AG 4AG 4AG 4AG 2AG 3AG 4AG 4AG 4AG 4AG 4AG 4 1AG 2AG 4AG 3 94·96 
97·99 2BG 3AG 4AG SAG 4AG 4AG 4AG SAG 2AG 3AG 4AG SAG 4AG SAG 4AG 4AG 2AG 2AG SAG 4 97·99 

100·102 2BG 3AG 4AG SAG 4AG 4AG 4AG SAG 3AG 3AG 4AG SAG SAG SAG SAG SAG 2AG 3AG 4AG 4 100·102 
103·105 2SG 3SG SBG SSG 4SG SSG SSG 68G 3BG 4BG 5BG 6AG 5fi1G 5BG SAG SAG 3AG 4AG 6AG SAG 103·105 

Maximum Results for Small Attacks 
106·1 08 2CG 4BG SSG 6BG 5BG SSG 5BG 6SG 3BG 4BG SBG 6AG 6BG 6BG 6AG 6AG 3AG 4AG 6AG 6AG 106-108 
109·111 2CG 4BG SBG 6BG SBG SBG 6BG 7BG 3BG 4BG 6BG 7AG 6BG 6BG 6AG 7AG 4AG SAG 7AG 6AG 109·111 
112·114 2CG 4BG 6BG 7BG SBG 6BG 6BG 7SG 3BG 4BG 6BG 7AG 6BG 7BG 7AG 7AG 4AG SAG SAG 7AG 112-1 14 
115·117 20G 4CG 6CG 7CG SCG 6CG 6CG 7CG 4CG SCG 7CG SBG 7CG 7CG 7BG 8BG SBG 6AG 8BG SAG 115·117 
118·120 2CG 4CG 6CG 7CG 6CG 6CG 7CG SCG 4CG SCG 7CG SSG 7CG 7CG SBG SBG SBG 7SG 9BG SAG 118·120 

Maximum Results for Medium Attacks 
121·123 3DG SCG 7CG SCG 6CG 7CG 7CG SCG 4CG SCG SCG 9BG 7CG SCG SSG 9BG 6BG 7BG 9BG 9AG 121-123 
124·126 3DG SCG 7CG SCG 6CG 7CG 7CG 9CG 4CG SCG SCG 9CG SCG SCG 9CG 10CG 6CG 8CG 10CG 9AG 124·126 
127·129 3DG SDG 7DG 9DG 7DG 7DG 8DG 9DG 4DG 6DG 8DG 10CG 8DG 9DG 9CG 10CG 7CG 8CG 1 OCG 1 OBG 127·129 
130·132 3D.G SDG 8DG 9DG 7DG 8DG 8DG _10DG 4DG 6DG 9DG 10CG 8DG 9DG 10CG 110G 7CG 9CG 11CG 11BG 130·132 
133-135 3DG !>DG BOG 9DG 7DG SDG 9DG 10DG 5DG 6DG 9DG 11DG 9DG 9DG 10DG 11 DG 8DG 10DG 12DG 11CG 133·135 

Maximum Results for Large Attacks 
136·138 3EG 6DG 8DG 10DG 7DG SDG 9DG 11DG SDG 6DG 10DG 110G 9DG 10DG 11DG 11DG SDG 10DG 12DG 12CG 136·138 
139·141 3EG 6EG 9EG 10EG SEG 9EG 9EG 11EG 5EG 7EG 10EG 12DG 9EG 10EG 11DG 13DG 9DG 11DG 13DG 13DG 139·141 
142·144 3EG 6EG 9EG 11 EG 8EG 9EG 10EG 12EG 5EG 7EG 11 EG 12EG 10EG 11EG 12EG 13EG 9EG 11EG 13EG 13DG 142-144 
145·1 47 3EG 6EG 9EG 11EG SEG 9EG 10EG 12EG 5EG 7EG 1J EG 13EG 1 Q~G. 11EG 12EG 14EG 1 OEG 12EG 14EG_ 14EG 145·1 47 
148·150 4EG 7EG 1 OEG 12FG 9EG 10EG 11EG 13FG 6EG 8EG 12EG 14FG 11 EG · 12EG 13EG 14FG 11EG 13EG 15FG 15FG 148·150 

Maximum Results for Huge Attacks 

NOTE: An F-severiry critical indicates an £-critical mil and a C-critical roll (both Grapple criticals). 
NOTE: For each consecuti1•e round that a creature obtains a critical strike 011 the same target (011 this table). the creamre obtains a11 additional+ 10 agai11st that target. 
CRITICAL STRIKES: P = Ptmcture. S =Slash. K = Krush, G =Grapple. U =Unbalance. T =Tiny 



01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 
40-42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40-42 
43-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43-45 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46-48 
49-51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 49-51 
52-54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 2 52-54 
55-57 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 0 2 3AT 55-57 
58-60 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 2 0 1 3 4BT 58-60 
61-63 0 0 0 1 0 0 0 0 0 0 0 1 0 0 1 3 0 2 4AT SCT 61-63 
64-66 0 0 0 2 0 0 0 1 0 0 0 2 0 0 2 4AT 0 3 SBT 60T 64-66 
67-69 0 0 1 3 0 0 1 1 0 0 1 3 0 0 3 SBT 1 4 GCT 7AP 67-69 
7Q-72 0 0 1 4 0 0 1 2 0 0 1 4 - 1 0 4AT GCT 2 5 70T SAP 70-72 
73-75 0 0 2 s 1 1 2 3 0 0 2 SAT 1 1 SBT 70T 3 GAT SAP 9AP 73-75 
76-78 0 0 2 G 1 1 3 4 0 1 3 GBT 2 1 GCT SAP 4 7BT 9AP 10AP 76-78 
79-81 0 1 4 G 2 2 4 SAT 0 1 4 7CT 3 2AT 70T 9AP SAT SCT 10AP 11AP 79-81 
82-84 0 1 s 7 3 3 s 6BT 1 2 SAT SOT 4AT 3BT SAP 10AP GBT 90T 11AP 12AP 82-84 
85-87 0 2 s s 4 4 GAT 7CT 1 3AT 6BT 9AP SBT 4CT 9AP 11AP 7CT 10AP 12AP 13AP 85-87 
88-90 1 3 GAT 9AT s 5 6BT SDT 2 4BT 7CT 10AP SCT SOT 10AP 12AP SOT 11AP 13AP 14AP 88-90 
91-93 1 4AT 7BT 10BT G G 7CT 9AP 3AT SCT SOT 11AP GOT GAP 11AP 13AP 9AP 12AP 14AP 158P 91 -93 
94-96 2 SBT SCT t1CT GAT GAT SOT 10AP 4BT GOT 9AP 12AP 7AP 7AP 12AP 14AP 10AP 13AP 158P tGBP 94-96 
97-99 3 SCT 90T 110T 7BT 7BT 9AP 11AP SCT 7AP 9AP 13AP SAP SAP 13AP 15BP ttAP 14AP 1GBP 17BP 97-99 

100-102 4AT GOT 9AP 12AP SCT SCT 10AP 12AP GOT SAP 10AP 148P 9AP 9BP 14BP 1GBP 12~P 15AP 17BP tSBP 100-102 
103-10S SBT 7AU 10AP 13AP 90T 90T 11AP 13BP 7AP 9AP 11AP 1SBP 9AP 1 OAP 15BP 17BP 13AP 16AP tSBP 19BP 103-105 

Maximum Results for Small Attacks 
106-108 GCT SAK 11 AP 14AP 10AP 10AP 12AP 14AP 7AP 10AP 12AP 16BP 10AP 11BP 1GBP 1SCP 14AP 17BP 19BP 20CP 106-108 
109-111 60T 9AP 12AP 15AP 11AP ttAP t2AP 14BP SAP 11AP t3BP 17CP 11AP 12BP 17BP 19CP 15AP 1SBP 20CP 21DP 109-111 
112-114 7AU 10AU 13AP 1GBP 11AP 11AP 13BP 15CP 9AP 12AP t4BP 1SCP 12BP 13BP 1SCP 20CP 16BP 19BP 21CP 22DP 112-114 
1J 5-117 8AK 10AK 14AK 16BK 1_2AP t2AP 14BP 16CP 1QAP 12BP 15BP 19CP 13BP 14BP 19CP 21 CP 17BP 20CP 220P 23DP 115-117 
1i8-120 9AP 11BP 14BP 17BP 13AP 13AP t 5BP 17CP 11BP 13BP 1GCP 20CP 13BP 1SCP 20CP 220P 1SCP 21CP 230P 24DK 118-1 20 

Maximum Results for Medium Attacks 
121-123 10AU 12BU 15BK 1SCK 14AP 14BP tGBP 1SCP 12BP 14BP 17CP 210K 14CP 1GCP 21CK 230K 19CK 22CK 240P 250P 121-123 
124-126 11AK 13BK 1GBP 19CP 15BP 15BP 17CP 19DP 13BP 15BP t7CP 220P 15CP 17CP 220P 240P 200P 230P 250K 2GEK 124-126 
127-129 12AP 14BP 17CK 20CK 1GBP 1GBP 1SCK 200K 13BP 1GCK 1SOK 230K 1GCK 18CK 23DK 250K 21 DK 240K 2GEP 27EP 127-129 
130-132 12BU 1SCU 1SCP 210P 1GBK tGCK 1SCP 210P 14CP 17CP 190P 240P 170P 190P 24DP 26EP 22DP 25DP 27EU 2SEU 130-132 
133-135 13BK t5CK 1SCK 210K 17CK 17CP 19CK 220K 1SCK 1SCK 20DK 250K 17DK 200K 250K 27EK 230K 2GOK 2SEK 29EK 133-135 

Maximum Results for Large Attacks 
136-138 14BP 1GCP 19CP 220P 1SCK 1SCK 20CP 23EP 1GCP 19DP 210P 2GEP 1SDP 210P 2GEP 2SEP 24EP 27EP 29EP 30EP 136-138 
139-141 15CU 17DU 200U 23EU 19CP 19DP 210U 24EU 170U 20DU 22EU 27EU 19EU 22EU 27EU 29EU 25EU 2SEU 30EU 31 EU 139-141 
142-144 1GCK 18DK 210K 24EK 200K 20DK 22DK 25EK 1SOK 21 OK 23EK 2SEK 20EK 23EK 2SEK 30EK 26EK 29EK 31 EK 32EK 142-144 
145-147 170P 19EP 22EP 2SEP 21 OP 21 DP 23EP 2GEP 19EP 22EP 24EP 29EP 21 EP 24EP 29EP 31 EP 27EP 30EP 32EP 33EP 145-147 
148-150 1SEU 20EU 23EU 2GFU 22EU 22EU 24EU 27FU 20EU 23EU 25EU 30FU 22EU 2SEU 30EU 33FU 29EU 31 EU 34FU 35FU 148-150 

Maximum Results for Huge Attacks 

NOTE: An F-se1•eriry critical result indicates tm £-critical roll on the Puncmre Critical Strike Table and a C-critical roll on rite Unha/ance Critical Srrike Table. 

NOTE: If the arracking creature is "charging." ir obtains a + 20 on this rab/e in addition ro irs mher bonuses. 
CRITICAL STRIKES: P =Puncture, S =Slash, K = Kntslz. G = Grapple, U = Unhalance. T = Tiny 



11.1 .6 RAM/BUTT/BASH/KNOCK DOWN/SLUG ATTACK TABLE 
9 18 17 16 15 14 13 12 11 10 ~ 8 7 6 5 4 

01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37·39 
4.0-42 0 0 0 0 0 0 0 9 0 0 0 0 0 0 0 0 0 0 Q 0 40-42 
43-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43-45 
46·48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 46-48 
49·51 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0 1 0 0 1 1 49-51 
52-54 0 0 0 1 0 0 0 0 0 0 0 1 0 0 0 1 0 0 1 2 52-54 
55-57 o ....o __ o _ 1 o _o o 1 _ o o _ t 2 _ o o 1 2 _ o 1 2 2 55-57-
58·60 0 0 0 2 0 0 0 1 0 0 1 2 0 0 1 2 0 1 2 3 58-60 
61-63 0 0 1 2 0 0 1 2 0 0 1 3 1 1 2 3 1 1 3 3 61-63 
6~66 0 1 1 3 1 1 1 2 0 0 2 3 1 1 2 3 1 2 3 4 6~66 
67 ·69 1 AU 1 1 3 1 1 2 3 0 1 2 4 1 1 3 4 1 2 4 4 67-69 
I0-72 _ tAU~1AJJ _ 2 __ 9 1AU~ t 2 3. __ 1 1 .3_ 4. 2 2 .3 _4 2 3 L ___ 5_ 70-72 
73-75 1AU 2AU 2AU 4 2AU 2AU 3 4 1AU 1 3 5 2 2 4 5 2 3 5 6 73-75 
76-78 2AU 2AU 3AU 5AU 2AU 2AU 3 4 1AU 2AU 4 5 3AU 3 4 5 3 4 5 6 76·78 
79-81 2AU 2AU 3AU 5AU 3AU 3AU 4AU 5 2AU 2AU 4 6 3AU 3 5 6 3 4 6 7 79-81 
82-84 2AU 3AU 4AU 6AU 3AU 3AU 4AU 5AU 2AU 3AU 5AU 6 4AU 4AU 5 7 4 5 7 7 82-84 
.85-87 3AU 3AU 4AU 6AU 4AU 4AU 5AU _6AU 2AU 3P..U 5AU 7AU 4AU 4AU 6_ 7 L 5 7AK .8 . 85·87 
88-90 3AU 4AU 5AU 7AU 4AU 4AU 5AU ?AU 3AU 4AU 6AU 7AU 5AU 5AU 6AU 8 5AK 5 B.AU 8 88-90 
91 -93 3AU 4AU 5AU 7AK SAU SAU 6AU 7AK 3AU 4AU 6AU 8AU 5AU 5AU 7AU SAK 5AK 6AK BAK 9 91-93 
94-96 4AU 4AU 6AU 8AU SAU 5AU 6AU S.AU 4AU 5AU 7AU SAU 5AU 6AU 7AU 9AU 6AU 6AU 9AU 9AK 94-96 
97-99 4AU 5AU 6AU SAK 6AU 6AU 7AU 8AK 4AU SAU 7AU 9AK 6AU 6AU SAK 9AK 6AK 7AK 9AK 10AK 97·99 

10()-102 4AU 5AU 7AU 9BU 6AU 6AU 7AU 9AU 4AU 5AU SAU 9AU 6AU 7AU SAU 10AU 7AU 7AU 10AU 11AU 100·102 
1'03-105 5AU 6.AU 7AK 9BK, 7,.A;U 7AU. 8AK 9AJ<. 5AU 6AU BAU 10AK 7A~ 7AU 9AK 10.AK i,AK .SAK H)AK nAK fo·3:10S 

Maximum Results for Small Attacks 
106-108 5BU 6BU SBU 10BU 7AU 7AU SAU 10BU 5BU 6BU 9AU 10AU 7BU SAU 9AU 11AU 8AU 8AU 11AU 
109-111 5BU 6BU SBK 10BK 7BU 7BU 9BK tOBK 6BU 7BU 9BK 11BK SBK SAK 10AK 11AK 8AK 9AK 11 BK 
112-114 6BU 7BU 9BU 11CU SBU 8BU 9BU 11BU 6BU 7BU 10BU 11BU 8BU 9BU 10BU 12BU 9BU 9BU 12BU 
115-117 6BU 7BK 9BK 11CK SBK SBK 10BK 11CK 6BU SBU 10BK 12CK 9BK 9BK 11BK 13BK 9BK 10BK 13CK 
11M2o 6's'D SBU (1'0BU l2"CU 9EtU QBU fostJ. t2CU 7!3!J SBU 11Gu t 2CW 9CU HlBU nau~ '1~U HlSU 10BU 1'icu 

Maximum Results for Medium Attacks 
121-123 7BU BBK 10CK 12CK 9BK 9BK 11CK 13CK 7BU 9BK 11CK 13CK 9CK 10CK 12CK 14CK 10CK 10CK 14CK 
124-126 7BU SCU 11 CU 13DU 10BU 10CU 11CU 13CU 7CU 9CU 12CU 13CU 10CU 11CU 12CU 14CU 11CU 11CU 14DU 
127-129 7CU 9CK 11CK 13DK lOCK 10CK 12CK 14DK BCU 9CK 12DK 14DK 10CK 11CK 13CK 15DK 11CK 11CK 15DK 
130-132 8CU 9CU 12CU 14DU 11CU 11CU 12CU 14DU BCU 10CU 13DU 14DU 11DU 12C!J 13DU 15DU 12DU 12DU 15DU 
1-3·3~-35 sei< lOCK '1 2GK 14DK 11<::K 11E:K hci< 15DK 9-CK lOCK 13DK 15DK 11.[ii< 12ci< 14DK., 16DK· tiDK - 12D~K 1SEK HDK 

Maximum Results for Large Attacks 
136-138 8CU 10CU 13CU 15EU 12CU 12CU 13CU 15DU 9CU 11CU 14DU 15DU 12DU 13DU 14DU 16EU 13DU 13DU 16EU 17EU 136-138 
139·141 9DK 10DK 13DK 15EK 1.2CK 12DK 14DK 16EK 9DK 11DK 14EK 16EK 12.EK 13DK 15EK 17EK 13EK 13EK 17EK 18EK 139-141 
142-144 9DU 11DU 14DU 16EU 13DU 13DU 14DU 16EU 10DU 12DU 15EU 16EU 13EU 14EU 15EU 17EU 14EU 14EU 17EU 18EU 142-144 
14~·147 ~9EK 11EK 14EK 16EK 13DK 13DK 15EK 17EK i OEK 12DK 15EK 17EK 13EK 14E!< 16EK 18EK 14EK 14EK 18EK 19EK 11§_;147 
148·150 10EU 12EU iSEU 17FU 14EU 14EU 15EU 18FU 11EU 13EU 16EU 18FU 14FU 15FU 17FU 19FU 15FU 15FU 19FU 20EU 148·150 

Maximum l=lesulfs for Huge Attacks 

NOTE: An F-severity critical result indicates an £ -critical ron on the Un/)alance Critical Strike Table and a C-critica/ rolf on the Krush Critical Strike Table. 
NOTE: If the attacking creature is .. charging: · it obtains + 20 on this table in addition to any other bonuses. 

CRmCAL STRIKES: P =Puncture, S =Slash, K = Krush , G =Grapple, U =Unbalance. T =Tiny 



11.1 .7 STINGER ATTACK TABLE 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 

01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 
!0-42 0 0 0 0 0 0 0 0 Q .0 0 0 _ _o_ 0 0 0 a ___ .Q 0 1 ~0.:.4.2_ 
43-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 43-45 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 46-48 
49-51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 1 49-51 
52-54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 1 1 2 52-54 
55-57 0 0 0 1 D 0 0 1 0 .0 0 1 _ o 0 0 1 1 1 2 2AT 55-57 
58-60 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 1 1 1 2AT 2AT 58-60 
61-63 0 0 0 1 0 0 0 1 0 0 0 1 1 1 1 2 1 2 2AT 3AT 61-63 
64-66 0 0 1 1 0 0 1 1 0 0 1 2 1 1 1 2 2 2 3AT 3AT 64-66 
67-69 0 0 1 2 0 0 1 2 0 0 1 2 1 1 1 2 2 2AT 3AT 3AT 67-69 
70-7-2 0 0 1 _ 2 0 0 1 2 0 0 1 2 _ , _ 1 - 2 3 L 3AT 3AT 4AT 70-72.. 
73-75 0 0 1 2 0 1 1 2 0 0 1 3 1 1 2 3AT 2 3AT 4AT 4AT 73-75 
76-78 0 0 2 3 1 1 2 3 0 0 2 3 2 2 2 3AT 3 3AT 4AT 4BT 76-78 
79-81 0 1 2 3 1 1 2 3AT 0 0 2 3AT 2 2 3AT 4AT 3AT 4AT 4BT 4BT 79-81 
82-84 0 1 2 3AT 1 1 2 3AT 0 1 2 4AT 2 2 3AT 4AT 3AT 4AT 5BT SBT 82-84 
85-87 0 1 2. 3AL 1 1 3 4AT .0 1 3AT 4AT 2. 2AT 3AT 4AT 4AT _4AI_ 5BT 5BT 85:87 

~ 
88-90 0 1 3 4AT 1 2 3AT 4AT 1 1AT 3AT 4AT 2AT 2AT 4AT SAT 4AT 4BT SBT SCT 88-90 
91-93 0 1 3AT 4AT 2 2 3AT 4AT 1 1AT 3AT SAT 3AT 3AT 4AT SBT 4AT SBT 6CT 6CT 91 ·93 
94-96 1 2 3AT 4AT 2 2 3AT SBT 1 2AT 4AT SAT 3AT 3AT 4AT SBT 4AT SBT 6CT 6CT 94-96 
97-99 1 2AT 3AT SAT 2AT 2AT 4AT SBT 1 2AT 4AT SBT 3AT 3AT SBT 6BT SAT SBT 6CT 6CT 97-99 

100·102 1 2AT 4AT SBT 2AT 2AT 4AT SBT lAT 2AT 4AT 6BT ~AJ 3AT SBT 6BT SBT SBT SCT 7CT 100;.102 
103-105 1AT 2AT 4AT SBT 2AT 3AT 4AT SBT 2AT 2AT 5BT 6BT 3_e.T _3AT SBT SCT SBT §.CT 7CT 7CT 103-105 -

Maximum Results for Small Attacks 
106·108 1AT 2AT 4AT SBT 3AT 3AT SAT SCT 2AT 3AT 5BT 7CT 4AT 4BT 6BT 7CT 6BT SCT 7CT 70T 106-108 
109-111 1AT 3AT 4AT SBT 3AT 3AT SBT SCT 2AT 3BT SBT 7CT 4BT 4BT 6CT 7CT 6BT 7CT 70T SOT 109·111 
112-114 2AT 3AT SBT SCT 3AT 3AT SBT 7CT 2AT 3BT SBT 7CT 4BT 4BT 6CT 7CT 6CT 7CT SOT SOT 112·114 
115-11 7,. 2AT 3AT SBT 6CT - 3,1\T 3AT SBT 7CT .2e.T 4BT SCT SCT 4BT 4CT 7CT SCT 6CT 7CJ SOT SOT 115-117 
118-120 2AT 3BT 5BT 7CT 3BT 4BT 6BT 7CT 3AT 4BT 6CT SCT 4cT 4CT 7CT SOT 7CT 70T SOT SOT 118·120 

Maximum Results for Medium Attacks 
121 ·123 2AT 4BT 5BT 7CT 4BT 4BT 6CT SOT 3BT 4BT 7CT SOT 5CT 5CT 70T SOT 7CT SOT 90T 9ET 121-123 
124-126 2AT 4BT 6CT 70T 4BT 4BT 6CT SOT 3BT 4CT 7CT SOT SCT SCT SOT SOT 70T SOT 9ET 9ET 124·126 
127-129 2BT 4BT 6CT 70T 4BT 4BT 7CT SOT 3BT SCT 70T SOT SCT SCT SOT SOT SOT SOT 9ET 9AP 127-129 
130-132 3BT 4BT SCT SOT ~CT 4CT 7CT 90T 3BT SCT sr)T 90T SOT SOT SOT 9ET SET _90T 10AP 10AP 130-132 
133-135 3BT 4CT 6CT SOT 4CT SCT 7CT SOT 4BT SOT SOT lOOT SOT SOT 9ET 10AP SAP SAP 1 OAP 1 OAP 133-135 

Maximum Results for Large Attacks 
136-138 3BT SCT 7CT SET SCT SCT 70T 9ET 4CT SOT SOT 10ET 60T SOT 9AP 10AP SAP SAP 10AP 10AP 136·138 
139·141 3CT SCT 70T 9ET SOT SOT SOT 10ET 4CT SOT 9ET 10AP SET 6ET 9AP 10AP 9AP 10AP 11AP 11BP 139-141 
142-144 3CT SOT 70T 9ET SOT SOT SET 10ET 40T 6ET 9AP 11AP 6AP 6AP 10AP 11AP SAP 10AP 11BP 11BP 142·144 
14~·147 30T SET 7ET 9EJ SET SET SAP 10ET 4ET 6ET 9AP 11AP 6AP 6Af' 10AP 11AP 9AP 10BP 11BP 118P 145-147 
148-150 4ET 6AP SAP 10BP SAP 6AP 9AP 11BP 58 7AP 10AP 12BP 7AP 7AP 11BP 128P 10BP 11BP 128P 12BP 148-150 

Maximum Results for Huge Attacks 

NOTE: A c:ritit·al rt.vult means the auack has injected poison. in addition to a normal critical result (if applicable). 
NOTE: Swarms nfvery smaff creafllres (i.e .. bees) could ro/1 on this table as a sma/1 auack. NOTE: A really huge stinger (longer than I') should use the Hom Auack Table. 

CRIT ICAL STRIKES: P = Puncwre. S =Slash. K = Kn1slr , G =Grapple, U = Unbalance, T =Tiny 



11 .1.8 TINY ANIMAL ATTACK TABLE 
0 19 18 17 16 15 14 13 12 11 10 9 8 7 6 

01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 37-39 
40-42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 40-42.. 
43-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 0 1 2 43-45 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 0 2 2AT 46-48 
49-51 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 1 0 1 2AT 2AT 49-51 
52-54 0 0 0 1 0 0 0 1 0 0 0 1 0 0 1 1 1 1 2AT 3AT 52·54 
~5-57 0 0 0 1 0 0 0 1 0 0 0 1 0. .0 1 2 --1-- 1 3AT 3AT $5·57 
58·60 0 0 1 2 0 0 1 2 0 0 1 2 0 0 1 2 1 2 3AT 3AT 58·60 
61·63 0 0 1 2 0 0 1 2 0 0 1 2 0 0 1 2 1 2 3AT 4AT 61-63 
64·66 0 0 1 2 0 0 1 2 0 0 1 2 0 0 2 3AT 2 2 4AT 4BT 64·66 
67-69 0 0 1 3 0 0 1 3 0 0 1 3 1 1 2 3AT 2 3AT 4AT SBT 67·69 

0 0 2 _ 3 __ 0 1 2 .3 __ 0 0 2 3 __ t_ - -1- 2AT 3AT - 2-3AT 4BT SBT 70·12-
73-75 0 1 2 3 1 1 2 3 0 0 2 3AT 1 1 3AT 4AT 3 3AT SBT SST 73·75 
76·78 0 1 2 4 1 1 2 4AT 0 1 2 4AT 1 1AT 3AT 4AT 3 4AT SBT 6BT 76·78 
79-81 0 1 3 4AT 1 1 3 4AT 0 1 3 4AT 2AT 2AT 3AT 4AT 3AT 4AT SBT 6CT 79·81 
82·84 0 1 3 4AT 1 1 3 4AT 1 1 3AT 4AT 2AT 2AT 4AT SAT 4AT 4AT 6BT 6CT 82·84 
85=1!7- 0 1 3 SAT- 1 1 3AT SAT- -- 1 ~ t _ 3AT -SAT _ 2AT. _ 2AT 4AT SBT 4AT .SAT .6CT 7CT 
88·90 1 2 4AT SAT 2 2 4AT SAT 1 2 4AT SAT 2AT 2AT 4AT SBT 4AT SBT 6CT 7CT 88·90 
91·93 1 2AT 4AT SAT 2 2 4AT SST 1 2AT 4AT SAT 3AT 3AT SST 6BT S.AT SBT 7CT SCT 91·93 
94·96 1 2AT 4AT 6AT 2AT 2AT 4AT 6BT 1 2AT 4AT 6BT 3AT 3BT SBT 6BT SAT 6BT 7CT SCT 94·96 
97·99 1 2AT 4AT 6AT 2AT 2AT 4AT 6BT lAT 2AT 4AT 6BT 3BT 3BT SBT 6CT SAT 6BT 8CT SCT 97·99 

100·102 1AT 3AT SAT 6BT 2AT 2AT SAT 6BT 2AT 3AT SAT 6BT 3ST 3BT 6BT 6CT 6BT 6BT 8CT 9CT 100·102 
' -103~105 2AT 3AT SAT 7ST 3AT 3AT SAT 7CT ~T 3AT SBT Jfll 4ST 4§J 6CT 7CT 6BT 7CT 8CT 9CT 103·105 

Normal Maximum Results for an Attack 
106-108 2AT 3AT SST 7BT 3AT 3AT SBT 7CT 2AT 3AT SST 7CT 4BT 4CT 6CT 7CT 6ST 7CT 9CT 9CT 106-108 
109·111 2.AT 3AT 6BT 7BT 3AT 3AT 6BT 7CT 2AT 3AT SST 7CT 4CT 4CT 6CT 7CT 6BT 7CT 9CT 10CT 109·111 
112·114 2.AT 4ST 6ST aCT 3AT 3AT 6BT 8CT 2AT 48T 6BT BCT 4CT 4CT 7CT 8CT 7CT aCT 9CT 10CT 112·114 
11 5-1_17 2AT 48T 6ST aCT _ 3BT 3AT 6BT 8CT ~3AJ 4BT 6CT 8CT SC~ S~T 7CJ 8QT 7CT J.fT 1 OCJ 1 ODT 115·117 
1l8"120 3AT 48T 7BT BCT 4ST 4BT 7CT 8CT 3f.T 4BT 7CT acT... S.CI.-J..91 7CJ aCT 7CT 'SCT 10CT 110T 118·120 

Maximum Results for an Attack the Round After a Critical Result 
121·123 3AT 4BT 7CT 9CT 4BT 4BT 7CT 9CT 3BT 48T 7CT 9CT SCT SCT BCT 9DT SCT 9CT 10DT 11DT 121-123 
124·126 3BT SBT 7CT 9CT 4BT 48T 7CT 9CT 3BT SBT 7CT 9CT SCT 5CT SCT 90T SCT 9CT 11 OT 12DT 124·126 
127·129 3BT SCT 7CT 9CT 4BT 4BT 7CT 9CT 3BT SCT 7CT 9DT 6CT 6CT SOT 90T SCT 90T 11 OT 120T 127·129 
130·132. 3BT SCT SCT 1 OCT 4CT 4CT SCT 1 OOT 3B_T SCT SCT 1 ODT 6CT 6CT 90T 1 OOT 9CT 1 OOT 11 OT 120T 130·132 
133·135 4BT SCT 8CT lOOT SCT SCT BCT tOOT 4BT 5CT SCT 100T SOT _GOT 9DT lOOT 90T t_OO.T 120T 130T 133·13S 

Maximum Results for an Attack the Round After Two Consecutive Critical Results 
136·138 4BT 6CT 8CT lOOT SCT SCT 8CT lOOT 4CT 6CT BOT lOOT SOT 60T 90T lOOT 90T lOOT 120T 130T 136·138 
139·141 4CT 6CT 9CT 110T SCT SCT 9CT 110T 4CT 6CT 90T 110T 70T 70T lOOT 110T lOOT 110T 120T 130T 139·141 
142·144 4CT 6CT 90T 110T SCT SCT 90T 110T 4CT BOT 90T 110T 70T 70T lOOT 110T lOOT 110T 130T 140T 142·144 
145· 147 4CT SOT 90T 110T SCT SOT 90T 110T 4CT 60T 90T 110T 70T 70T tOOT 110T tOOT 110T 130T 140T 145·147 
1481150 SOT 70T lOOT 120T 6l:>T SOT lOOT 120T - SOT 70T 100T 120T stir aorf' '1'1oT 120T 110T 1·2DT 14DT 15DT 148·150 

. . - Maxirifum Results for an Attack the Round After Three or Mores Consecutive Critlcal Results 

NOTE: This table is used only for very small animals (e.g . house cats). 
NOTE: The maximum result depends upon how many consecutive critical results were achieved in the rounds immediately proceeding the attack. 
CRITICAL STRIKES: P =Puncture, S =Slash. K = Krush. G =Grapple, U =Unbalance. T =Tiny 



01-02 F F F F . 
F F F F F F F F F F F F F F F F 01-02 

03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 2 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 3 37-39 
40-42 0 .0 0 0 0 0 .0 0 q 0 0 0 0 0 0 1 0 0 2AT 4AT 40-42 
43-45 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0 2 0 1 3BT SBT 43-45 
46-48 0 0 0 0 0 0 0 1 0 0 0 1 0 0 1 3 0 1 4CT 6CT 46-48 
49-51 0 0 0 1 0 0 1 1 0 0 0 2 0 0 1 4AT 1 2 SOT 7DT 49-51 
52-54 0 0 0 1 0 0 1 2 0 0 0 3 0 0 2 5BT 1 3 6ET SET 52-54 
55-57 0 .0 1 2 0 1 2 3 0 0 1 4 1 1 3 6CT 2 4AT JAIL 9AK 55-57 
58-60 0 0 1 3 1 1 2 4 0 0 1 5 1 2 4AT 7DT 3 SST 8AK 10AK 58-60 
61-63 0 0 2 4 1 2 3 4AT 0 0 2 6 2 3AT 5BT SET 4AT 6CT 9AK 11AK 61-63 
64-66 0 0 2 4 2 2 4 SST 0 1 3 7AT 3AT 4BT 6CT 9AK SST 7DT 10AK 12AK 64-66 
67-69 0 1 3 5 2 3 4 6CT 0 1 3 7ST 4ST 5CT 7DT 10AK 6CT SET 11AK 13AK 67-69 
70-72 0 1 ~ .MT 3_ 3. 5e,T J OT 1 2 _4_ S_CT 5CT _6DT SE..T 11AK . 7DT 9AK 12AK. 1~AK 7,0::]2 
73-75 0 2 4 7BT 3 4 6ST SET 1 2 SAT 9DT 6DT 7ET 9AK 12AK SET 10AK 13AK 1SAK 73-75 
76-78 0 2 5 7CT 4 4 6CT SAK 2 3 6ST 10ET 7ET SAK 10AK 13AK 9AK 11AK 14BK 16BK 76-78 
79-81 1 3 SAT SOT 4 SAT 7DT 9AK 2 4 6CT 11AK sAK 9AK 11AK 14AK 10AK 11AK 1SSK 17SK 79-81 
82-84 1 4AT 6ST 9ET SAT SST SET 10AK 3 4AT 7DT 12AK 9AK 1 OAK 12AK 1SSK 11AK 12AK 16SK 18SK 82-84 
85-87 2 4ST 7.CT 10.AK 6BT 6CT sAK 11AK 3_ SST SET 13AK 1 QAK H.AK. j 3AK 16BK 11AK 13AK 17BK 19BK 85-87 
88-90 2 SCT 7DT 10AK 6CT 7DT 9AK 12AK 4AT 6CT 9AK 13AK 11AK 12AK 14SK 17BK 12AK 14SK 1SSK 20SK 88-90 
91-93 3AT 6DT SET 11AK 7DT 7ET 9AK 12AK 5BT 6DT 9AK 14AK 12AK 13AK 1SBK 1SBK 13AK 1SBK 19BK 21BK 91-93 
94-96 4BT 6ET 8AK 12AK 7ET 8AK 10AK 13BK SCT 7ET 10AK 15BK 13AK 14BK 16BK 19BK 14BK 16BK 20BK 22CK 94-96 
97-99 4CT 7AK 9AK 13AK SAK 8AK 11AK 14BK 6DT 8AK 11AK 16BK 14AK 1SBK 17BK 20CK 15BK 17BK 21 CK 23CK 97-99 

100-102 SOT 7AK 10AK 13BK 8AK 9AK 11AK 1SBK 6ET 8AK 12.AK 17CK 1SBK 16BK 18CK 21CK 16eK 1SCK 22CK 24CK 100-102 
l03- f05 SET SAK 1 OAK 14BK 9AK 9AK 12BK 16eK IAK 9AK. 12BK 1SCK 1 ~BK 17BK 19CK 22CK 17SK 19CK 23CK 2SCK 103-105 

Maximum Results for Small Attacks 
106-108 6AK 9AK 11AK 1SBK 10AK lOAK 13BK 16CK 7AK 10AK 13BK 19CK 16SK 1SCK 20CK 23CK 1SCK 20CK 24CK 26CK 106-108 
109-111 7AK 9AK 12BK 16CK 10AK 108K 13BK 17CK 8AK 10AK 14BK 19CK 17BK 19CK 21CK 24CK 19CK 21CK 2SCK 27CK 109-111 
112-114 7AK 10AK 12BK 16CK 11AK 11BK 14BK 18CK 9AK 11BK 15CK 20CK 18CK 20CK 22CK 25CK 20CK 22CK 26CK 2SCK 112-114 
115-117 8AK 11BK 13BK 17CK 11BK 118K 15CK 19CK 9AK 11BK 1SCK 21CK 19CK 21 CK 23CK 26CK 21 CK 2.2CK 27CK 29CK 115-117 
118-120 SAK 1 jsf<: 13BK i SCK 12BK 12BK 15CK ·20CK 1 OBK 12.BK: 16CK 22CK 20CK :22CK 24GK 27CK 721 eK. 23CK 2SCK 30CK 118-.120 

Maximum Results for Medium Attacks 

~ 
121-123 9BK 12BK 14CK 19CK 12BK 13BK 16CK 20CK 10BK 13BK 17CK 23DK 21 CK 23CK 25DK 28DK 22CK 24DK 29DK 31 OK 121-123 
124-126 10BK 12BK 1SCK 19CK 13BK 13CK 16CK 21CK 11 BK 13BK 18CK 24DK 22CK 24CK 26DK 29DK 23DK 25DK 30EK 32DK 124-126 

127-129 10BK 13CK 15CK 20DK 14CK 14CK 17CK 22DK 11 BK 14CK 1SDK 25DK 23DK 2SDK 27DK 30EK 24DK 26DK 31 EK 33EK 127-129 

1.30-132 11 BK 14CK 16CK 21 OK 14CK 14CK 18CK 23DK 12CK 15CK 19DK 25EK 24DK 26DK 2SEK 31 EK 25DK 27EK 32EK 34EK 130-132 
1-33-135 11GK 14Gk 16C~ 22EK 15CK 15eK 18DK 24EK 13GK 15CK 20DK 26EK 2SDK 27DK 29EK 32EK 26EK 2SEK 33EK 3SEK 133-135 

Maximum Results for Large Attacks 
136-138 12CK 1SCK 17DK 22EK 1SCK 15DK 19DK 24EK 1 3CK 1 6CK 21 EK 27EK 26EK 2SEK 30EK 33EK 27EK 29EK 34EK 36EK 136-138 
139-141 13DK 16DK 1SDK 23EK 16DK 16DK 20DK 2SEK 14DK 17DK 21 EK 28EK 27EK 29EK 31EK 34EK 28EK 30EK 3SEK 37EK 139-141 
142-144 13DK 16DK 1SDK 24EK 160K 16DK 20EK 26EK 14DK 17DK 22EK 29EK 28EK 30EK 32EK 35EK 29EK 31 EK 36EK 38EK 142-144 
145-147 14EK 17EK 19EK 2SEK 17EK 17EK 21 EK 27EK 1SEK 18EK 23EK 30FK 29EK 31 EK 33EK 36EK 30EK 32EK 37EK 39EK 145-147 

~'4'8·150 14FK 18FK 20FK 26FK 1SFK 18FK 22FK 28FK 16FK 19FK 24FK 31 FK 30FK 32FK 34fK 37FK 31Ff< 33FK 3SFK 40FK 148-'150 

Maximum Results-for Huge Attacks 

N01J:: An F-severity critical indicates an E-crirical roll and a C-critical roll (both Krush criticals). 
NOTE: If the target is down the auacker obtains+ 30 in addition to its other honuses. 

CRITICAL STRIKES: P =Puncture, S =Slash. K = Krush. G: Grapple , U =Unbalance, T =Tiny 



11.2.1 FALL/CRUSH ATTACK TABLE 
0 19 18 17 16 15 14 13 12 11 

01·02 F F F F F F F F F F F F F F F F F F F F 01·02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31·33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 31·33 
34·36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 2AK 34-36 
37-39 0 0 0 0 0 0 0 1 0 0 0 0 0 0 1 2AK 0 1 3AK 3AK 37·39 
40·42 0 0 0 0 0 0 1 2 0 0 0 1 0 1 2AK 3AK 1 2 4AK 4AK 40·42 

,\ 1\ 
43-45 0 0 0 1 0 1 2 3 0 0 1 2 1 2AK 3AK 4AK 2 3AK 5AK 6AK 43-45 
46-48 0 0 1 1 1 1 3 4 0 0 1 3 1AK 3AK 4AK SAK 3 4AK 7AK 7AK 46·48 

~ 
49-51 0 0 1 2 1 2 4 5AK 0 0 2 4 2AK 4AK SAK 7AK 4AK 5AK 8AK 8AK 49·51 
5?-54 0 0 2 3 ? 3 5 6AK 0 1 3 SAK 3AK SAK 6AK 8AK SAK 6AK 9AK 9AK 52-54 
55·57 0 0 3 4 3 4 6AK 7AK 0 1 4 6AK 4AK 6AK 7AK 9AK 6AK 8AK 10AK 11AK 55-57 
58-60 0 1 4 5 4 5AK 7AK 9AK 0 2 SAK 7AK SAK 7AK 8AK !OAK 7AK 9AK 11AK 12AK 58-60 
61·63 0 1 5 6AK 5AK 6AK 8AK 10AK 1 3 6AK 8AK 6AK 8AK 10AK 11AK 8AK 10AK 13AK 13AK 61-63 
64·66 0 2 6 7AK 6AK 7AK 9AK 11AK 1 4 7AK 9AK 7AK 9AK 11AK 13AK 9AK 11AK 14AK 14AK 64·66 
67-69 0 3 6AK SAK 7AK BAK 10AK 12AK 2 SAK SAK 10AK SAK 10AK 12AK 14AK 10AK 12AK 15AK 16AK 67·69 
70·72 1 4 7AK 9AK SAK 9AK 11AK 13AK 3 6AK 9AK 11AK SAK 11AK 13AK 15AK 11AK 14AK 16AK 17AK 70-72 
73·75 1 5AK SAK 10AK 8AK 10AK 12AK 14AK 4 7AK !OAK 12AK 9AK 12AK 14AK 16AK 12AK 15AK 17AK 18AK 73·75 
76-78 2 5AK 9AK 11AK 9AK 11AK 13AK 16AK SAK SAK 11AK 13AK 10AK 13AK 15AK 17BK 14AK 16AK 19BK 19BK 76·78 
79·81 3 6AK 1 OAK 12AK 10AK 12AK 14AK 17AK 6AK 9AK 12AK 14AK 11 AK 14AK 16BK 19BK 15AK 17AK 20BK 21 BK 79·81 
82·84 3AK 7AK 11AK 13AK 11AK 13AK 15AK 18BK 7AK 10AK 13AK 15BK 12AK 15BK 18BK 20BK 16BK 18BK 21BK 22BK 82·84 
85·87 4AK SAK 12AK 14AK. 12AK 14AK 16AK 19BK SAK 11AK 14AK 16BK 13AK 16BK 19BK 21 BK 17BK 20BK 22BK 23CK 85,87 
88·90 SAK 9AK 12AK 15AK 13AK 15AK 17 AK 20BK 9AK 12AK 15AK 17BK 14BK 17BK 20BK 22CK 18BK 21 BK 23CK 24CK 88-90 
91·93 6AK 9AK 13AK 16AK 14AK 16AK 18BK 21BK 9AK 13AK 16BK 18CK 15BK 18BK 21CK 24CK 19BK 22BK 25CK 26CK 91·93 
94·96 6AK 10AK 14AK 17BK 15AK 17BK 20BK 23CK 10AK 14AK 17BK 20CK 16BK 19BK 22CK 25CK 20BK 23CK 26CK 27CK 94-96 
97-99 7AK 11AK 15AK 18BK 16BK 17BK 21 BK 24CK 11AK 15AK 17BK 21CK 16BK 20CK 23CK 26CK 21CK 24CK 27CK 28CK 97·99 

100·102 8AK 12AK 16BK 19BK 16BK 18BK 22BK 25CK 12AK 16AK 18BK 2.2CK 17BK 21CK 24CK 27CK 22CK 25CK 28CK 29CK 100-102 
103·105 9AK 13AK 17BK 20BK 17BK 19BK 23BK 26CK 13AK 16BK 19CK 23CK 18CK 22CK 25CK 28CK 23CK 27CK 29CK 31CK 103·105 

Maximum Results for Fallis of 1'-10' and Small Attacks 
106·108 9AK 13BK 18BK 21CK 18BK 20BK 24CK 27CK 14AK 17BK 20CK 24DK 18CK 23CK 27DK 30DK 24CK 28DK 31 DK 32DK 106·108 
109·111 10AK 14BK 18BK 22CK 19BK 21 BK 25CK 280K 15AK 18BK 21CK 250K 20CK 24CK 280K 31 OK 25CK 290K 320K 330K 109·111 
112·114 11AK 15BK 19BK 23CK 20BK 22CK 26CK 300K 16BK 19BK 22CK 260K 21 CK 25CK 290K 320K 270K 300K 330K 340K 112-114 
115·117 11 BK 16BK 20CK 24CK 21CK 23CK 27CK 310K 17BK 20BK 230K 27DK 22CK 26CK 30DK 33DK 28DK 31 OK 340K 360K 115·117 
118·120 12BK 17BK 21 CK 250K 22CK 24CK 28CK 320K 18BK 21BK 240K 280K 23DK 27DK 31 OK 34DK 29DK 330K 3SDK 37DK 118·120 

Maximum Results for Falls of 11'-50' and Medium Attacks 
121-123 13BK 17CK 2.2CK 26DK 23CK 25CK 29CK 33DK 18BK 22CK 25DK 29DK 24DK 28DK 3.2DK 36DK 300K 340K 370K 38EK 121-123 
124·126 14BK 18CK 2.3CK 27DK 23CK 26CK 30CK 34DK 19BK 23CK 26DK 30DK 24DK 29DK 33DK 37EK 31 OK 350K 38EK 39EK 124·126 
127·129 14BK 19CK 24CK 28DK 24CK 27CK 31CK 35DK 20CK 24CK 27DK 31 EK 25DK 30DK 35EK 38EK 320K 36EK 39EK 41 EK 127-129 
130·132 15CK 20CK :>A~""< 29DK 25CK 28DK 320K 37EK 21 CK 25CK 28DK 32EK 26DK 31DK 36EK 39EK 33EK 37EK 40EK 42EK 130·13.2 
133·135 16CK 21 Cl<. 25DK 30EK 26DK 29DK 330K 38EK 22CK 26CK 29EK 33EK 27EK 32EK 37EK 40EK 34EK 39EK 41EK 43EK 133-135 

Maximum Results for Falls of 51'-100' and Large Attacks 
136·138 17CK 21 OK 26DK 31 EK 27DK 30DK 34DK 39EK 23CK 27DK 30EK 34EK 28EK 33EK 38EK 42EK 35EK 40EK 43EK 44EK 136·138 
139·141 17DK 22DK 27DK 32EK 280K 31 OK 35DK 40EK 24DK 28DK 31 EK 35EK 29EK 34EK 39EK 43EK 36EK 41 EK 44EK 46EK 139·141 
142-144 18DK 23DK 28EK 33EK 29EK 32EK 36EK 41EK 25DK 29DK 32EK 36EK 30EK 35EK 40EK 44EK 37EK 42EK 45EK 47EK 142·144 
145·147 19EK 24EK 29EK 34EK 30EK 33EK 3.7EK 42EK 26EK 30EK 33EK 37FK 31EK 36EK 41EK 45EK 38EK 43EK 46EK 48EK 145·147 
148-150 20FK 25FK 30FK 35FK 31 FK 34FK 39FK 44FK 27FK 31 FK 34FK 39FK 32FK 38FK 43FK 47FK 40FK 45FK 48FK SOFK 148·150 

Maximum Results for Falls over 100' and Huge Attacks 

NOTE: For falls. add I to the roll for each foot fallen (other facwrs may modify this). 
NOTE: An F-severiry critical result indicates an £-critical roll and a C-critical roll (both Kruslt criticals). 

CRITICAL STRIKES: P =Puncture. S =Slash, K = Kmsh. G =Grapple, U =Unbalance, T =Tiny 



11 .2.2 MARTIAL ARTS STRIKING ATTACK TABLE 
20 19 18 17 16 15 14 13 12 11. 10 9 8 7 6 5 4 3 2 1 

01-Q2 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 o o o o o o o o o o o o a o o o o a a o 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 

_ 4.0-42 o. o o o_· o .9 o o_ _Q p o _Q Q. __ Q_ o o o o 1 1 4_0-42 
43-45 o o o .o o o o o o o o o o a a 1 o o 1 1 43-45 
46-48 0 0 0 0 0 0 0 1 0 0 0 0 0 0 1 1 0 1 2 2 46·48 
49-51 0 0 0 0 0 1 1 1 0 0 0 1 0 1 1A 2 1 1 2 3 49·51 
52·54 0 0 0 1 0 1 1 2 0 0 1 1 1 1 2A 2 1 2 3 3 52-54 
55·57 0 0 1 1 t 1 2 2 0 0 1 2 1 _2 2A 3 2 2 4 4A 55-57 
58·60 0 0 1 2 1 2 2 3 0 0 2 2 2 2 3A 4A 2 3 4A SA 58·60 
61 -63 0 0 1 2 1 2 3 4 0 1 2 3 2 3 4A 4A 3 4 SA SA 61·63 
64·66 0 0 2 3 2 3 3 4 0 1 3 3 3 3A 4A SA 3 4A 6A 6A 64·66 
67·69 0 1 2 3 2 3 4 S 0 1 3 4 3A 4A SA SA 4 SA SA 7A S7·69 
70;72 0 t 3 _4 __ 3 ~ S SA __ 1 2 4 4 _ 4A_ 4A SA SA SA SA 7A 7A 70-72 
73·75 0 1 3 4 3 4 S 6A 1 2 4 SA 4A SA SA 7A SA SA SA SA 73·75 
76·78 0 2 4 S 4 S SA 7A 1 3 S SA SA SA 7A SA SA 7A SA 9A 76·78 
79-81 1 2 4 S 4 SA SA 7 A 2 3 SA SA SA SA 78 SA SA SA 9A 9A 79·81 
82·84 1 3 5 6A SA 6A 7A SA 2 4 SA 7A SA 7A S8 9A 7A 8A 9A 10A 82·84 
85~87 1 3 S. "SA . SA 6A 7A _ 9.A _ 3_ 4 SA 7A _6A_ .7A _98 10A 7A _ 9~ lOA 11A 85·87 
88-90 2 4 SA 7A 6A 7A 8A 9A 3 SA 7A SA 7A SA 98 lOA SA 9A 11A 11A 88-90 
91·93 2 4 SA 7A 6A 7A 9A lOA 4 SA 7A SA 78 S8 108 11 8 9A 108 118 128 91·93 
94·9S 2 SA SA SA 7A SA 9A lOA 4 SA SA 9A SB 9B 10B 12B 9A lOB 12B 13B 94·96 
97-99 3 SA 7A SA 7A SA lOA 11A SA SA SA 9A S8 98 l lC 12B lOA 118 138 138 97·99 

100·102 3 SA 7A 9A SA 9A lOA 12A SA 7A 9A 10A 98 lOB 12C 138 lOA 128 13B 148 100-102 
103·105 4A 6A SA 108 S8 98 118 128 6A 7A 9B 108 98 lOB 12C 148 118 128 14B 1SB HJ3·105 

Maximum Results for Rank 1 Attacks 
106·108 4A 6A SA lOB 9B lOB 11B 13B 6A SA 108 118 10C 11C 13C 14C 118 13C lSC 15C 106·108 
109·111 4A 7A 9A 11B 98 108 12B 13B 7A SA lOB 11B 10C 11C 13C l SC 128 13C 15C 1SC 109· 111 
112·114 SA 7A 9A ilB lOB 118 13B 14B 7A 9A 11 8 12B 11C 12C 14C 16C 13B 14C 16C 17C 112·114 
115·1F SA S8 108 . 12.£ 10C 1_1C 13C 15C ?,B 98 11C 13C .HQ ~ 13C 15C lSC 13Q 1SC 16C 17C 115·117 
11'8~'?-0 6A S8 lOB 12C 11C 12C 14C 1SC S~ 108 12C 13C ~~C 13C 15C 17C 14G ·1Se 17C 18C 118-120 

Maximum Results for Rank 2 Attacks 
121-123 6A 98 lOB 13C 11C 12C 14C 16C SB 10B 12C 14C 120 140 160 lSC 14C 160 lSO 190 121-123 
124·126 SA 9C 11C 13C 12C 13C 1SC 17C 9C 11 C 13C 14C 130 140 170 1SO 1SC 170 1SO 190 124·126 
127-129 7B 9C 11C 140 120 130 lSO 170 9C 11C 130 ISO 130 lSO 170 190 1SO 170 190 200 127·129 
130-132 78 10C 12C J 40 _ 130 140 160 18Q _ l_OC 12C 140 150 140 150 180 200 160 180 200 210 130-132 
133-13S sc 100 120 1so 130 140 110 1so 1_oo 120 140 160 140 1so 1se 200 110 180 200 2W 133-135 

Maximum Results for Rank 3 Attack s 
136·138 SC 110 130 1SO 140 150 170 190 110 130 150 160 1SE 16E 19E 21E 170 19E 21E 22E 136-138 
139-141 SO 110 130 16E 14E 15E lSE 20E 110 130 1SE 17E 1SE 17E 20E 22E 1SE 20E 22E 23E 139·141 
142·144 90 12E 14E 16E 1SE 1SE 1SE 20E 12E 14E 16E 17E 16E 17E 20E 22E 1SE 2aE 22E 23E 142-144 
145·147 9E 12E 14E 17E 1SE 16E 19E 21E 12E 14E 1SE 1SE 1SE 1SE 21E 23E 19E 21E 23E 24E 145-1 47 
148·150- 1aE 13E 15E 1SE - 1SE 17E 20E 22E 13E 1SE 17E 19E 1JE 1SE 22E 24E 20E 22E 24E 2SE 148·150 

• Maximum Results for Rank 4 Attacks 

NOTE: All <:ritic:al results are rolled on the Martial Arts Striking Critical Table. 
NOTE: Bar~ hands a/lacks by non-martial artists are Rank I a/lacks. 



11.2.3 MARTIAL ARTS SWEEPS AND THROWS ATTACK TABLE 
9 18 17 16 15 14 13 12 11 10 9 8 7 6 

01-02 F F F F F F F F F F F F F F F F F F F F 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31·33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 
40-42 0 0 0 0 0 0 0 0 0 .Q 0 0 0 0 0 0 0 0 0 0 40-42 
43·45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43·45 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46·48 
49·51 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49·51 
52-54 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52·54 
55·57 1L 1 0 0 1 0 0 0 0 _o_ 0 0 0 0 0 0 0 0 0 0 55· 57 
58·60 1A 1A 1 1 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58·60 
61-63 1A 1A 1A 1 1A 1 0 0 1 0 0 0 1 0 0 0 0 0 0 0 61·63 
64·66 1A 1A 1A 1A 1A 1A 1 0 1 1 0 0 1 0 0 0 0 0 0 0 64·66 
67·69 1A 1A 1A 1A 1A 1A 1 1 1A 1 0 0 1A 1 0 0 0 0 0 0 67·69 
70-72 1A_ 1A 1A 2A _ 2A 1A 1A 1 1A 1A_ 1 0 1A 1 0 0 0 0 0 0 70-72 
73·75 1A 2A 2A 2A 2A 2A 1A 1A 1A 1A 1 1 2A 1A 1 0 0 0 0 0 73-75 
76-78 1A 2A 2A 2A 2A 2A 2A 2A 1A 1A 1A 1 2A 2A I 1 0 0 0 0 76-78 
79·81 1A 2A 2A 2A 2A 2A 2A 2A 1A 2A 2A 1A 2A 2A lA I 0 0 0 0 79-81 
82·84 2A 2A 2A 3A 3A 2A 2A 2A lA 2A 2A 2A 3A 2A 2A 1A 0 0 0 0 82·84 
85·87 2A 2A 3A 3A 3A 3A 3A 3A 2A 2A 2A 2A 3A 3A 2A 2A_ 0 0 0 0 85·87 
88·90 2A 2A 3A 3A 3A 3A 3A 3A 2A 2A 3A 3A 3A 3A 3A 2A 1 0 1 0 88·90 
91·93 28 38 38 38 38 38 3A 3A 28 2A 3A 3A 48 3A 3A 3A 1 1 1A 0 91·93 
94·96 28 38 38 48 38 38 3A 4A 28 3A 3A 3A 48 4A 3A 3A 1A 1 2A 1 94·96 
97·99 28 38 48 48 48 48 4A 4A 28 3A 4A 4A 48 4A 4A 4A 2A 1A 2A 1 97-99 

100·102 28 38 48 48 48 48 4A 4A 28 3A 4A 4A 58 4A 4A 4~ 2A 2A 3A 2A 100-102 
103·105 28 38 48 58 48 48 48 58 28 38 48 58 58 58 58 5B 3A 2A 3A 2A 103-105 

Maximum Results for Rank 1 Attacks 
106·108 2C 3C 4C 5C 4C 4C 58 58 3C 48 58 58 5C 58 58 58 3A 3A 4A 3A 106-108 
109·111 2C 3C 4C 5C 5C 4C 58 58 3C 48 58 58 sc 58 58 68 3A 3A 4A 4A 109·111 
112·114 2C 4C sc 5C 5C sc 58 68 3C 48 58 68 6C 68 68 68 4A 4A SA 4A 112-114 
115·117 3Q 4C 5C 6C sc sc 5C 6C 3C 4C 6C 6C 6C 6C 6C 6C 48 48 5~ 58 115·117 
118·120 3C 4C sc 6C sc 5C 6C 6C 3C 4C - 6C 7C - 6c- 6C 7C 1c 58 58 68 58 118·120 -Maximum Results for Rank 2 Attacks 

I~ 
121-123 3D 40 50 60 50 50 6C 7C 3D 5C 6C 7C 70 7C 7C 7C 58 58 78 68 121-123 
124·126 30 40 60 60 60 60 6C 7C 30 sc 7C 7C 70 7C 7C 8C sc 6C 7C 7C 124·126 
127·129 30 40 60 70 60 60 70 70 40 50 70 80 70 70 80 80 6C 6C 8C 7C 127-129 
130·132 3,0 ~D 60 70 60 60 70 80 40 50 70 80 80 80 80 90 6C 7C 8C 8C 130·132 
133-135 30 50 60 70 60 60 70 80 40 50 80 90 80 80 90 90 70 70 9o 80 133-135 

Maximum Results for Rank 3 Attacks 
136·138 3E 5E 7E 7E 7E 7E 70 80 4E 60 80 90 8E 80 90 100 70 80 90 90 136·138 
139·141 3E 5E 7E 8E 7E 7E 8E 9E 4E 6E 8E 9E 9E 9E 9E 10E 70 80 100 100 139·141 
142·144 3E SE 7E 8E 7E 7E 8E 9E 4E 6E 9E 10E 9E 9E 10E 11E 8E 9E IOE 10E 142·144 
145·147 3E SE 7E 8E 7E 7E 8E 9E 4E 6E 9E 10E 9E 9E 10E 11E 8E 9E 11E liE 145·147 
148·150 4E 6E 8E 9E 8E 8E 9E 10E 5E 7E IOE 11E 10E 10E 11E 12E 9E 10E 12E~ 12E 148·1SO 

Maximum Results for Rank 4 Attacks 

NOTE: All critical results are rolled on the Martial Arts Striking Critical Table. NOTE: Bare hands a/lacks by non-martial artists are Rank I auacks. 
NOTE: Humanoid rype creatures a/tempting to subdue (without major injury) other humanoid types may use rhis rahle or the Grapple Auack Table (both with a maximum 
result of 105). 



8.1.1 SLASH CRITICAL STRIKE TABLE 

A 8 c D E 
01-05 Zip. Weak strike. -tO hits. -tl hit + 2 hits +3 hits 

06-10 
+I hit +2 hits. +3 hits +4 hits Unbalance foe. +5 hits. You 

rece1ve miumive nex1 round. 

You receive initiHtive next Glnncing blow to foe's side. Blow to foe's side yields+(> hits. +3 hits. roc must Jl3rr)' ror next +4 hits. Foe must p:uTy next round 

11-15 round. +I hit. +3 hk~. You receive initiative You receive initiative ncx1 round~ round of action. of action. 
next round. 

Foe must parry next round. Blow to side. +2 hit<. Foe Blow to side. +4 hits. Foe must Minor side wound. Foe at -10. Stun foe for 1 round. f!oe may not 

16-20 +1 hit. must parry next round :ll · l 0, parry next round -2(). +2 hits. Receive inilitulve next parry. Add +10 to your next swing. 
rowtd. 

Foe must p3rry next round. Foe must parry next round You bre•k (he's rib. 3 cx.tr<• bits, Strike to side. Foe is stunned for Foe receives minor side wound. 

21-35 +2 hits. Add+IO to next ·20 +2 hits. roc is slunnetl next round. ne.xt round anti cannot parry. fights :11 - 10 and tnkcs I hit per 
swing. +3 hits. round. + ~ hits. 

Minor calf wound. Foe Minor calf wound. Foe t:oke.~ You sl:tsh foe's leg. Foe wkes You sl:tsh foe's upper leg und Blow to foe'$ upper leg. If foe has 

36-45 receives I hit per round. I hit per round. +2 hilS. 2 hits per round. +2 hits. deUver 3 extra hits. Foe takes leg am1or +5 hits. lffoe has no 
2 hits'' ruund . unnor. +3 hits und +) hits per md. 

. 
Blow to roe·~ back. +2 hits. Blow to fcle's back. Foe must Blow 10 foe's back StUll roe Strike foe's lower b.1ck. Foenwy Strike to foe's lower back. Foe may 

46-50 Foe must parry next round at party next. round nt -30. ~ hits . I l'ound. Foe may no1 parry. not parry :ond is ou1 next round, 1101 p:1rry nnd is out IICXI rou11d. 
-30. +3 hits and foe takes I hit/md. +3 hits. Foe lakes 2 hits/md. +4 hits. Foe takes 3 hits per round. 

Blow to foe's chest. Foe must Minor chest wound. Foe takes Minor chc.<t wound. +4 hits. Foe Medium chest wound. +5 hits. Chest wound. Foe takes 4 hits per 

51-55 parry next round ·25. WoJnd I hil/ md and must parry next takes 2 hits per round and fights Foe lakes 3 hits per round, lights m ruund, is :u · 10. '""' is siUnned 
gives I hit per round. +2 hit.l . 2 mds. +3 hits. Foe fights -5. 01 -I 0. Foe mus1 parry next md. -15. and must p:orry next round. 2 rounch. +6 hit.<. 

Minor thigh wound. Foe Minor thigh wound. Foe lltkcs Minor thigh wound. Foe tnkc~ Medium thigh wound. +6 hie,, F()e Thigh wound. Fnc is ~tunncd for 

56-60 takes 2 hits per round and 2 hits per round. +4 hits. Foe 2 hits per round. +5 hits. Foe is takes 2 hits per round and is 2 rounds. +8 hils. Foe takes 5 hits n 
mus1 parry next rnd. +3 hilS. must purry nexltwo rounds. stunned next round. 'tunned 2 rounds. round. 

Minor forellml wound. Minor forearm wound. Foe is Medium forearm wound. +4 hits. Medium forearm wound. +4 hi es. Fore;orm wound. Foe is stunned for 

61-65 +3hits. Foe tokes 2 hits per stunned next md, l:lkc.~ 2 hits Foe takes 3 hits per round. is at f'oe takes 3 hits per round. is at 2 rounds. +6 hits. Foe tnkcs 3 hits 
round und is at · I 0. per md anr.l is ut ·I 0. +4 hits. · I 0. and is stunned next round. ~I 0, Und is slunnc:d nc:xl 2 rtunds. per round und Is ul · 15 . . 
You shnuer shoulder in foe's Shaner elbow in roe's w~apon You shauer foe's knee. Foe is You kn~ck foe out for 6 hour~ with Sevtr foe's weapon nrm. +12hit~. 
shield :mn. Arm is useiCS$. nrrn .• +8 hits. l'oc is stunned knocked down. +6 hits . Foe nt a strike to side of head. + 15 hits. Foe expires in 12 rounds, drops 

66 + I 0 next swing. Foe is 4 rounds and cannot parry -90 and is down for 3 rounds. If foe has no helm. you kill t1im immediately. Add +10 to your next 
stunned 3 rounds. -<")flits, doting first 2 rounds. (and cnnnot parry). inswntly. swing. 
Your initiative. 

Slush foe's neck. +6 hits. Fo.: lllow 10 roe's l\CCk orca. Foe Slash foe's neck. Foe is stunned Slnsh muscle iri foe's shoulcl.:r Slash tenchms und c7ush the -;eln 

67-70 
is stunned (or 3 rounds and takes 3 hits per round and 4 rounds und cUJuult pan·y during area. +5 hits. Foe is stunned foe's shield shnuldcr. Ann useless 
cunno1 parry during ncx1 fights nt ·5. Stun fcx: for next 2 round"- +8 hits. +I 0 next 3 rounds. nnd is Ul·20. Add and foe takes 2 hits per round. Stun 
round. 2 rounds. +7 hits. round. +10 10 your next swing. foe 4 rounds. 

Slash tendons in foe's lower Slash muscle in foe's calf. Foe Stash muscle and tendons in ft>c's Slash muscle and sever tendons in Slash toe's lower leg and sever 

71-75 
leg. Foe at -30 and takes is stunned for 3 rounds and lower leg. Foe •s stunned for foe's lower leg. Foe is surnned for muscle and lendons. Foe:n -70. 
2 hits/round. +4 hits. Stun 'cannot party during next round. 2 rounds and cannot parry. 3 rounds and cannot parry for next +& hit.<. Stun foe 6 rounds. 
foe 2 rounds. Poor sucker. +6 hits. Foe :11 -40. +7 hils. Foe m ·45. 2 rounds. Foe is nt -50. 

Slush foe's upper arm. +5 hlls. SI.:L~h muscle in roc's shield Stash m.usdc und tendons In foe's Slas~ muscle und tendons in foe's S·l:~sb IClldOJIS Und brenk 001\C in 
Fo.; takes 3 hils per round ll.lld ann . Foe is at -30 and take:. shield onn. +9 hits. Foe tnkc-< weapon :lm1_.. Ann js usclcs~ :md foe's shield arm. Arm is useless. 

76-80 is at -.25. Foe is stunned and 3 hits/md. Stunned :md unable 4 hits per round and arm is foe is stunned 4 rounds. Foe + 12 hits. Foe is stunned and w1:ible 
unable to parry 2 round.<. to parry for 2 rounds. +6 bits. useless. Foe is stunned 6 roLint.ls. cannot parry next 2 m<l<. tiO hits. to parry for next 3 rounds. 

Slash foe in side. +6 hits and Slash foe in side. + 7 hits Md n Strike to foe's side. +8 hits. Foe Major abdomen at wound. Sever opponent's hand. +5 hit$. Foe 

81-85 
a mujur wnuntl. Foe tukes6 major wound. Foe takes li hits tflkcs 4 hits per round and is al +IOhits. I' m> takes 8 hits/rnd, is Is stunned ttnd tut:tble to parry for 
hits/mtl nnd is stunned 5 rnds. per round. foe is Stunned and ·20. Fc>e is stunned :mel cllnnot Stunned for 4 md~. nnd is unlblc to ncxl 12 rounds. Foe then dies. 
Add +20 to your next swiug. cannol pitny for next 2 rounds. parry fur ncxl 2 munds. parry for ncxl 2 mds. Foe at -I 0. 

Slash foe in back. +8 hits. Stricke to back knock$ foe Blast to back breaks bone and Sever opponent's hand. +6 bits. Sever foe's leg. +15 hits. Foe drops 

86-90 Foe. is SHmned and canno1 dmvn. Foe is s1unned and knocks foe down. +9 hits and Foe is stunned for 6 rounds. unable ami l:tpsc" inlU uncunstinusne.s.or;, 
parry for2 rounds. Wound unable to party for 3 rounds. foe at·IO. Foe is stunned and 10 parry. Foe then drops and dies r:(>C dies in 9 rQund$. Add+ 10 to 
yicld.s 2 hit$/md. Foe :ot · 10. +I() hits. Fue takes 3 hit~n1d. unable 10 parry for 4 rounds. (>round~ lal~r. your next ~win~. 

Cui off foe's car. +:l hit :~. Foe Strike to roo·~ hip. + 7 hits :md Sever foe'~ leg. Foe dropS Sever lbe's weiopon 11rm. Foe is Sever foe's •pine. -~2() hils. Foe 
takes 3 hits per round :md foe is stunned 3 rounds. Foe immcdintel)' nnd dies in 6 rounds stunned and unable ro pnrry for collapses in a second, and is 

91-95 hears at ·50. Foe is stunned cannot p:m)' next r~1und and due to shock and blood loss. nexl9 rounds. Foe then dies. J>"mlyl:ed from the neck down 
3 rounds and unable to p:ury fight.• -20. Add +10 10 your +20 hit•. +15hit•. permanently. 
next round. nexc swing. 

Slash foe's nose. Minor Strike to foe's head 3nd neck Sever roc·~ shield arm. Foe is Stash foe's side. +20 hit~. r"c Strike to foe's hend destroys brnin 
wound. +2 hits nnd n breaks sku II anti causes stunnl:d, unable to p:trry for next dies in 3 rounds due 10 massive unc.l mukcs life diflicu lt for the poor 

96-99 pelTilancnt ~car. Foe t:oke, massive brain dnmagc. Foe +18 hits. internal organ dnmagc. l'oc is fool. Foe expires in a heap 
2 hits a round :ond is at ·31) drops and dies in 6 rounds. down and unconscious - immcdi:llely. 
Foe stunned 6 rounds. +20 hits. immedi:uely. 

Neck s'lrikc severs carotid Disembowel foe, killing him Destroy foe's eyes. +5 hits and lrnpalc :1dvcrsary in heart. Strike 10 foe's grom area. +I 0 hits. 

100 
ar1ery and jugular vein. Foe's instantly. 25% ch•n~ your foe is Stunned and unable I(> + 12 hits. Foe dies instantly. All vitals arc destroyed nnmediotely. 
neck is broken. Foe dies in weapon is stuck in opponent parry for next 30 munds. ~lcttl'l is dcstro)'cd. 25% chance Foe is stunned and unnblc io parry 

m I round or intense agony. during next round. your weapon is stuck '" roc 2 mds. for 12 rounds. 

-



8.1.2 PUNCTURE CRITICAL STRIKE TABLE 

A 8 c D E 
01 -05 

Zip. Glancing blow. 
damage. +0. 

No cx1rn +I hit. +2 hits. +3 hilS. 

06-10 
+I hit. +2 hits. +3hits. +4 hitS. Unbalance foe with a nice grazing 

strike. You gain initiative +5 hits. 

11-15 
You receive initiativu for nc:xl Olandng blow to side. +3 hits. Blow to foe's side. +5 hits. You +2 hit~ Foe must parry for next +3 hits Foe must parry for next 
rvund. +I hit. You receive initiative next md. receive ini1iative nexl round~ round. round. 

16-20 
Foe must parry next round. Blow to side, +2 hits. Foe Blow across side. Foe must Minorside wound. Foe fight~ at Stun foe for I round. Add+20 lo 
+I hit. must p~rry next round at · I 0. potTy next round at ·20. +3 hits. · I 0. You have the initintive I md. your next aunck. 

Foe must parry nexi round. Foe must parry next round at You wound foe along side of You wound foe along side of hip. Foe receives minur side wound. 

21-35 +2 hits. Add +10 to next -20. +2 hits. chest. Foe is stunned I round Foe is stutmed I round and takes + 2 hits. Foe is at ·I 0. Foe takes 2 
nunck. and takes I hit per round .. 2 hirs per round. hits per round. 

36-45 
Minor calr wound. Foe Minor calf wound. Foo: takes Minor c~lf wound. Foe takes Minor thigh wound. Foe takes n1igh strike. If foe. has leg armor. 
receives I hll per round. I hit per round. +2 hits. 2 hits per round. 3 hits per round. +3 hits. If none, +2 hits, 3 hirs/md. 

Strike along foe's back. Strike along foe's back. Foe is Strike across foe's back stuns foe Strike to foe's lower back. Foe is Strike 10 foe's lower back. foe takes 

46-50 +2 hits. Foe 111ust now parry stunned for I round and takes for 2 rounds. Foe takes I hil per stunned and unable 10 parry next 3 hhs/md. +5 hits. Foe is sturmed 
next round at -30. I hit per round. round. round. +6 hits. and unable to parry during next md. 

Strike to foe's chest. Foe lllUSt Minor chest wound. Foe takes Minor chest wound. Foe takes Strike 10 chest. +5 hits. Foe iakes Chest wound. Foe takes 4 1\its/md. 

51·55 patTy next round at ·25. Foe 2 hits per round, +3 hits. Foe 2 hits per round. +3 hits. Foe is 3 hits per round und fights at -15. +5 hits. Poe fights at ·10. Foe is 
takes 2 hits per round. must parry for next 2 rounds. stunned for 2 rounds. Foe must parry next round. stunned and unable to parry I round, 

Minor thigh wound. Foe Minor thigh wound. Foe takes Minor thigh wound. +5 hits. Strike 10 thigh. Foe takes 3 hits Thigh wound. Foe takes 5 hits per 

56-60 
takes 2 hits per round. 2 hils per rounds, +3 hits. Foe Foo: takes 2 hits per round and is per round. Foe is s!Unned and round. +6 hits. Foe is stunned and 
+2 hits. Foe is stunned ne.xt I$ ~lunncd and unable to parry at · I 0. Foe is stunned for unable to parry for the next round. unable to parry next round. 
round. next round. 2 rounds. +3 hits. 

Minor foream1 wound. Mjnor forearm wound. Foe is Foreann wound. Foe takes 2 hits Forearm wound takes 3 hits per forearm wound. Foe takes 3 hits 

61 -65 
+2 bits. Foe takes 2 hits per stunned during next round. per round and is at · 10. +3 hits. round :md is :u • !0. +3 hits. Foe is per round and is at ·15. +5 hits. Foe 
round. Foe is at ·I 0. +2 hits. Foe is at •10 and takes Foe Is stunned for 2 rounds. stunned for 2 rounds. is stunned for 2 rounds. 

2 hits per round. 

Stnke through foe's shield Strike shallers elbow in foe's Strike shauers foe's knee. Foe is Strike to side of head. Foe is Strike through both of foe's lungs. 

66 
shoulder. Ann is useless. weapon arm. + 3 hits. Arm is knocked down, is at ·90, and knocked out for 6 hours. +I 0 hits. Foe drops and passes out. Foe dies 
Add +10 to your next auuck. useless. foe is stunned 4 mds stays down for 3 rounds. Foe is If foe has no helm. you kill him. in 6 rounds. Add +I 0 to your neJU 
Foe is stunned for 3 rounds. and connot patTy ror 2 ntds unnbJe t<l pnrry 2 rounds. :muck. 

.Strike along foc's.neck. Strike to foe's neck area. Fne Stri ke along foe's neck. Foe is Strike foe in shoulder. +3 hits. Strike for is shoulder. Sever muscle 

67-70 +5 hils. Foe is stunned for takes 3 hits per round tutd Is at stunned for 4 rounds and cannot Foe is stunned and un3blc 10 parry and tendons. Arm is useless. Foe 
3 rounds and cannot parry ·5. Foe i.• stunned fur 2 rounds. parry for 2 rounds. Add + 15 to for 2 rounds. Foe is at ·20, lakes 3 hils pe.r round. Foe is 
next round. your next atlll.ck. stu.nned for 6 rounds. 

Strike lower leg. Tear Strike to foe's calf. Slash Strike to lower leg. Foe is Strike to lower leg. Foe is at -50. Strike througb.lower leg. Poe is 

71 -75 tendons. FIJ<! is at ·25. muscle. Foe is at -40 +3 hits. stunned and unable to parry for Slash muscle and canilage. stunned and unnablc to parry for 
+3 hits. Foe is stunned and Foe is stunned :md unable to 2 round.~. +5 hit~. Foe is at-50. +6 hits. Foe is ~tun ned aod uua.ble J rnds, Sever muscle. Foe is at • 75. 
unnb!e m parry next round. patTy for 2 rounds. Slash muscle and tendons. to parry for 2 rounds. 

Strike to foe's upper am1. Strike through muscle in foe's Strike foe in shield ann. Tear Strike foe in shield (Unl, Amtls Strike foe is weapon arm, bone is 

76-80 +3 hits. Foe takes 3 hits per shield onn. Foe is at -30 and muscle and tendons. Foe takes useless. Foe is stunned for broken. Foe is stunned and unable 
round and i~ 31·25. Foe is takes 3 hits per round. Foe is 3 hits per round, fights ut -25. 6 rounds. Foe takes 3 hits per to parry for 3 round~. + 10 hits. 
•tunned for 2 rounds. stunned for 3 rounds. Foe is stunned 6 round~. round. +12 hits. 

Side wound. Foe takes 5 hits Side wound. +6 hilS. Foe Side wound. +6 hits. Foe takes Major abdomennl wound. Foe Strike through roe's back severs a 

81-85 
per round 311d is stunned for takes 5 hits per round. Foe i~ at 5 hils per round. Foe is at ·25. takes 6 hits per round. +I 0 hits. vein. Foe is stunned and unable to 
6 rounds. Add +20 to your -25. Foe is stunned and unable Foe is stunned and unable 10 Foe is ~tunncd and unable to parry parry for 12 rounds. Then dies. 
next nuack. to parry for 3 rounds. parry for 3 rounds. for 3 rounds. Foe is at -20. 

Strike foe in back. Foe is at Strike to back of head. If foe Strike to back of head. If foe has Strike through foe's kidneys. Foe Strike through leg severs an anery. 

86-90 
·20 and takes 3 hits per round. has no helm, he dies. If foe has no helm, he dies. If foe has a drops, +9 hits. Foe dies after Foe drops. lapses into uneon· 
Foe Is snmncd and unable to "helm, +6 hits (md roe is down helm, +6 hits and foe is down for 6 rounds of very inlet~~ :tgony. ~ciousncss. and dies ufler 12 rounds. 
parry 2 rounds. for 2 rounds. 2 rounds. Snd. 

Rip oil foe's car. +3 hits. Foe Strike through foe's hip. Ft1<! Strike through foe's chest. severs Strike through foe's side destroys a Sever ancry in foe's arm. Foe: is 
tdkcs 2 hits pr nlund. hears at takes 3 hits per round. +5 hits. • vein. Foe drops immediately vuricty or organs. Foe rights stunned for 12 rounds :md then dies. 

91-95 -50, Foe is stunned nnd not Foe is stunned next round. Foe and dies in 9 rounds due to shock nonnally for 6 rounds then dies. 
able ·to parry for 2 rounds. is;tl-25. and blood loss. 

Strike fo-e's nose. There is a Strike through foe's cheek. Foe Strike through foe's neck breaks Nail sucker in lower back. Internal Shtll through hcun send foe n.'Cling 
permunenl scar. Foe lttkes drops 311d dies after 9 rounds of backbone and se,ers spine. Foe bleeding ~nd shock kill foe in back I 0 feet to upol suitable for 

96-99 3 hits/round. Foe is stunned incapacity. Add +20 to your is paralyzed from the neck down 6 rounds. Foe is down and out. dying. Weapon is stuck in reeling 
and unable to parry 3 mds. next allack. - permanently. foe. 

Strike through neck. Sever Strike through foe's eye. Foe Shot through both curs prove.< Strike through brain makes life Strike through foe's eye. Foe dies 

100 
vein and ancry. Foe cannot dies instantly. Add +10 to all effective. Foe dies insmnlly. difficult for foe. You have a half instantly. Add +25 to our next 
breath. Foe drops and dies of friendly auacks within 30 reel Add +20 to your next 6 round. round left to act. Add +20 to your auack. Carry on. 
a massive heart failure. next round. Preny shot. next anuc,k. m 



8.1.3 KRUSH CRITICAL STRIKE TABLE 

A 8 c D E 
01-05 Zip. Weukgrip. No cxrra damage. +L hit +2 hits +3 hits 

+I hit. +2hits. •3 hits +4 hits Glnndng blow -Hi hits. Foe iJ. 

06-10 slishtly unbalanc.:d. You have 
initiative next round. 

Glancing blow. r-oc take~ Glanncing blow. +3 hits. You Blow to foe'. side. + 7 hit$, You +Shi~. Foe must p•rry next round +6 hits. Foe is stunned for I round. 

11-15 +3 hit.. You have the h3ve rhe iniliative next round. receive initiative next round. ar-10. Add +5 10 your nexr swing. 
iniriorive ncx1 md. 

-
>2 hils. Foe mus1 parry ncxr Blow 10 foe's side, +4 hils. Blow to foe's side. +6 hirs. Foe Minor fracrurc of ribs. +5 hils. Suwg blow. Foe is stunned and 

16-20 round of action. Foe must p~rry n<Jtt round at mu.'1 parry nut round ~• -20. Foe nghrs 111 -5. You have unable to parry next round. Add 
- 10. initinlivc nexl round. + 10 to your next swing. 

Foe m1"1 parry next round. Foe mus1 parry nexr round ar You break foe'> rib. +5 hil>. Foe Stnke 10 foe's side. +4 hits. Foe is Strike crocks foe's ribs. +6 hiL~. Foe 

21-35 +3 hils. Add +5 to your nexr -20. +4 hits. is srunned during next round. >tunne<l and unable to parry dunng is :n - 10. You have iniriative ncxr 
swing. Hard blow to foe's side. nexr round. round, 

Brui>c foe's calf. -Hi hits. Bruise foe's calf. +6 hits. You BruL'"C roe·, calf. +9 hits. You MaJOr culf brui>'e. + 10 hits. Foe Strike 10 upper leg. Minor fmcture. 
36-45 You g:oin the initlutivc. Foe gain rhc initiotlvc. Foe fights at gain the initiative. Foe fi&hls at fights nt - I 0. You have the + 12 hits. Foe nghts '" · I 0. You 

nshcs at ·S for next round. -20 for next 2 t•ounds. -25 for next 2 rounds. inhiuciv~: n.;xt round. h:rvc the Initiative next round. 

Blow to foe's back. +4 hill. Blow to foe's back. +6 hits. Blow to back. +5 hits, Stunned Hard blow co back. +I 0 hi~•· Foe Strike to foe's lower back. + 15 hils. 
46-50 F<lo must p:my next round nt Foe must parry next round at and unable to parry I md. You Is stunned und unoblc to pany Foe is srunned and unable to parry 

-25. l~nrd, glanci ng strike. -25. have the initiative for 2 n1ds. during next mund. during next round. 

Blow 10 foe's chest. +5 hit<. Blow to foe's chest. +6 hils. Hard blow to chcsr. +5 hits. Foe Blow co chest. + 10 hits. l'oe has a Blow to chest. + 1 5 hits. Foe is 

51-55 Foe must parry next round nt l'oe must parry for ncxr lights a1 -I 0. Foe lssrunncd pair of broken ribs and must light stunned for 2 rt)UIH.Is_. Foe lights 
-25. 1:oe has u br11iscd rib. 2 round.<. dming next round. 01 - 15. -15. 

Strike foe's thigh. +5 hits. Srrike foe's thigh. +Q hits. Foe Srrikc foe's thigh. +6 hits. Foe rs lll<tw to thigh. Foe i!\ stunned ncxr Blow to rhigh. Foe is stunned and 

56-60 Foe is forced to pnrry next has n bruise and is forced to at -5. Add +10 to your next round. +6 hits. Foe iUI·IOand is unable to parry next round 
round at -25. Glancing blow. parry I round. Foe is at -5. swing. Foe musl JY.Jrry ncx1 nltl upset. + IOhits. Foeisat -10. 

Blow 10 foe's forcann. Blow to foe's foreann. Foe is Disarm foe with a blow to Blow 10 foreann. Foe~~ sturncd Blow to fo=. Foe drop< 

61-65 +S lut.>. Foe is stunned I md. at - Ill. +9 hits. Foe is stunnl!<l forearm. +R hiL~. Foe I~ <runncd and unahlc 10 parry next rouod. weapon. Focisat-IS. +IOhilS. 
Add +20 10 your ncxl swinjl. during next round. during ncxl rouod. + 10 hih . Foe at-10. Foe is >tunn.:<l for next round. 

Shnuer shoulder in foe's Shaucr clhow in foe's weapon Shatter foe's knee. +9 hits. r-oc Olow to ~ide of foe's head. I! foe Blow to back of neck. eru.<hes 
shield arm. Arm is quite ann. Arm is useless. Foe is knocked down and is •tunnctl has no helm, you •wsh his stu II. backbone and severs spine. 

66 u..eiCSl>. Foe: i~ stunned and drop• weapoo, and is •tunned and unable to parry for 3 rounds. If foe ha.< helm. you knock h.m our + IS hits. Foe dies inst:lntly. Add 
unable to p.1rry for the next and unable 10 party for Foe at -90. for 4 hours. +20 hill<. +I 0 to your next swing, 
2 rounds. +8 hit<, 3 round>. 

----
Stnkc upper chest area. Strike upper chc>1 arta. Foe is Strike upper ehe•t ore:r. RIC h Blow tu fnc'• •houlder urea. Minor Blow to foe's <hield $houlder. If foe 

67-70 
+M hits. Foe is •tun ned lor >tunncd nnd unahle to p:ury for slunncd for 3 rounds und unable fm~ture. Foe is at ·20. Foe i< hau shield. it if broken. If foe h"' 
3 rounds and unable to parry 2 rounds + 10 hits. f-oe is at to parry during next 2 round>. •tunncd und unable tn parry for no shield. rhe should~r is shauered. 
during"""! tVullil. -10. +IOhirs. Foe is at -10. 2 rounds. ann useless. 

Blow 10 foe's lower lel!. Bad Blow bruise.• foe's calf. Foe is Blow bruises foe'> knee. Flte is Blow brcuks bone in leg. Foe is at Blow breaks foe's hip. Foe is at 

71-75 
bruise. +S hits. Foe is stunned ut -35. +10 hits. Foe is at -40. +10 hits. Foe is stunned -SO.+ 12 hits. Foe is.tunncd aml -75 uud b knocked down, +IS hits. 
for 2 rounds nnd unn:tble to ~tunned 2 rounds and un:tble to anti unable tu jlarry for 2 round>. unable 111 parry for 2 rounds. Foe i~ stunned ~ rounds. 
i)nrry next mu11d. Foe 111 -20. parry next round. Mujor cnrtilng.e damage. 

---
Blnw 10 foe's shield unn. Jf Blow to foe's shield um1, Blow to foe's weapon nnn. Bud Blow breaks foe's weapon nnn, Bl<>w to foe's elbow. +9 hit~. Joint 

76-80 foe haS II shield. it iS broken. shnncrs wrist. Arm is useless. bruise. +9 hilS. Foe is stunned Foe b stunned und unable to pany is shanered. Arm is useless. Foe is 
If foe In« nu shield. the ann is Foe is stunned for next round. and unable to parry for nexr for I nJUnd. Arm is useless. Stunned and unable to parry [or 
badly broken und usc lcs.. +6h its, ro1ind. Foe is m -50. +8 hits. Tendon damage. 2 rnumJs. 

Blow to roe·~ side. + Ill hit•. Blow to foe's side. +12 hits. Strike m foe's side. Brenks Strike to foe's side +IS hit~. Foe is Catch foe in armpit. +30 hits. Cru>h 

81-85 l'oe is stunned onu unable 10 Foe ha~ broken rib$. Foe is 3 rib~. FOt is •t - 10. + 12 hit>. ~~~~~~ked d\lwn. Add+ 10 11> your foe's ribs an,l tlestroy side. Foe 
l':~rry for 2 round>. Fo~ Is at ~lltnned und unublc I\> parry for Foe is ~tunued ami unahh: ro n(Xt ~wins. Ft>c I• stunned and drops •n<l tlics of nerve and organ 
-20. 2 rounds. Foe i~ at -25. parry 3 rounds. unable to palTy 3 round~. damage in 3 rounds. 

Strike Foe in b~c~. +12 hit•. Strike to back knocks roe down Blow to rock sm;tshcs muscle Blow to foe's neck area breaks Neck strike shatters bone and severs 

86-90 
Mu>cle and cartilasc:. Foe is and Nmashes tendons .. Foe is and breaks bone. + 20 hit>. Foe backbone and de,troys spmc. an anery. Foe cannot breath and b 
stunned .md unable to puny .runn.:<l :md unable to parry for is at -SO. F<K' is knocked down +25 hins. Foe falls and dies 111 2 inactive for 12 munds. The poor 
for 3 rounds. Foe is at -25 -1 rounds. Foe is at -30. and stunned for 6 round>. round> foolrhen expires. 

Break foe's nose. Foe is Foe's upper head hit. If no Blow shancrs thigh. +IJ hit• and Blow •honers sh1cld orm. Bone Blast 10 foe's back. +25 htts. Bone 
>tunn.:d and unable to parr)' helm. he is in a coma for 3 a compound fr:K:ture. Bone .overs vein and an uncry. Foe dies is driven into vnal organs and foe IS 

91-95 for3 md$. +IS hits. Foe weeks. If foe has a helm. +20 severs ;m artery. Foe dies after or shock and blood loss •ftcr down for 6 rounds ... Then dies. S3d. 
fights at -30 for 2 days. hits and foe is stUilllel! 12 mds. 12 round~ o(inacuvily. 9 tnaccavc round.'i. 

Blow to foe'• hc•d. If foe bs Blast foe's chest. Send ribcage Blow to foe's abdomen dcstrc>ys Blow 10 foe's side rrushe• ches t Crush roe·s >lull. +30 hib . 
no helm he IS dc:td. I r roe hus through heon. Foe drops and a variety of ort;•ns. The poor ca~ny. Foe drop' and d1c> 1n Opponen1 dies imme<JiatCI)•. Add 

96-99 u helm, he " knocked dow1 <lies. Add +20 10 your next fool expires after 6 rounds of ~rounds. Add +25 10 your 11<x1 +20 10 your next swing. You havr a 
und •tunncd 6 mds. +20 hi10. swtng. in:.tclivity. SWinJ.!. h:J!f round left to act. 

Olow to foe's jaw. Drives Blow to back of neck paralyzes Strike to ro,..,heau. +.10 hns. Y11u Blu." 111 foe's chest :treu. Dc>troy Crush foe's hip. +35 hits. Opponent 

100 
bone through brum. Foe dies foe from the shoulders down. squash foe's eyes uml destroy roc's hcan. Foe dles inuncdiJtely. is s tunned for 1 rounds. :\ctivc 
Instantly. +50 hits, udd +20 to +2S hits. Foe ls quite stunned. them. Foe is sturmcd und is +25 hi!>, Flnc wo1k. following 4 rounds at -30. then dies 

m your next swing. unable to 11arry 24 mund.•. or nerve damage. 

-



8.1.4 LARGE CREATURE CRITICAL STRIKE TABLE 

NORMAL MAGIC MITHRIL HOLY ARMS SLAYING 
+12 hits your weapon breaks. + 15 hit~ you fumble yout + 18 hits you move poorly and +20 hits Ont blow. Subunct 10 +Shits, 

01-05 You arc U(>sct. weapon and must purry next yield the initiative next round. from yuu •lext :::wi1lg. 
round. Good luck pal. 

06-1 0 +3 hiL•. +4 hits. +5 hits. +9hits. +IO hits. 

11-20 +6hits. +8 hits. +9 hits. +12hits. +IS hits. 

21-30 +9 hits. +IOhits. +12hits. +15hits. +20 hits. 

31 -40 +12 hits. +15 hits. +20hits. +25 hits. +30hits. 

+15 hits. +18 hits. +25 hil'S. +30 hit,. light wound. + 12 hits. roe takes 

41-50 5 hits" p<;r rnd ond Is forced to parry 
I rnd. Add+IOtoyuurncxt swing. 

+20hits. 1'25 hits. +30 hits. Light wound. +I 0 hits. Foe takes Hurd nat swing. +IS hits and foe is 

51 -65 3 hils per round and is forced to staggered. Foe is stunned and unable 
parry next I'Ound. You have to parry for the next round. 
initiative for 3 rounds. 

Well placed strike 10 foe's Vicious strike 10 abdomenal Strike 10 foe's heart. + 12 hits and Inspired strike that catches foe Strike through foe's ear demoys 

66 
nc'Ck severs the juglar vein. region dewoys a variety of foe die.'> instantly. Add +10 to hetween the eyes. +20 hits. Foe bl".tin. Foe dies immediately. Add 
+ 15 hils. roe dies in 6 rounds. important organs. Foe drops your next swing. Very clean kill. dies instantly. You have In a +10 to all friends' swings next 
and is ina<:clve umit lhen. and dies in 3 rounds. +30 hits. round left to act. round. 

+25 hils. +30hil'S. Light wound. + 15 hils. Foe is Hard strike, +20 hit'>. roe is Brutal strike through foe's heart. 

67-70 stunned for 2 rounds and lights at stunned and unable 10 parry for +20 hits. Foe dies immediately. Add 
-20. Add +10 to your next 2 rounds. Add +I 0 10 your next + 10 to your next swing. 
swing_ swing. 

+30 hits. Lisht wound. + 13 hits. roe is Hard blow. +20 hits. foe is Strike to foe's leg. +9 hits. Foe is Shaner shoulder in foe's weapon 

71-80 sl.Unncd for 3 round~ nnd is: stunned and unable 10 parry for stunned nod unnble to parry for nmL+IS hits. roe is stunned for 
unable to p.arry for lbe next 2 rounds. Foe takes 3 hit' per I round. Foe is 81 ·I 0, takes 3 hits 3 rounds. Arm is quile useless. 
round. round due Ill light wound. per round. 

Strung blnst staggcT:< foe. +2U Han! blow stu11' foe for Stri.ke lO foe's leg. + 15 bit~. Foe Strike to fo~·s forehead. If foe has Strike ~o foe's chest destroys the 

81 -90 hits. Foe is s1unned nnd 3 rouod~. Foe. is unable 10 parry Is stuoned for 2 rounds and rights no helm, you ki ll him. if foe has 11 heart. +25 hits. Poe dies immedl · 
unable tn parry ti)r 2 rQunds. next rounu. +22 hits. Add +10 at ·20. Foe takes 2 hits pet round. helm. you knock him out. +30 hits. ately. Add+l5 to your next swing. 
Add +5 to next swing. to your next swing. 

Fine strike to foe's leg yields Strike foe In l'uce. +5 hits. Foe Strike foe in heall. +30 hits and Cruel strike to roe's che.lit severs a 

I 
Sever an artery in foe's leg. +I 0 hits. 

91 -95 
+Ill hits. roe takes 5 hits per tokes 3 hits per round and foe is knocked out. Add+ 10 to vein. Foe'" s tunned for 2 rounds. Foe die< after 12 sad round< of 
rounu und is at ·10. f'oc is fights at -25. Add +20 to your all friendly swings next round. falls Into unconsciousness. then inactivity. 
stunned for 3 rotmds. next swing. fine shot. die.~ after 6 round.~. 

Strike foe in heart. Poe dies Strike foe through both lungs. Strike foe in nose and drive bone Strike through foe's ear drops Shaner foe's skull. +30 hits. Foe dies 

96-98 instantly und falls upon you. Foe dies in J rounds. Your into brain. Poe dies instantly and sucker.+ 15 hits. roe dies ne<t instantly, A piece of foe's skull sail~ 
You then take 20 hit< nnd urc weapon is stuck in foe for you have a hull' muntlto act. rnd. Add +25 to your next swin~. Mmight back 10 10 feet. Not pretty. 
pinned for 6 rounds. 12 rounds. +25 hits. Cle~n kill, 

Strike through foe's lungs. Poe Hard but nm strike. Foe takes Strike foe in neck. +20 hits. Foe Blind for cle3nly. Foe is Stunned Strike foe through cheek. Foe dies 
99- falls down and dies after + 35 hits. is stunned for I md. is Munned and unable to parry for and unable to parry for 2 rounds. immediately. +IS hits. Ulifortu· 

100 6 mds. +24 hits. Add +20 to and is unable to parry. Yottr 6 rounds - then dies. Your +5 hit~. Foe is ut ·I!JO. Precision nately, your weapon is stuck in the 
all friend ly swings next md. weapon break& in half. weapon is stuck 2 rounds. surgery. bone for 2 round~. 

Awesome stl'ike. +50 hits. Strike to side of foe's head Strike 10 foe's chin shatters jaw Shaner foe's knee. Foe takes 2 hits Sever a vein .ln foe's fordimb. Foe is 

101- Foe is stunned for 3 rounds knock> foe out. +20 hiL\. Foe i.< and knocks foe out. +60 hits and per round, lights at ·30, and is stunned anu unable 10 parry fnr 
and is unable to parry. Foe out fliT at least 3 hours. Add foe is in a coma foe 30 days. stunned for 3 rounds. 6 rounds. Foe then falls dead . +20 

150 fighiS : II ·25. + 1010 your next swing. hits. 

Strike drives bone into Strike drives shnucred Strike to foe's abdomen dewoys Smooth strike through foe's cheek, Strike through foe'> neck. Foe dies 

151- kidneys and liver. Foe falls, remnants of foe's jaw into the a variety of important organs. + 10 hits. Foe dies immediately. instantly. +25 hits. Add +10 10 your 
Htking 40 hits. Foe then brain. Foe dies instantly. You Foe drop.' and dies after You have a half round left in next swing. Fine pie.:e of work. 

175 dies...pity. have 1n round left to act. 6 rounds. +30 hits. which to act. 

Strike 10 bowels destroys foe's Strike through foe's car kills Strike severs and artery in foe's Strike severs foe·, •pine. +20 hits. Strike foe through the eye. Foe dies 

176- aclomeMI areas. Foe falls and foe with cleun ease. + 10 hit~. leg. Foe foghts at • 20 for 2 mds. Foe drops immediately and is immediately. +15 hits. Add 20 to 
dies after 12 rounds. +35 hits. Add +20 to the swings of all then drops. Foe is then inactive paralyzed from the waist down. your next swing. You have a half 

200 Add + 15 to your next swing. nearby allies next round. and dies after 6 rounds. round co act. 

Blow to foe's forelimb severs Strike severs foe's spine. Strike to foe's heart. +20 hits foe Strike 10 foe's hcan. +25 hits. Foe Strike carrie< all the. way through 

201- a ''ein and stuns foe for 6 + 15 hits. Foe is paralyled from dies instantly. Add +15 to all dies. Add +20 10 all friendly foe's head. Foe dies instantly. The 
rounds. Foe drops on round 7. the neck down. Sadly. your friendly swings for the next swings for the next 3 rounds of action carries onto any nearby 

250 passes out. then dies. +IS hits. weapon breaks in half. 2 rounds of action. action. opponent (this round.) 

Extremely hard but nat swin~. Strike thwugli foe's eye proves Blind foe with vicious crossing Sttike through foe's ribs punctures Blind foe with precision strike 
+35 hits. Foe is stunned and fatal. Foe dies innnmcdiately. strike. Foe Is at ·I 00 a lung. +30 hits. Foe is knocked aero." eyes. +6 hits. Foe is stunned 

251+ unable to parry for 3 rounds. +20 hits, Add +25 to your next and is upset. +I 0 hits and foe is out. Your weapon is stuck for and unable to parry for 24 rounds. 
Unfonunmcly. you knock swing. quite srunned for 6 rounds. 6 rounds. Good luck. 
yourself out. 

Ill -



8.1.5 SUPER LARGE CREATURE CRITICAL STRIKE TABLE 

NORMAL MAGIC MITHRIL HOLY ARMS SLAYING 
+10 hils, bul your weapon + 10 hilS, bul you drop your +10 hils, bu1 you fumble your +1 0 hilS. bul you fumble your +10 hils, bul you musl parry nex1 

01-05 
bre:1k$ in half. Shoddy weapon ~nd il will U1ke 2 md3 weapon for remainder of round. weapon for remainder of round. round. 
workmanship. 10 gel il back. Bum luck buddy. You nre s1unned nexl round. You mu.a parry nexl round ... :11 ·5. 

----
06-10 +2 hilS. +3 hils. +4hils. +61ti1S, +8hils. 

11-20 +3 hils. +4 hils. +5 hils. +8 hils. +IOhils. 

21-30 +4 hilS. +S hils. +6 hilS. +IOhils. +12 hils. 

31-40 +5 hilS, +6hils. +7 hilS. +12 hils. +15 hils. 

41-50 +6 hilS. +7hils. +8 hiL~. +1 5hi1S. +18 hils. 

51-65 +7 hilS. +8 hil>. +9hi1S. + 18 hilS. +20hils. 

+20hils. Blow gives foe lighl wound. Blow sives foe Jigh1 wound. Heavy wound. +20 hils. Foe is Slrike foe's heart ~d kill sucker, 

66 
+12 hils. Foe lakes 3 hils for + 15 hils foe tnkes 5 hi I< per stunned and unable to parry nc.xl Add +20 10 your nex1 swing you are, 
round nnd fights - 10. Your round. fights · I 0, and yields round. Foe lights - 15 and lnkc$ however, covered wilh foe's blood. 
weapon breaks. ini1ia1ive nex1 round. 10 hiL~ per round. +50 hils. 

+8 hils. +9hlts. -t iO hits. +20 lli1s. Hc•vy blow breaks bones in foe's 

67-70 
upp¢r body. +30 hiL~ Foe is slunncd 
nnd unnble to pnrry for 2 rounds. 
Fla1 slrike. 

+9 hil •. -t iOhils. +15 hilS. Lighl wound. -t 13 hilS. Foe a.kes Hard blow. +24 hilS and foe fighls a1 

71-80 
5 hiL~ per round, ligh1s · 10, and -20. Foe is Stunned for 3 rounds and 
yields lhc initiati••e. Add +10 10 unable 10 parry. Foe rakes 5 hits per 
your nexl swing. round. --

+IOhiiS. -tiS hils. +20hi1S. Lighl wound. + 12 hilS. Foe tal.cs Heavy wound. Foe is stunned ~ 

81-90 
4 hils per round and mus1 parry unable 10 parry for 3 mds. Foe lakes 
next round. Add +20 to your nex1 20 hils per round and fighl8 a1 -25. 
roUJld . +25 hia.. 

+1 5 hils. +20hils. Ligh1 wound. + 12 hil$. Foe lakes Hard blow. +25 hils. Foe i~ Strike 10 foe's neck severs a variety 

91-95 
4 hils per round ond you have the stunned for 2 rounds nnd is un•bk or blood vcs~cl> und knocks fne 
inilialive nexl 2 round>. Add +10 to parry nexl round. Foe lakes down. Foe expires in 3 rounds due 10 
next swing. 3 hilS per round. shock. +3S hils. Nice. .. 

-
Blow severs vein and artery. Massive blow 10 neck cru.~hcs Blow 10 lower skull arcn kills foe You CUI foe's skull in half. w.-.pun Slrikc drives bone lhrough Poe's 

96·98 
Foe is s1unned for 12 rounds, bone and breaks spine. Foe dies instantly. Foe s1aggers for is stuck in carnage for 6 rounds. heart. Foe dies instanlly. bu1 your 
drop>,lhen dies. Awesome. in I round, but drops in<tanlly. I round before dropping. Add Add +10 10 all friendly swing• for weapon is stuck in foe for 12 rounds. 

Add +25 10 nexl swing. +20 10 your nex1 swing. 6rounds. +40 hilS. 

Blow shallc:tll bone. +30 hi1S Slrike foe in leg and sever vein. Crush bones in Foe's neck. S1nl<c through heart kills roe. Catch foe between the eyes and 

99-
ond 10 hils per round due 10 +25 hia.. Foe drops in 2 round3 SO% chance foe Is paralyzed +20 hilS. 25% chance foe fall, on shatter lhe skull. Foe dies ins1an1ly. 
compound frac1ure. Foe is al ~dies. Foe can figh1 in tbc from neck down. 5~ chance you OUI of spi1e. You have a half round to acl. Add 

100 -25. interim. thai foe is killed. You have a half +25 10 your nex1 swing. 
round lcftlo net. 

l, ighl wound. +12 hits. Foe Lighl wound. + 13 hilS and foe Rard blow. +30 hils. Foe is Serious compound fracture. Strike foe lhrough leg und sever 

101-
bleeds a1 l hil per round. Add mus1 parry next round. Foe sHinned for 3 rounds 1111d is +30 hits and foe is s1unnec.l, unable vein. Foe is stunned =nd untoble 10 
+ l 0 to your next swing. takes 2 hits per round. Add unable 10 pnrry during ncXI 10 parry, for 2 rounds. parry for 6 rounds. Foe I hen dies. 

150 +20 to your next swing. round. Add +I 0 10 your next +20 hils. 
swing. 

Blow cuts musch: and couses Blow sluns foe for I round and Knock foe down. +25 hils. Foe is Knock foe down with a vicious Awesome blow J,;nocks foe down. 

151- light wound. +20 hit.s. Foe is roe is unable to parry. +25 hils. down and un>ble to parry for blow. +40 hits. ~chatiCC of Foe breaks back and neck and 
at -20 and takes 5 hits per Foe is at -20 and is quite upset. llCXI 2 rounds. Add +I 0 IO your coma - ~chance foe is down suffoea1es in 12 rounds. +25 hits. 

175 round. oext,wing. and unable to parry 6 rounds. Add +20 to your nexl swing. 

Blow cUIS tendons.+ 15 hiu Knock foe down. +20 hiL~. Foe Heavy wound. +28 hils and foe S1rike severs vas! number of blood Slrike lhrough foe's eye hils home 

176· uml Foe fighls -25. Add is down for 2 rounds and is a1 -40. Foe is unublc 10 parry ves-\els. +25 hilS and foe is and ripstbrough brnin. +24 hils. Foe 
+20 10 your next swing. unable 10 purry. Add +25 to and stunned fliT ncxl 3 rounds. siUnncd. unable 10 parry, for drops immediately and dies. Fine 

200 your next swing. Foe lakes I 0 hits per round. 9 rounds. Foe is a1 - 25. bias I. 

Blow shauers bone. + 35 hits. Heavy wound. +35 hils and Vicious blow 10 foe's leg. Foe S1rike through foe'sear. +IS hils. Magnifieentabdomcnal strike drops 

201- Foe takes 10 hits per round, is foe is stunned for 3 rounds, lakes 12 hils pe.r round tmd lights Foe dies of massive bruin damage roe in . heap. +35 hits and roc dies 
~IUnncd 2 rounds, and lighl> unable 10 parry. Foe fighls at at ·50. Foe is s1unncd and unable in 3 rounds. Add +20 10 your next ofshock in 4 rounds. You ure 

250 •t -30. -40 antllnkcs I 0 hils per round. 10 parry for 6 rounds. +30 hils. swing. ~lunncd next round. 

r..,., i~ blinded. +20 hits w S1rike 1hrough foe's C)'e. You Awe inspiring Slrtkc drives bone Incredible strike severs an snery S1rike 1hrough side kills roe aner a 
foe lights at -100. Foe is kill foe inslanlly. Add +20 to lhrough bolh lungs. Foe lakes and ••ein and breaks foe's spine. chain reaction of brol:.en bones 

251+ $1unncd and unable 10 parry your ncx1 swing. 20% chance 100 hilS, foils in a coma. ~d dies +50 hils, falls. and dies af1er splinler. You are covered with foe's 
for 6 round>. your weapon is Muck in foe for in 18 rounds. 2 rounds ohgony. blood. +I 00 hilS. 

m 3 rounds. 

-



11 .3.1 GRAPPLING CRITICAL STRIKE TABLE 

A 8 c D E 
01-05 Weak grip. No bonus. Indecision, An opportunity lost. +I hit. +2 hits. +)hitS. 

06-10 +I hit. +2hits. +3 hits. +4 hits. Glancing attack . You have the 
initiative next round. +5 hits 

Glancing auack. No extra Pas.~ing strike. You have the Grazing side strike. You receive Glancing blow. You receive the Lame attack, but foe must parry next 

11-15 damage, but you have the inilimivc next round. +2 hits. the initintive next round. +4 hits. inilialive next round. -+6 hil$. round. +6 hiits . 
initiative next md. Practice. 

16-20 
Foe is free. but you have the Foe fends off attack. But is Foe recovers but is forud 10 Side strike unbalnnces foe. You Strong, pas~ing blow. Foe is 
initiative next round. +3 hits. forced to patTy I rnd. +2 bits. pany next round. +4 hits. have initiative for 2 mds. +5 hi:s. stunned for I round. +3 hiL~ 

Grazing hip strike. You have Attack has punch, but nothing Glancing attack. Foe is stunned Hard but misplaced strike. Foe Disjointed attack and a little luck 

21-35 
the initiative next round. more. Foe must pany next for I round. +2 hits. eludes grip but is stwwed for allow foe to escape grasp. Foe is 
+5 hits. round at • 20. I round. +3 hits. stunned for I md. You have 

initi3tive 2 mds. 

Blow to lower back. Foe Unbalance foe. +4 hits. Foe Flailing attack. Foe is stunned Strike to foe's shield ann. If foe Attack to upper leg. foe is spun 

36-45 
must parry next round. must parry next round. You for I round and muSl parry the ha.< shield. +3 hits. If not. ann is about and breaks loose. but is 

have initiative for 2 rOtJnds. following round. caught for 6 rounds (and stunned and tmable to pany I round. 
immobile), and foe stunned 3 mds. 

Pa.,sing hip strike. F<X! must Blow to chest stuns foe: for Your auack produces a weak Attack yields weak hold around Anack produces a hold around foe's 

46-50 parry next round at ·20. 1 round. +5 hits. grasp around foe's waist. Foe is foe's chest. Foe is at -30 for leg. Foe slips away, but is stunned 
+3 hiL<. at -25 for 3 rounds. 3 mds. You have initiative 4 mds. 2 mds and unable to pany next md. 

Slightly unbalancing blow to Blow to back stuns foe for Attack yields slipping grasp Attack results in slipping grip Foe breaks free of hold around 

51-55 
chest. Foe must pnrry next I round. +7 hits. around foe's leg. Foe is stunned around foe's waist. Foe is at shield ann. Foe is stunned l'or 
round. You have initiative for and uMble io pany for I round. -50 for 3 rounds. 2 rounds and unable to p:trry next 
2 rounds. round. +5 hits. 

Glancing back blow. Foe Unbalancing strike. Foe spins Foe breaks free of hold around Auack produces hold around leg. Grasp around foe's leg. Foe is 

56-60 must parry next round at ·25. free but is stunned for I md. thigh, but is stunned and unable Grip is slipping but foe stunned 3 stunned and unable to parry t round 
You have initiruivc 2 rowtds. Must pa.rry the following md. to p•ny I round. +3 hits. rounds. +6 hil~. and is at ·25 the following 3 rounds. 

.Blow to shoulder. Foe is Slipping grasp around foe's Grasp around foe's chesr. Foe is Grasp around foe's chest. Foe is Attack to foe's shield arm. If foe has 

61-65 
stunned 1 round. +3 hit~. wajst is weak. Foe-is stun_ned at ·50 for 3 rounds. +3 hil,. stunned and unable to pany for i shield. +6 hits. If not. stunned and 

for 2 rounds. round and is at -20 for the unable to parry for 3 mds. + 7 hits. 
following 2 rounds. 

Grasp around weupon arm Orasp around weapon arm O=p ;uound boUt of f.x's leg>. Grasp arouo<l leg knocks foe Ora'p foe around neck •.od knoc~ 

66 
disarms foe. +2 hits. Foe is disanns roe and Sprains hiS Foe s lips away, but is knocked down. Tight grip. Foe is prone him down. Foe has tom neck 
stunned for 2 rounds. wri~t. Foe is stunned 2 rounds, down and prone for I round. and immobile 2 rounds. +6 hits. muscles. is at -20. Foe is prone and 

and fighl' at ·25. +5hits. immoblle for 3 rounds. 

Passing chest strike. Foe Entangle foe's leg. +4 hits. Entangle shield am1. If foe has Entangle leg. Foe is stunned for Entangle. weapon ann. Stunned and 

67-70 eludes entanglement, but mu,t Foe i~ stunned and unable to shield, he is nr ·50 until he drops 2 rounds und unable to pnrry next unable to purry for 2 rounds, and at 
parry next two rouncl< ut -20. J>arry for I round. it. If nor. foe is nr .so. round. + 7 hits. • 75 round following. 

Attack results in an uneasy Attack yields a weak hold Attack results in loose grasp on Attack yields loose hold around Entangle foe's leg. Foe is knocked 

71-75 
hold on foe's midsection . Foe around foe's lower chest. Foe foe's midsection. Foe is stunned foe's midsecti.on. Foe is stunned down, and stunned and unable to 
is at ·50 for 2 rounds. +5 hit~. is aJ -50 for 3 rounds. +4 hits. for 2 rounds and is at ·50 for the and unable 10 pany I round and is pany for 2 rounds. +9 hits. 

following 3 rounds. at ·70 the following) rounds. 

Unfim1 hold on foe's Untangle shidd arm. If foe has Entangle weapon ann. Foe is Enranglc foe's weapon ann. Foo Crappie weapon am1. Foe is 

76-80 
midscc1ion. For the next shield. he is at • 30 until .he stunned and unable 10 puny for hangs onto weapon. but the arm is disanned and is left stunned for 
3 rounds foe is at ·50 and you drops it. If not, foe is at 4 0. 1 rounds. and is at -50 during I he immobilized. +3 hits. 3 rounds. Tom ligaments and pulled 
have the initialive. following round. muscle leave foe at-40. 

Cmsp foe's leg. Foe breaks lnfim1 grasp on foe's Grn~p around foe·~ che.~t breaks Entangle foe's leg. Foe is knQCt ed Entangle both of foe's arms and pin 

81 -85 
free but is stunned for midsection. l'or the next rib and leaves foe stunned nnd down, stunned,disanncd, and them to his chest. Foe cannot move 
2 rounds. +3 hits. You have 6 round' foe is at ·50 nnd you unable to parry for 3 rounds. Foe unable to parry 2 rounds. Fall his am1s and has mobility reduced 
initiative 6 rounds. have the initialive. fighJSUt ·5. breaks shield ann. by -75. 

Attack to foe's Shield arm. If Entangle foe's leg. Foe is Entangle roe's foot. Foe Tie up borh of foe's unns so the~· Entangle foe's foot. Foe stumbles. 

86-90 .foe has shield. he must parry knocked down and is stunned stumbles. fails . and breaks arc immobile. Foe is stunned for fulls. breaks weapon on impact, und 
next round. If not, arm is nnd unnblc to pnrry for 2 mds. shoulder. +8 hits. Foe is 9 rounds and cannot fight. +6 hits. is stunned 2 rounds. If no chest 
immobilized and foe is at ·50. PuUed muscle leaves foe a1 ·10. stunned 6 mds and fights~~ -30. armor. roll "D" crush crit. 

Entangle foe's leg. Foe is Both of foe's legs are tied up. Pin both of foe's arms to chest. Entangle and completely Wrap up both of foe's legs. Foe 

91-95 
knO<:ked down. Stunned and Foe is at-25. <,!owned, Foe is stunned and unable to immobilize foe's legs. Foe fails tumbles to ground and is knocked 
unable to parry for 2 rounds. disarmed and srunned and pnny 44 rounds. then figh1s at and is left stuM cd and unable to out. Foe is at -95 due to 2 broken 
+3 hils. unable to puny for 2 rounds. ·95. pany for 30 ro11nds. +10 hits. arms and a broken ankle. +20 bits. 

Tie foe up completely. Foe is Attack completely entangles Entangle and completely Grapple foe's neck. If foe has neck Attack results in strangling hold. 
entirely immobilized for and immobilizes foe. Broken immobilize foe's legs. Foe falls. armor. he is left disarmed. and Foe is unable to break free and dies 

96-99 12 rounds. and is at ·60 for leg leaves foe ai -40. The is disarmed, breaks weapon arm, srunned and unable 10 pany for after 9 rounds of ama.zingly helpless 
the following 3 mds. +7 hits. pitiful creature is left prone but and is knocked out. +20 hits. 3 rounds. If not. be dies in 6 mds. struggling. Grim. 

conscious. 

Both of foe's legs are Attack yields vicious hold Cropplc foe's neck. lfhe h3S Grapple foe's head. If foe hM Crush foe's windpipe. Foe dies 
entangled. Foe is downed and around foe's neck. Foe is neck amtor, he ls at · 75 due to a helm. he is stunned and unable :o instantly due to massive shock and 

100 knocked out.+9 hits. Add knocked out. Spained neck neck sprain and stunned for pany for 9 rounds. If not. foe falls savage asphyxiation. Add +25 to 
+20 to your next roll. leaves foe at ·90. .) mds. If not, he dies of broken into coma due to fracture. your next roll. 

neck. m -



11.3.2 MARTIAL ARTS STRIKING CRITICAL STRIKE TABLE 

A B c D E 
01 -05 

Sony. Fine anistry. bUI no extra +I hit. +2hits. +3 hits. 
damage. 

06-10 1-l hits. +2 hus. +3 hus. +4 hits. Glancing Strike makes foe 1espect 
yoo a lillie more. +5 hil<. 

11-15 
We~k strike. but you gJ~in the Mild blnw. Ynu g:&in the Mildw1ke You have 1he Kick 10 foe's ~ide yiciJs +6 hils. Moderate Slrike SIUII~ foo for 
ini tituive. +3 hils. inill:uive nex1 round. +4 hils. initiative next round. +5 hhs. You have lhe initialivc IICXI rounu. I r(lund. + 7 hils. 

Kick 10 foe's side yields Side strike. Foe loses initiative Side s1rike forces foe 10 parry Side strike forces foe 10 pany at Side <lrike crocks foe·~ rib~ :tnd 

16-20 +4 hils ~nd you have the nc" 2 rou11d•. +5 hils. next round +6 hit~ -10 next round. +8 hils. stuns foe for I round. +5 hits. 
lnuiutive next round. Foeisut -10. 

Light.but well-placed strike Siron~:. bul poorly aimed strike IGck foe in ri~ and stun him for Side strike. Foe is stunned nex1 Fine side strike crocks 3 rib,. 

21-35 foroe>< foe 10 parry 1 roond. forces foe 10 parry next round. I IOUnd. +6 hils. round and los.:s ini1i01ive for Foe is at -20. +6 hits. 
+S hits. +6hiiS. 3 rolln<h. +2 hils. 

Mild chest strike forces foe 10 OteSI strike. Foe must parry Clever fake yield.< I me bul lighl Oles1 strike. Foe is s1unned and Back strike stuns foe I round. You 
36-45 parry nex1 round ul . 10. neXI round n1 -20. + 7 hilS. chest ~trike. Foe is stunned unable to p:ury next round. have • cleur shot 10 foe'$ re3r nex1 

+6hii.S. I round. +8 htts. +5 hils. round. 

Acrob:uic move forces foe 10 Olnnclng kick to foe's back. Strike to foe's back. Foe is Chest strike. Foe is •1unned for Che<t snikc. Foe is s1unned 

46-50 pnrry nex1 round at ·25. Foe is swnned I I'Ound. s1uuned and un:~ble 10 purry fur 2 rounds. Broken ribs. Foe is •• 2 rounds and unabi< to pmy 
+6 hils. +S hhs. I round. ·10. +3 hils. I round. +5 hits. 

Slrike 10 hip stuns foe for Slrikc In foe's chest. Silins him Side slrike. Foe is stunned and Upper leg s1rikc cnuses deep Hip slrike spins foe. +5 hits. 

51 -55 I round. +3 hils. for I round. +6 hilS, unable to parry next roun<l. Add bruise. l'oe opt:rnl"" :11 ·25. Foe siUnncd for 3 rounds. 
+20 next uuack +6 hils. 

Strike to foe's lower chest Back >lllke. F11e i< siUnned for Strong wheel kick •ends foe Back strike. Foe is stunned for C~t•trike. Foe is slunned 

56-60 .-uns foe for I round. +5 hils. 2 rounds +3 hiL~. 10 feel in any desired dircclion. 3 rounds. +4 hits. 2 rounds, unoble 10 p:1rry next round 
Foe is stunned 2 roond:· +8 hits. und operates at-10. 

Blow 1o top of foe's fool is Strike 10 back of lower leg. Upper leg $Uike. Foe h:tS deep Blow 10 nerve in upper leg. Foe i• Forearm ~1rikc cleanly disanns foe. 
61-65 SliJlhlly misploced but quick. Foe is ~lunned for 2 rounds bruise and oper~le< ut ·25. stunned 2 round> and operoles at 1'3 hits. 

Foe oper.ues ot -20 +5 hits. +7hits. +S ruts. -25 for 6 rounds. 

Slnke to AchiUes tendon. Ktek 10 foe's hcnd sprains nec.k Knife hand mike breaks foe's Supcrh move. Break foe'$ -w:npon. Simuflaneous open p;tltn >~rikcs 

66 Vicious bruise. Foe is n1 ·50. nnd fmc lUres jaw. Foe is wcupnn ann, l~:1ving h usel~:ss. Foe I$ stunned for 3 rounds. Add des1roy foe's hearing and b3lnnce. 
+7 hits and roc stunned slltnned 'I rounds, opemtes at Follow-up punch tO ,;olur plexus +20 next roll. Foe m -95. He is swnned 24 rounds. 
2 rounds. -50. knocks foe ou1. 

Wca.k $pear hand stun~ fC£ for Sp;:ur hand to roe's chcs1. Foe S1rong knife hand to upper Slrike 10 top of foe's fuQI, FDc I• Elbow 10 st.llnr plexus and back tis! 

67-70 2 rounds. +2 hits. is s1unned 3 rounds. poll ion of foe's shield urrn. swnned and unable to parry for 10 face drops foe. Foe stum~<:d 
Arm is broken and useless. 2 rounds. 3 mds.and unable 10 parry 2 md>. 

Knife h3Jid. spe:tr hand Strike to fue·s wcupon ami. Strike to b<lck or lower leg. Foe Knife hand s1rike b<ok> foe's Heel kick b<oks bone i> foe's foot. 

71-75 combina1ion. Foe must roll Deep bruise. Foe is ot -20. is stunned and unable 10 p-Jrry for collarbone. Foe i• stunned and Foe is a1 -50. +5 hilS. Fool >tunned 
on fumble table 3Jid is stooned +6 hils. Foe stunned 2 rounds. 2 rounds. unable to parry 2 rounds. aciS al for 3 rounds. 
I round. -25. 

Kick 10 foe's shield arm. If Blow 10 back of foe's knee Kick disarms foe and •lun• him Striike 10 area behind foe's knee. From kick 10 midsection doubles foe 

76-80 foe has shield. it is broken. If damages lendons. Foe is for I mund. Foe fighls m Tendon and canilage domnge. Foe over. You follow wilh knee Sllike 
nol, :lrTn is useless and s1unned 2 rountls and operates • I 0 due 10 cnnilng.e dn.mng.e. isal ·75. which breaks foe's no>e and knocks 
+6hlls. al·25. himou1. 

Kick to foe's weapon :um Kick foe's weapon 5 feel away Heel kick breaks bone in foe's Kick breaks foe's leg. Foe is S1rikc 10 knee shalters joint. Foe 
disanns him. +3 hils. ond brenk 2 fingers. Foe fool. Foe is ut -50: he i• ulso Slunncd and unable to parry tlrops and is siUnned and unable 10 

81-85 stunned 2 rounds and fights s1unned nnd unable to parry for 2 rounds and opera1es at • 7~. ~urry <i round>. Foe Is :11 -80. 
al ·20. 2 rounds. +.5 hilS. +6 hilS. 

Auld move followed by u Wheel kick knocks foe Rat. S1rikc 10 lei <evcrs Achilles Open·h~nded blow 10 foe's aJam'• Roundhouse kick hils kidney drops 
leaping kick 10 foe's back Smash tendon< ond 1car 1endon and drops foe. + 10 hi~<. apple (neck) crushe.o> "'indpipe. foe. Your follow-up knife hand 

86-90 knocks foe down and stut\S ntu.-.cle. Foe is ot ·30. He is Foe stunned 9 rotmds. acl5 at -80 Foe dies in 18 rounds · shock and snops foe's neck. lie is knocked 001, 
him 3 rounds. also $1Unned 9 rounds. a.phyxialion. dies in 9 round.•. 

Strike 10 nerve in upper leg. Slrike 10 foe's knee shaucrs Aying kick 10 foe'• back. You Jab 10 foe's eyes blinds him. S1rikc to stomach des1roys a variety 
+R hils. Foe siUtmed and joint Foe drops. is m -ll5. H.e knock foe down. disnrrn him, and Crescent kick sends foe I 0 feel 10 of organs. Foe drops helplessly und 

91-95 unable 10 piiiT)' for 2 rounds. is >IUnned and unoblc 10 porry leave him stunned lind unuhle 10 righl nr fl!n. Sucker Is Ill · I ro. He dies in 12 rounds. Add +I 0 10 your 
and operalcs at -40 for 6 mds. 4 rounds. pllrry for 12 rounds. is stunned l 0 rounds. nex1 round. 

A chop dcOec1s foe's auack, Roun<lhou~c kick knocks foe Kick 10 ~olor plexus drops foe Brutal head kick ni~ foe ovtr Double palmstrikc 10 foe':. nose 
and a follow-up strike knocks OUI and fractures collarbone. and lc"ves him ~1unn<tl nnd onto his head. Skull fraciUrc is break, cartila~c and drive~ bone •nto 

96-99 him down. Foe siUnned and Foe hns sprained neck and un"ble 10 porry )0 rounds. minor but concussion severe. Foe hrain. Foe d;ps helplessly and dies 
unable 10 parry for l rounds. $houldcr. +30 hit>. dies of hemorrhage in 9 rounds. in 6 rounds. 

Gooseneck Strike. Foe's inner Knife hand slrike 10 foe's Sweep lays foe OUI and heel Awesome spear hlllld s1rikc finds Kick disarms foe. A follow-up chop 
ear ruptured. He hears a1 ·SO, weopon nrrn brenks bone. Kick strike to foe'• sternum collapses seam. penelrJte> wlar plcxu• and >'113ps his neck and subseq~~~:nt nip 

100 
opera1es a1 -75. Foe is to lower bxk breaks bxkbu•JC. the ribcage. Foe is h.:lpfe~, and ruptures I he beAn. Foe die$ sends foe 5 feet in any destred 
knocked 001 by follow-up le3ving foe poralyzed from dies in 4 rounds. ins Iandy. direction. Foe dies. 

lml 
srrikc. waisl down. 

-



11.3.3 MARTIAL ARTS SWEEPS & THROWS CRITICAL STRIKE TABLE 

A B c D E 
01·05 

Acrobatic, but no exlT11 Shoddy follow through. -+{) +I hit +2 hilS +31tits 
dnmagc. +0 hits. hi b. 

06·10 +I hit. +I hit +2 hilS +3hits Unbalance foe. You have initiAtove 
next round. +4 hits. 

You hnvc initi~tivc next Foe takes 3 cxtru hils und you You huvc the initiative next Foe must parry next round. Stun foe with your fine moves. Add 

11·15 round. + I hit. have the inltiatiivc next round. round. Add +20 tO your next +4 hits. + l 0 to next attack. Foe is stunned 
auack. Foe is confused. l round. 

16-20 Foe must purry next round. Dazde foe. He must parry next Foe unbalanced nnd must porry Foe is stunned for l rourl<l. Sweep stllggcr< foe. +2 hits. Foe is 
+2 hiL\. roundot-10. next round 111 -20. +3 hits. +4 hiL~. stunned and unable to parry l round. 

s~p forces roc 10 parry next Sweep unbalances roc. +:l hits. Sweep stuns roe for l round. Sweep sends roe to his knees. Foe Sweep downs foe. Foe is stunned 

21-35 round Ql ·1 0. +2 hilS. Foe must p>rry next round at +4 hilS. is stunned and unable tn parry for for 2 round.,, 
·20. I round. +4 bits. 

-
Sweep staggers foe. Foe mu.<: Sweep brubc• foe's leg. For Sweep bruises foe's leg. Foe Sweep bruise.< foe's calf. Foe Sweep drops foe and brui:<e.< thigh. 

36·45 parry next round ut ·20. opemtcs at -25 for 3 round,. lights at -10. Yoo huve the opcr.ues at -20. +S hi~<. Foe is stunned I round. +5 hit<. 
+3 hit•. +4 hits. initiative next rouDd. Foe is at -20. 

Sweep forces foe to parry ne<t Sweep stuns foe for l round. Sweep downs foe. +4 hit~. Foe Sweep drops foe. +5 hil<. Foe is Foe slips to his knee$. + 7 hilS. Foe 
46-50 round nt -25. +4 hits. +5 hit•. is stunned for 2 round~ while stunned nnd unable to parry for is stunned for 2 rounds and is unable 

.trying to rally. I round. to parry next round. 

Sweep drives foe back 3 feet. Throw knocks wind out nf foe. Throw stuns foe for 2 rounds. Throw breaks 3 of foe's ribs. Foe Throw drops foe. +8 hits. Foe is 
51-55 Foe must parry next round at and he is stunned for l round. +6 hi!$. Is stunned for I round nnd operurcs stunned for 3 rounds. 

-30. +S hits. +6hits. at • 20. +6 hilS. 

Throw stuns foe for I round. Throw stuns foe for I round Sweep knocks foe back S feet. Sweep nearly knocks roc down. Surprising sweep sends foe ~ing. 
56-60 +6 hi!$. and spmins • finger on his Foe is ~tunntd ond unoble to Foe is •1unne<l and unable to parry Foe is stunned for 3 rounds. +9 hil$. 

weapon hand. Foe is at-10. parry for I round. for I round. +7 hits. 

Throw down• roc. but there b Throw pulls muscle in foe'• Throw disarms foe. +3 hil< Md Throw disarms foe und leaves him Fine throw. Foe lands on hi• 

61·65 a cood n:covery. Foe is weapon urm. Foe h Munned roe is $tunned for I round. If you \tunncd for 2 rounds. weapon 3rm, is diS3rmcd, and is 
>tunncd for I round. + 7 hilS. for I round. +3 hits. Foe is at want to run, the time is now. •tunned for 3 rounds. 

-20. 

Throw dislocates foe's shield Nitty throw. You have foe Sweep shattcl'$ foe'~ knee. Foe is Smooth throw. Foe lnnti~ on his Perfect tos~ sends foe Oying over 

66 shoulder. Foe is stunned and pinned, on hi~ face, and in an stunned und unable to 11urry head. If foe has helm. he is your shoulder and 10 feet. Foe dies 
unobl• tQ parry 3 munds. <11ld arm lock. +9 hits. Foe is d rounds, ope ..res -80. lcnn.r.l"~n out. If no1, he. is: nn impacL Add+ 10 next roll. 
is ·SO. di~armcd ond immobilized. paralyzed from the waist down. 

Hnrd, but unsmooth throw Strong throw •tuns foe for Foe i! knocked back S feet and Throw drops foe on his •hield Foe land.~ on shield arm. I r foe hus 

67-70 Stuns foe for 2 rounds. 2 rounds. You have the has a bruised chest muscle. Foe shoulder. Breaks ann and collar shield. +I 0 bits and shield is broken. 
+7 hits. initiative for6 rounds. +8 hits. is stunned 2 rounds. is · 10. bone. +5 hits. If not, foe's arm shauered. +20 hits. 

Fall bruises foe's thigh. Foe <> Falltcan. ligament in leg. Foe Fall pulls muscle in foe's leg. Foe falls and breaks les. Minor Foe falls and breaks his hip. Mild 

71-75 stunned and unable to parry is at -10. +S hits. Foe !dunned Foe stunned 2 mds and unable to fracture, but roe operates at ·30. fracture. foe is at 40. ~le is rnmncd 
I rnd. +2 hits. Foe is at -S. and unable 10 parry for I md. parry next md. Openncs 11 -25. Poor fool ~1unne<l for 3 rounds. aDd unable to pany 2 rounds. 

Foe lands on shield arm. 1 r Foe breaks fall with his weapon Foe falls and di•loeatts shield Throw put> foe on back an break. Throw sends foe down on his elbow. 
roc has shield, itrs broken. 1r hand and ''Jlrains 2 fingers. Foe shoulder. +6 hits. Foe is at shoulder blade. Foe is at -20. Joint shattered and arm is uselw. 

76-80 not. foe's arm is sprained. he is at -2S and is stunned for -40 and must parry fnr 6 rounds. +9 hits. Foe stunned and unable to Foe is stunned 4 rounds. 
is ut · 10, und ho:is stunned 2 rounds. parry 2 rounds. 
for 2 rounds. 

Sweep llllbalanccs foe. SWI.-ep knocks foe Ill feet to Sweep staggers roe. + 7 hits. Break foe's wrist on we<~pon arrn. Throw foe I 0 feet. Foe is down on 

81-85 +3 hits. Foe is stu11ncd for >ide. Foe swnncd and unable Foe i~ stunned und unable 10 /lrm is usele.~s. +10 hits. Fine his face. disanned and stunned ond 
3 rounds. Add +25 to your m parry 2 round.,. +9 hit,. parry 2 round•. Add +30 to next hand throw. unable to parry 6 rounds. 
next round. attack. 

Foe lands on his back. Foe londs on hi• back and is Throw drop.' roc on hh l»ck. Throw drops foe and you put him Throw sends foe flyins into nearest 
Muscle and camlagc damage. .runned and unoblc to parry for VCJtcbrae erxked and foe i• ar into a severely immnbolizing am enemy within 10 feet. AU involved 

86-90 Foe qu1ckly recovers, but is 2 round.,. Tom tendon and -50. Foe i• stunned and unable lock. Foe is stunned and unable 10 an: stunned and unable 10 parry 
Stunned and unable to parry broken bone, foe is at ·25. to parry 3 round,, parry for 6 rounds. 3 rounds.l:lkc +9 hilS. 
for 2 rounds. Foe is at ·20. 

Throw downs foe and breaks Fall breaks r.bs, disarms foe. Sweep downs foe and you put Throw bashes foe again>! nearly Sly rolling throw sends roe into air. 
h1s nose. l'oe is at -25. nnd sends him rolling HI feet. him in a leg-breaking hold. hard surface. Foe is knocked out Foe is lett disarmed and uncon-

91·95 + 7 hns. Foe is stunned and Foe i• at .J() ond rs stunned and +9 hits. Foe is pinned. ~tun ned and you can use 11 killing kick if seious. You spring to your feet 
unable 10 parry 2 rounds. unable 10 parry for 12 rounds. und unable to parry IS md>. you so desire. ) 0 feet away. 

llrrow sends foe down on his Sweep stuns foe: kick disarms Throw cracks foe's ~kull. II' foe Throw sends foe down. He I> F:.ll snaps foe's neck. killing him 
head. If foe has helm. he is him; und another sweep knocks has helm. he is in a coma. If not. impaled by broken rib or his ow~ instantly. Add +25 to your next 

96-99 stunned 9 rounds. If n01. roc him Ont on h1s buck. Foe is he di<l> of bfQin damage in weapon and dies in 6 rounds. attack. 
Is knocked out. unconSCIOUS, +20 hits. I round. 

Snazzy throw. Foe is stunned Fabuloos throw sends foe Fall bn:aks foe's back. + 12 hits. Sweeps sends foe twisting Using but half the round. you use a 
and unable to parry 6 rounds. Oyrns. Foe'• neck is broken on Foe parnlytcd from the neck backwards 5 feel. Foe's spine rollins throw to send foe agaitul 

100 Foe I• prone and you can rmpat1 and he du:s after rollin1,1 down. Add +20 next roll. is snapped und he is left • nearest hard surface. Foe dies. you 
finish him (if you desire I wiL~ IS feet. quadriplegic. are up. press orL 
n knee to the solar plexus. m -



11.3.4 TINY ANIMAL CRITICAL STRIKE TABLE 

A B c D E 
01 -05 Dubious strike. +Ohits. Not enough. +0 hits. Real weak. +Ohits. HAt +I hit. 

06-10 Zip. No bonus. +0 hits, Nothing ext.ra. +I hjt_. +2 hits. 
- --

11-15 Looking bsd. +Ohits. +I hit. +I hit. +I hit. +2hits. 

16-20 +l hit. +I hit. +I hie. +2 hits. Cutting strike. +2 hits und roe tnkes 
+I hit per round. 

21-35 
+l hit. +2hits. +2bits. +3 hits. Minor calf wou!ld. +2 hits and foe 

takes+ I hit per round. 

36-45 
Crud blow, +2 hir.. +3 hits. Light wound. +2 hiL' and foe Leg strike. If foe has no feg am10r, Leg hit. +3 hill> and foe takes+ I hit 

takes + 1 hit pcrround. +5 hit.• and he takes+ I hit per md. pcrround. 

Poor follow through. You lose +3 hit.•. +4 hits. Mild puncture. +3 hits :ond foe Lower back strike. +5 hits. Foe 

46-50 3 claw and fight at +5 for takes +I hit per round. must parry next round and takes 
2 rounds. Foe take.' +4 hits. +I hit per r<>und. 

tea ping che.'t strike yicJcls Light wound. Foe takes +I hit Mild chest wound. Foe takes Slash foe's lower chest. If foe has Chest strike. +6 hits and foe is 

51-55 +3 hits. per round. +3 hits, +2 hits per rounds. +4 hits. no mel& I chest armor. +5 hil·i and forced to parry next round. Foe 
+3 pcrround. take.' +2 hits pr round. 

Ugltt thigh wound. Foe take' Thigh strike, but no real Mild thigh wound stuns foe next Thigh strike stu.ns foe for nc~t Thigh wound. r-oe. is stunned for 

56-60 + I hit pe.rround. +I hit. penetration. +6 hits. round. +4 hits and foe takes rou11d. +6 hits and foe take-' uext round. + 7 hits and foe takes 
+2 hits per round. +2 hits per round. +3 hits per round. 

Mild forearm wound. Foe Raking forearm strike lenves Foreurm strike. foe is forced to Forearm wound. Foe is foroed to Strike to forearm. Foe is stunned 

61-65 
takes +2 hils per round. nasty scar. Foe takes +2 hits parry for 2 rounds. +3 hits and parry for 2 rounds. +5 hits. Foe next round and you gain initiative 
+2hits. per round. +3 hits. foe takes + 2 hits per round. Hikes +2 bits per round. Add for next2 munds. Foe take.• +3 hit.s 

+ 10 to your nex.t roll. per round. +6 hits. 

Leg strike. Foe is stunned and Calf mike. Foe tears muscle, Bizarre wrist strike disam1s foe. Astounding head srrfke. lff<>e has Bizarre strike to eyes destroys I eye 

66 
unable to parry next round. is stunned 2 rounds, and Is at +4 hits. Foe Is stunned next a helm. +4 hits. If not. + 7 hits and and blinds the other eye for 2 days. 
+4 hit~. Foe takes +2 hlu per -20. +5 hils. round. Add +10 to your next foe is unable to parry for 6 rounds. Foe is 111 -95 und is Slunned for 
round. roll. 24 rounds. 

Shoulder s trike. Foe takes Upper chest strike. Foe is Strike to foe's shoulder. Foe Upper ann strike. Foe stunned and Inspired shoulder strike tears 

67-70 +I hit per round and must stunned ne.xt round. -t4 hits. ukes +2 hits per round. +5 hits. unable to parry next md. Foe take.~ muscle. Foe L~ stunncld and unable to 
parry next ro.und. +3 hits. Foe takes +I hit per round. Foe is stunned next round nt -20. +2 hils per round. +6 hits. pnrry next md. Foe is at -20. + 1 hits. 

Lower leg strike. If foe ha.• Strike to lower leg. Jf foe has Calf strike. Slush muscle. Foe Is Lower ieg strike.. If foe has leg Vicious leg wound. Foe takes +4 
leg armor. +I hit. If not, foe leg armor. +3 hiL~. If not, foe at -20. Wout1d gives foe +2 hits rumor, +3 hits and he is stumed hits per round and is stunocd 

71-75 takes +4 hits and +2 hits per t:okes +6 hits, +2 hils per per round, and stuns him for ocxt round. lf not, foe is stunned 3 r<>urO<IS. +5 hit•. 
round. Foe has initiative next rounds, and must parry next. 2 rounds. 2 roUttds. Is unable to parry next 
round. 2 round.•. round. 

Wenk, but prwisc strike 10 Strong. but imprecise arm Foreann <trike. Muscle and Am1 strike. Muscle and tendon Sly am1 strike gives l'oe a 
foe's arm. Foe take.• + 1 hit ~trike. Foe take.~ +2 hits per tendon slashed. Foe fights at torn. Foe fights at -2.5. takes t.roublesome wound. Foe is s tunned 

76-80 per round and is stunned next round and is at -15 due to ·2.5. take.~ +2 hil' per round. and +2 hits per roun~. and is stunned and unable to parry for 2 rounds and 
round, +3 hits. modcnue wound. +5 hits. is stunned 2 rounds, +S hits. 3 rounds. +5 hils. 111kes 3 hils per round. 

Strike to foe'• face. +4 hiL•. Flying face s1rike. If foe has Head strike. lffoc bas helm, Acrobatic face strike. If foe has Head mike. If foe has helm, -t4 hits 
Foe is stunned next round and facial armor. +2 hits and foe +3 hits aml he Is stunned next faci:d armor, +5 hits. If not, foe's and he Is stunned next round. If not. 

81-85 
takes +2 hlrs per round. must pnrry next round. If nm, round. If not, foe has vieiou~ nose tom nnd he rnkc.~ +3 hits per foe t~kcs +3 hiL~ per ruund, 11ghts lit 

foe take.' +3 hits per round and scar, takes +3 hits per round, and round, is stunned 3 rounds, and is ·2.5, and is stunned 9 I'Ounds. 
stunned for 3 rounds. is ar-40. at-40. 

Sudden, well-placed blow. Slash foe's neck. Foe rakes Shoulder strike spins foe. Foe is Strike to foe's weapon arm. Foe is Upper thigh wound, muscle tom. 

86-90 
Foe i~ stunned for 2 rounds. +2 hits per round and is stunned and unable to parry disaru1ed and stunned next round. Foe Is at ·40 aml takes +3 hits pr 
+6 hits. stunned for 3 rounds. +S hits. 2 rounds. -+6 hits. +5 hits. round. +4 hils. Foe is stunned for 

3 rounds, unable to parry I round. 

Leaping head strike. If foe Wrist strike. Wound yields Neck strike-. Foe is stunned and Well-timed attack tears rnu~le in Dazzling leap knocks foe down. 
has helm, +3 hits 1md roe is +2 hits per round. Foe •• un:tble It• parry f<lr 2 rounds ttnd thumb M foe's hnnd. Foe is Foe is disnrmed nnd unconscious. 

91 -95 
stunned next round. If not. stunned fo 3 rounds aod unable takes +2 hits per round. Foe disarmed and stunned and unable +9hits. 
foe Is at · 30 and stunned to parry next round. +5 hits. fights at -20. +3 hits. to parry 2 rounds. Foe fighl> n1 
'2 rounds. Ear tom. -50. 

Insulting ~1rike to foe•s nose. Head strikke. Foe is blinded by Slash foe's Achilles tendon. f oe Strike to foe's eyes. If foe has full Head strike knocks foe clown. Foe 
If foe ha.~ full helm, he is bleeding, takes +3 hits per is knocked down and is stunned helm, he is blind and at -95 for has massive concussion and dies in 

96-99 
stunned 2 mds. If not. foe has round, and is stunned and and unable to p~orry for 3 rounds. I week. If not. foe loses I eye and 9 rounds due to shock and intenoal 
shredded nose, mkc..~ +3 hits unable to parry for 3 rounds. Foe take.<+ I hit per round. is blind in the other ... ancl at ·I 00. bleeding. Pitiful sight. 
per md. and is stunned 9 rnds. Foe at -40 while bleeding. operarcs ar -75. 

Strike to foe's eyes. If foe has Slashing throat auack k.nocks Bizarre auack to foe's head area Strike to foe's eyes. t 10 hits. Foe Unbelievable neck st<ike knocks foe 
full helm. he is stunned and foe down. Foe is stunned and causes foe to strike himself. Foe is stunned and unable to parry for down. Vein and artery are severed. 
unable to parry for 2 rounds. unable to parry for 6 rounds. must roll on the "E" column on 6 rounds. rakes +2 hits per round. Foe ra.kes +20 hits per round. dies 

100 If not, foe loses I eye, lsat takes +3 hits per rounds. nnd the crush critlc;•l strike table. :1nd is :u -95. Blindness ;ofter 6 inactive rounds. 
· 75, and is stunned and unable fights -50. permanent. ... to parry for 3 rounds . 

• -
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11.3.5 UNBALANCING CRITICAL STRIKE TABLE 

A 
Nury :o lhing ex 1m. +0 hilS 

Sorry pal, mayb<: nex11ime. 

Glancing s1rlke. +~hilS. 

Foe mus1 parry nexl round. 
+3 hils. 

On line, bu1 weak. Foe mus1 
parry nexl round. +4 hils. 

Bre:ok foe's conccnii"Jiion. 
You gain initiutivc for next 
round. +4 hits. 

Back slrikc. +5 hils. Foe 
musl parry nexl r1mnd al · I 0. 
Good. glancing shol. 

Chesl Slrikc:: knocks foe back. 
Foe must pa .. ry next round at 
-20. +5 hilS. 

Olancong leg slrlke. If foe has 
leg armor. +5 hils. If no1. 
+7 hns and foe is s1unncd ncxl 
round. 

Arm s1rike. Foe is Slunncd for 
nex1 round. +6 hils. 

Shouldc,· s1rikc sends roe 
spinning. + 7 hilS. Foe is 
siUnned and unable 10 parry 
for 2 rounds while regaining 
bearings. 

Che.'l !\tl'ike unbalances foe. 
+6 hils. Foe is unbalunced 
and fights al -50 for 2 rounds. 

Blow 10 foe's lower leg. Foe 
is siUnned for 2 rounds. 
+7 hil.<. 

Blow 10 shield arm. If foe ha' 
a .~hicld, i1 is 1om away and 
+8 hils. If nol. + 12 hilS and 
foe is siUnncd for 2 mds. 

Side •trike. + 12 hilS. Foe is 
siUnned and unable 10 parry 
nexl round. Add + I 0 10 your 
nexl roll. 

Blow 10 back. Foe $lumbles 
5 feel sideways und it siUnnec 
for 3 rounds. + 13 hilS. Add 
+20 10 your nex1 roll. 

Head slrike breaks foe's nose. 
If foe has helm, he is s1unned 
3 rounds. If no1. foe is 
knocked oul for a1 leasi 
2 hours. 

Nicely placed s1rikc sends foe 
sprawling on his face. 
+I 0 hits. Foe is siUnned and 
unable to parry for 3 rounds. 

Bru1al hip slrike knocks foo 
down. leurs lend.on and 
sbauers joint Foe siUnned 
and unable lo parry for 
9 hours. Leg useless, foe -90. 

8 
Fairly weak. +0 zip. 

+I hit 

Lame side Slrike. +4 hils. 

Glancing side blow. +4 hilS 
and foe mus1 p:my nex1 round. 

Fo~: is unbuluncct.l and is: at 
-20 ne.x1 round. +5 hils. 

Leg Mrike unSieadies foe. 
+5 hit!<. Y()U gain initituive 
nex1 md. Foe is al ·5 for 2 mds. 

Back hi1 forces foe 10 parry 
ncxl round al -20. +5 hi!., . 

Blow sluns foe for nCXI round. 
+5hils. 

Thigh slrikc bruises foe. 
+6 hilS. Foe is forced 10 parry 

al ·-'0 ncxl round. 

Foream1 s1rike disamlS foe. 
+6hils. 

Elbow s1rike numbs foe's 
fore:um. +8 hils. Foe drops 
his weapon and is slunned and 
unable l<l p;lrry 2 rounds. 

Blow to foe's cbcst. +7 hits, 
Confused foe is SIUnnecJ and 
unable to pa1·ry nex1 round. 

Blow bruises foe's calf. Foe is 
siUnncd nex1 round. +9 hils. 
Foe is ai·IO. 

S1rikc 10 foe's shield ann. Foe 
is swnned for 2 rounds and is 
knocked backwards 5 feel. + 10 
hils. Bruise - foe al - 10. 

Blow 10 foe's side. Foe is 
knocked sideways 3 feel and is 
stunned for 3 rc)unds. +15 hils. 

Strike to foe's back knocks foe 
sideways I 0 feel. + 12 hils. 
Foe is siUnncd and unable 10 
parry for 2 rounds. 

Blow 1o side or foe's head 
crushes ear area. Foe is 
stunned f<>r 6 rounds. +9 hils. 
Foe is at -50 for 3 weeks .... 
impaired balance. 

Side s1rike causes foe 10 
ungracefully siUmble 10 an 
embarrassing prone position. 
Foe in siUnned and unable 10 
parry 6 rounds. 

Inspired back Sltikc sends foe 
O)•ing 10 feet and onlo his face. 
Severe nerve damage. Foe is 
parJiyr.cd from waist down. 

c 
Nope. 

+2 hilS. 

Weak blow. +5 hils. 

Side slrikc. Foe muSI parry nexl 
mund. +~ hi1s. 

Chest :-.lrike. Fot h. stunm:tlnext 
rouml. +6 hils. 

Blow 1<'> leg. Fuc is al -4() nexl 
round. +5 hils. 

Lower back slrikc. Foe reels and 
is siUnneu and unable 10 parry 
ncx1 round. +5 hils. 

Blasi s1aggcrs f1>c. +6 hils nnd 
foe is- stunncc.J and unilblc to 
purry nex1 round. 

Skipping c;olf 'lrike. If foe h:~s 
leg armor. +7 hils. lfnm, 
+9 hits, foe ts stunned 2 roun~s. 
and moves ut .. H), 

Shoulder strike dist1nns loe and 
leaves foe siUnned for 2 rounds. 
+6hils. 

Knee strike knocks foe down. 
+9 hilS. Foe is al .g() due 10 
broken knee and is siUnned and 
unable to parry 3 rounds. 

Strike to chest. Poe: is u1 ·20 due 
10 broken ribs. +8 hils. Foe is 
stunned fo 2 rounds. 

Bruise foe'.< leg. +II) hils. Focis 
slunncd and unable 10 parry ncxl 
round. Foe oper:Hes ul -20. 

S1rike 10 foe's weapon am1. Foe 
is knocked b:tck 5 feel aml is 
siUnned for 3 rounds. +II hilS. 
Mild fracture. Foe is al -25. 

Sho110 side knocks foe 5 feel 
sideways. Foe drops any1hing 
carried in his shield hand (and 
uny shield) and is .<lunned for 
6 rounds. 

Precise buck Slrike knocks roe 
down. Foe is disarmed and 
siUnned for 6 rounds. + 14 hils. 
Add +20 to your nexl roll. 

Side wike spins foe I() reel 
sidcw-•ys. Foe muSI roll on 
appropriale fumble 1uble next 
3 rounds. +8 hits. 

Smoo1h ;md snazzy strike sends 
foe 10 his knees. If foe was usmg 
1-hand weapon, il is 1hrown 
backwards 10 feel. Foe is 
slunncd 24 hours. 

Upper chcsl slrike knocks foe 
Ill feel sideways. Foe fall.< down 
and breaks both arms. Foe ·is 
sent inlo a 2 month coma... 

D 
+ I hil. 

+3 hils. 

Back slrikc. +6 hils. 

Blow 10 foe's side. Foe is ;U 
· I 0 nexl ruund. + 7 hils. 

Blow is weak bul sluns foe for 
nex1 round. +!I hils. 

Calf Mrike. Foe's hun muscle 
imp:oirs maneuvers by -25. You 
gain thc:. initiative next n1d. + 7 hits. 

Blow 10 bock spins foe. +H hilS 
;ond foe is slunned and unable 10 
parry nexl round. 

Chest strike takes wiml mH of ftiC. 

+ 10 hilS. Foe is s10nned :utd 
unable 10 parry nexl round. 

Thigh slrike. + 12 hils. Foe is 
slunncu for 2 rounds. You huve 
initiative ncxl 3 rounds. 

Ann strike diSi.lflllS roc. Foe is 
stunned for 2 rounds. Add 20 10 
next action. +7 hils . 

Hard hi1 s1rikc. If foe ha.< helm. he 
is knocked back 10 fect.and 
siUnncd for 6 rounds. If nol. fo<: is 
knocked oul for 24 hours. 

Shoufdcr :urikc spins foe. + 10 hit:t. 
Foe is :11 ·25 due 10 a hrnkcn C()llar 
bone and is stunned und unable to 
parry nexl round. 

Blow break foe's leg. Foe moves 
ttl -75. +12 hils. Foe is s1unned 
and unable 111 parry nexl round. 

S1rong blow 10 foe's we.pon um. 
Foe is knocked back I(J feel. 
+ 10 hils. Foe is al -25 and drops 
weapon. Foe is stunned for 3 n1ds. 

S1rlke 10 foe's shield side knock< 
foe 5 feel sideways. Foe breaks 
ankle and falls down. Foe is :11 
-50. +II hils. 

Bruml back slrikc knocks foe 
clown. +l21tils, F<1c is disamled 
and swnned and unable 10 parry 
for 4 rounds. 

S1rikc 10 foe's urm. If foe hus 
shield, he loses i1 and lnke 
+ I() hilS. If 001 foe's aml is useless 
ancJ he is slunncd for 9 rounds. 

S1rikc lo foe's head sends him 
10 reel backwards. If helmed. 
+9 hilS, 1he helm is dC.<Iroyed. and 
foe siUnncd 6 mds. If nOI, lt>C is 
scm inlo coma for 4 weeks. 

Savage blow 10 foe's head knocks 
f~)C down. Foe f:1lls inlO coma ~nd 
die-s in 12 rounds due 10 sevcrec.l 
vein. Add +20 next roll. 

E 
+2 hils. 

+5 hits. 

Blow 10 back. + 7 hils. 

Side blow. Foe is al -20 nexl round. 
tllhils. 

Blow cracks foe's rib. Foe is 
slunned :md ul -10 nex1 round. 
+\I hils. 

Hard glancing blow 10 leg. If foe 
h:os leg armor,+ 10 hils. If 1101. 
+ 12 hils and foe siUnned for 2 mds. 

S1rong back blow s1aggcrs roo. 
+12 hilS. Foe is s1unned and sadly 
unable 10 parry nexl round. 

Foe is knocked down. + 12 hils. 
Foe is siUnned und sudly unublc 10 
parry next round. 

Glancing strike to leg. Foe is 
s1unned for 3 rounds. +14 hils. 

Blow 10 shoulder spins foe. 
+13 hils. Foe is Slunncd and unablo 
10 parry for 2 rounds. 

Foe is knocked down and is 
unconscious. +'30 hil!\. 

Shoulder bh,st knocks foe down. 
Foe: is stunned und unublc to parTy 
for 2 rounds :md is tal ·I 0 due to 
minor fracture. 

Hard blow lo foe's lhogh knock foe 
cJuwn. + 15 hils. Foe is Slulllled :md 
unable lo parry 3 munds. 

S1rike 10 foe's shield urm. Foe 
siUmblcs back 3 feel and falls duwn. 
+ 15 hils. Foe is s1unncd and un:tble 
10 parry for 4 mds and is disarmed. 

Awesome side shu! sends foe 
1ripping sideways. Foe breaks leg 
and rolls 5 feel. Foe is u1 -50. is 
swnncd and unable 10 parry 
6 rounds. 

Cruel hcud slrikc ... Foe sees Slurs. 
+20 hils. Foe is knocked 1(1 feel 
backwards and is "unned and 
unabl~ 10 pacry 12 rounds. 

Blow 111 foe's shield shoulder. If foe 
has shield, he is slunned 6 rounds. 
If no1, he is knocked down, has u 
useless arm, passes out 

Pinpuim strike breaks foe's neck. 
Fa.: falls back 5 l'eel, spins, and 
siUmbles 10 1he ground. Foe dies of' 
shock and suffocalion in 3 rounds. 

Frigh1ening slrike 10 foe's lcmple 
knocks foe back 20 feel. Foe dies 
inSianlly. Add +2010 your ncxl 
3 rolls. Be kind now. 

-



8.2.1 WEAPON FUMBLE TABLE 

HAND HAND SPEAR & 
MOUNTED THROWN ARMS ARMS POLE BOWS 

(1-handed) (2-handed) ARMS ARMS ARMS 

Lose your grip nnd the Lose your grip. You Lose your grip. You Lose your grip. You Lo~e your grip. You Lose your grip. You 
opportunity to get in lose the opportunity Ill lose the opportunity to lose the opportunity to elect not to :muck elect nut to muu;k. 

01-25 un open blow. Maybe tuke an open swing. tuke un open swing. take nn open Mrike. because of lost control. Good choice. 
you will improve. 

Drop your weapon. It Drop your weapon. It Fumble your delivery. Fumble your delivery. You fumble your One·~ ten thumbs just 
will take I round to will take 2 rounds to You lose tile option 10 You lose 2 rounds but delivery and hang onto c:mnot handle loading. 

26-30 draw a new one, or draw new one or auack but youcan still can sti II parry. your weapon. Subtract You lose the rounds. 
2 rounds 10 recover old 4 rounds to recover old parry. 10 from your next 
one. one. anack. 

You slip with grace You slip into fog of You slip and are You slip and lose your You.slipantllose 2 You fumble your 
and lose the opponu- mind. You lose stunned for I round. saddle position. You rounds to fillly recover. <lmmunition. You lose 

31-40 nily 10 get in the· vital I round in order to All right. you ju.~t look lose 2 round~ but can You hold onto weapon 2 mds trying to re-
blow. collect your thoughts. clumsy. Try again. ~till parry. and still parry. wver·. Reul weak, kid. 

Bad follow through. Stumble over M un- Lose your grip and Your mount rears and You fumble your flreak arrow und lose 
You lose your seen imaginary jug&lt: weap<m for you are quite stunned weapon ul\cr losing your cool. You lind 

41-50 opponunity and give deceased turtle. You 2 rounds. You c~n still for 2 rounds during the your grip. You are yourself out of 
yourself I hit . Reu l lose 2 rnc.Js of offensive purry. Your next swing recovery. stunned for 3 round>. 2 rounds of action. 
weak. actlon but can parry. is at-10. 

You slip without grace Bad rnovc. You lose 2 You slip anc.J almost You lose your grip and Poor release. Weapon Drop your arrow. You 
and lose 2 round~ rounds of open swings. fall. You are ~lunned rumble your wcupon. In ntis I tarmlcssly ln:.e 2 rounds 

51-60 wonh of opportunities. Fortunately. you can ttnd unable to parry for You arc stunned for 2() feet ro the left of reloading. Try hand 
Good luck P~l. still p<~rry. 2 rounds. 3 rounds. target. arn1s next time. 

Lose your grip and Lose you grip and Lose your grip and Your poor mount Very poor release Drop your bow. You 
juggle your weapon for juggle your weapon for juggle weapon for stumbles and you are sends weapon off lose 2 rounds while 

61-70 2 rounds. You can siill 2 rounds. You can still 3 rounds. Your nex I stunned and unable to direcrl )' to rhe righr. rerricving and 
parry. parry. swing is at -10. parry for 2 rounds. Rcroll it' someone lies reloading it. 

in the new path. 

Lose your grip and Very bad move. You Fumble your follow- You break your You sl ip and lo~e Bow~tring brcab. You 
juggle your weapon for are siUnned and unable through. You lose weapon ;md lose 3 rounds to fully lose 6 md~ wl1ilc 

71-80 2 rounds. Unfortu- to parry for 2 rounds. 3 rnds. You arc 2 rounds whi tt re~:over. You hold 01110 restringing bow or 
nately. you cannot Not good. stunned for 2 rotrnds. dntwing a rlt!W one. weapon. but cannot 2 rnds while drawing a 
parry. parry. new weapon. 

You lose your "wind" Lose your grip and Clumsy move. You are You drop your weapon You drop your You fumble your 
and realise that you juggle your weapon for stunned and unable 10 in one of you lighter weapon. It will take wcupon. You are 

81-85 should relax und not 3 rounds. You c;m still parry for 3 rounds. moments. Lose 2 rounds 10 draw new stunned and quite 
swing for 2 round~. parry. 2 round> drawing a one or 4 round, to unable tu p:trry for the 

new on~. recover old one. next 3 rounds. 

Foe's smooth moves ln~:redibly bac.J move. Drop your we;1pon. h You break your You fumble your You let your urrow fly 
leave you swnned for You are stunned and wi II take 2 rounds to weapon and lose 2 rnds weapon badly but hang tnuch too soon. You 

86-90 2 rounds. Hopefully, unable to parry for draw new one or dntwing :J new one. omo it.. You are strike 20 fect _~hort of 
you will learn. 3 rounds. 6 rounds to recover old You take I 0 hits. stunned and unable 10 target. You are out 

one. parry for 6 roullds. 2 rounds. 

You stumble. l11e You .~tumble and You trip and fall . II Your seating is You Jet go of weapon Slip and fall down. 
classless display leaves nearly fall down in an will take 4 rounds 10 improper m1d you lind too early and send it You are stunned for 

91-95 you stunned for apparent allempl to recover. You are yourself stunned and ofT 30 f~t behind you. 6 rounds, and unable 
3 rounds. You mig.lu commit suicide. You unable to parry for unable to parry for 10 parry 2 rounds. 
still survive. arc stunned 4 rounds. 3 rounds. 3 rounds. Your shot goes astray. 

Swallow tongue in the You trip and fall. It You injure your shoul- Your body takes the You fall down. Your Break your bow. You 
excitement. You are will iake 4 rnds to re- der. You ure stunned impact. You take ~hot goes astray. You are stunned and unable 

96-99 stunned and unable tO cover. You are unable: and unable 10 parry for 20 hits. Stunned and are stunned for to p;trry for 4 rnd~ of 
parry for 3 rounds. to parry for 3 rounds. 3 mds and fight at -25. unable to parry/6 rnds. 12 rounds. action. Good luck. pal. 

Bad taste and poor Worst move seen in You break your You fu ll off tlf your You hit yvursclf during Poor jltdgemem. You. 
execution. You allcmpt ages. 50~ chance you weapon and arc mount. Role on the delivery. Roll on the let arrow fl y and lose 
to maim yourself. Roll are out 2 days with a stunned and unable 10 "D" crush eri t icu I "D' critical Mrike table ;111 c;1r. +5 hits. You 

100 on the "0 " critical pulled groin. 50% parry for 6 rounds. strike table. 1crushes1. take 2 hit~ per round. 
table (slashes). chance opponent out 3 

m mds laughing. 

-



8.2.2 MANEUVER I MOVEMENT TABLE 
Routine Easy Light Medium Hard Very Hard Extremely Hard Sheer Folly Absurd 

1:-all tltm·n. +~ 1--HI:oo. f'all. Kn<><:k '<:II' uut. Full. Break :mn:\, Fall. +15 Hit<. Rrc:ak Fall. Bre:ak urms. +20 Fall. Break both ""'" Fall sends you into a Fall breaks neck. You Fall crushes skull. 
-201 '\' ota an: uu1 ~ n.mnds. Y ''" :u·..: flU I I'm + IH Hils. You are out amL You :u-e out for Hits. You :arc out I~ :~nd neck. +:10 Hi". comu forJ )'Cars. +30 die in 3 rounds. 

1.:! 1'\lllll<l:'. +tJ Hit~. fnr 6 f\lunds. ')mumJ!'. round:oo. Amls- uscle."s. You ar out 60 rounds. Hits. Broken spine. 

F:~i llo :l<'l. F;lll t!own. lo:-:~ F;~ll duwn. +3 Hit,. Fall. Break wrist. Fall. Break le!!. Fall. Break amt>.-..20 Fall. Break back and Fall. You smash your Fall paralyzes you 
(-200)- (-151) 2 rn\uu.J:-.. +~ Hh~. Y ' l\1 :m: OUI (,lf .. I() Hit, . Y<.>u arc (lUI + IS Hits. You nrc out Hits, You arc out I~ lej;s. +25 Hits. Pamly· backbone :~nd nrc in :1 from neck down, 

~ fnunds. ror (> rotmds. <J rounds. moods. Arm~ usclc.x~. sis of Jowcr body. coma for 1 year. 

10 F:>il l<>ll<l . 1':111 d<>WII. + 2 Nit, . l>all dnwn. Spmin Fall. Ore~k :mn. Fall. Break leg. Fall. +JO Hit~. You Fall. Brenk both um1~ Full. You smash your 
(-150)- (-101 ) You :m: oul fur :mkk. You •m: at ~25. + 10 Hits. You arc out + I!' Hils. You are out an: out 6 mds. Shaucr and neck. + 30 Hits. backbone and are in a 

2 l'OUi'kl,;, +(> ~Ii i >. () rnd:-. ~nmncd ~ mds. (or (> munds. kn~~. Y nu arc ot ·NO. )' IIU an: OUI 60 mds. <<una (or I year. 

30 10 Fnil h l : 1~1. F~ll down. l..ns~ Full dnwn. Sr roi11 F:all. +20 Hit<. Brenk FaIL+ 1'2 Hir.. Break Fall .. +.10 Hits. You Fall. Break back and 
(-100) - (-51) :! f'OIIIlt l.:: . +3 H it~. 1mLit. You :\1'~ ~u ·2~. your wrisl. Out 2 mds. amt. Y em ure out t'(,r art out 9 md>. Sh311Cr ICJi>. +25 Hit;. Par:lJy. 

+~Hits. Not very smooth. 6 rounds. knee. You ~re at -80. sis or lower body. 

)() 30 10 E1i11o ;tel. F:lll down. +~ Hih. Fall. Sprain ankk and Fall. +1 0 Hit~. Knock Fall. + 12 ~I its. Oreal.. Fall. You are out 
(-50)- (-26) You Olft" out ~ l'O\nld~; cear ligament. You .are yourscl( <>ul. Out for ann. You arc uul for IR rouuds. You brea.k 

at .Jo. +15 Hits. I il nlds. You lose. pal. 6 rounds. both anns. ~25 liil•. 

70 50 ~0 5 F:•il rna'-''· F:~ll down. +5 Hir.. Foil. Sproin ankle and Fall. +20 llil~. Break f'all. + 10 Hlts. B1·eak 
(·25)- 0 You :tte out of a~tion rear muscle. You are your wrist . Out 2 mds. your leg. You are a1 

for .1 rounds. ut -~0. +10 Bits. No1 very smooth, . 75. Out 6 rounds. 

HO 60 50 10 5 Fails 10 act. Fall down, +~Hits. Fall. +5 Hit>. You pull !'all. +15 Hits. Break 
01 - 20 )'Oll are out for "leg muscle. You arc your arm. You ure our 

3 routlds. ;\1 -25. Out l rounds. for 6 rounds. 

<.){) 70 60 20 10 5 Fai l to act. Fall down. t 7 Hit<- Fall. Knock yourself 
21- 40 You take ~ hits per out. You are OUI for 

round. Out for 2 mds. 30 rounds. +10 lilts. 

41-55 100 HO 70 30 20 10 5 Fall down. +5 liits, Fall. Sprai11 ankle, 
Out for 3 rounds. You nre -30. +15 Hits. 

56-65 100 90 HO 40 30 20 10 FtLiiiO fiN. F:lll. +7 Hits. 3 hit$/ 
md. Out for 1 rounds. 

66 -75 100 100 90 50 40 30 20 5 Freez.e for 2 rounds. 

76 - 85 100 100 100 60 50 40 30 10 Fail to act. 

86 -95 100 100 100 70 60 50 40 20 5 
96 - 105 110 100 100 80 70 60 50 25 10 
106 -115 110 110 100 90 80 70 60 30 20 
116 -125 120 110 110 100 90 80 70 40 30 
126- 135 120 120 11 0 100 100 90 80 50 40 
136 - 145 130 120 120 110 100 100 90 60 50 
146-155 130 130 120 120 I 10 100 100 70 60 
156 -165 140 130 120 120 120 110 100 80 70 

140 140 130 Supl!l' move-. y,,u fl!el EX.<~Iknt move. Y!>u 120 110 90 80 
166-185 gn:al. Take- -I hirs lh'~m :u~ unscunned. + 10 ro 

y,1ur curTCJll 1n1:.Jl. a Ilks' rolls f11r 2 mds. 

/ 
ISO 140 Gt~a1 mtwe~ Y t'U ft"<l Mow in>pircs oil. You Mov~ inspires your Move in:ipin.""S your 120 100 90 

186 - 225 better. Su~lr:tct -1 hits an: un~tunn~t.l. Allies ullk<. +20 I<> fri<ndly ullic.. +.10 to friendly 
from current total. ore at+ 10 for~ mds. rolls for 3 rounds. rolls for ~ rounds. 

150 lm:redihlt move-. You Movt: inspires :llL You Mo\'c inspires your Move. inspires your Move in$pirts your You hav~ half the 100 100 
226 - 275 feel ~re:\1. Toke .\ :tre UIL<tunned. A Ilks allies. +20 I<> friendly ;~ I lies. +25 to friendly allies. +.10 to friendly round to act. 

from your hit rmal. ar~ +10 for 2 ntds, rolls ft'\r J t'Ountf~. rolls l'or 3 routld>. rolls for 3 rounds. 

~ 
Incredible move. You Srilli:<nt. M<>ve Move inspires your Mow inspires )'Our Move inspires your Movo inspires >'OUr Move it1spires your Move StUns • II foes Mov~ stuns all lbc• 

276+ reel grcaL Take J from inspires all. All ies are allies. t20 to friendl)' allies. +2.~ 10 friendly allies. +30 to friendly allies. +30 to friendly allies. +30 to friendly within 30'. You still within 50 feel. 
your cu.m:nt hi1 101:11, at ~ I (I for l mds. rolls for~ rounds. rolls for 3 rounds. rolls for 3 rounds. rolls for 4 rounds, rolls for 6 rounds. have half 3 md to 3CI. 



8.2.3 BATTLE ROUND SEQUENCE 8.2.6 DEFENSIVE MODIFICATIONS TABLE 

1 - Spell Action Phase Effect Category and Notes 
2.- Spell Results Phase 
3 - Spell Orientation Phase 
4 - Fire Phase (A) 
5- Fire Result Phase (A) 

+(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. 

6- Movement/Maneuver Phase (See Section 4.4.) 
7- Fire Phase (B) * 
8- Fire Result Phase (B) * 
9 - Melee Phase 

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

10- Melee Result Phase +20 Half "Soft" cover (see Section 4.4.4) *. 
11 - Final Orientation Phase +40 Full "Soft" cover (see Section 4.4.4) *. 
*-Optional second fire phases, see Section 3.0 and 3.1. +50 Half "Hard" cover (see Section 4.4.4) *. 

+100 Full "Hard" cover (see Section 4.4.4) *. 
8.2.4 ARMOR TABLE ±(variable) Miscellaneous (determined by Gamemaster). 

Minimum · Maximum Missle Quick-
Armor Maneuver Maneuver Attack ness 
Type Mod.* Mod.t Penaltyt Penalty§ 

1 0 0 0 0 

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

given time. 

2 0 0 0 0 
3 0 0 0 0 8.2.7 OFFENSIVE MODIFICATIONS TABLE 
4 0 0 0 0 Effect Category and Notes 

5 0 0 0 0 +(variable) Skill bonus, stat bonus, level bonus, weapon 
6 0 -20 5 0 quality bonus, spell bonuses, special item 
7 -10 -40 15 10 bonuses. These factors are usually fixed for a 

8 -1 5 -50 15 15 given character. (See Section 4.4.) 

9 -5 -50 0 0 -(variable) Parrying bonus (see Section 4.3). 

10 -10 -70 10 5 -20 If weapon used in left hand (see Section 5. 1 ). 

11 -15 -90 20 15 ±(variable) Range modifications (see individual attack 

12 -15 -110 30 15 

13 -10 -70 0 5 
14 -1 5 -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 

tables). 
-(variable) Reloading penalty (see Section 5.2.12). 
-(variable) Armor missile attack penalty (see Table 8.2.4). 

+15 Flank attack. 
+20 Rear attack. 
+20 Surprise. 

+20 Stunned foe *. 
+30 Downed foe*. 
+50 Prone foe*. 

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

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

t-Maximum maneuver modification applied to a combatant -20 Drawing a weapon (also applies to movement). 
totally untrained in maneuvering while wearing the given 
annor type. See ChL Section 3.4. 

:j: - The missile attack penalty acts as a modification to the 
missile OB for a combatant wearing the given annor. This 

-50 Changing weapons (also applies to movement). 

- (variable) Moving (normally the% of possible movement 
equals the penalty). 

is meant to reflect the disadvantageous effect of armor worn 
on the arms of a combatant. 

±(variable) Miscellaneous (to be determined by the GM). 

§ - An armor Quickness penalty can reduce or cancel a 
combatant's Quickness stat bonus for his DB (see Section 
4.4.2). Unlike those penalties above, this penalty can only 

Note: Modifications are cumulative unless noted otherwise. 
* - Only one of these modifica~ions can be applied at any 

given time. 
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. 

192 ARMS LAW & CLAW LAW I 



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* () 1-3 Cannot parry missile allacks. 

One-Handed Arms 5* 0 - Cannot parry missile atlacks. 

Two-Handed Arms 5* 0 - 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 misJiile attucks. Against non-pole 
arms a maximum of SO% 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 OBis used to parry (see Section 4.3). 

8 .2.8 INITlATIVE DETERMINATION TABLE 8.2.9 MANEUVER MODIFICATIONS TABLE 

Effect Category and Notes Effect Category a nd Notes 

+ (1-100) Quickness stat ( 1-100 base). -35 to +35 Applicable stat bonus (usually Agility). 

+10 Strength (applies to the stronger combatant). -10 Wounded more than 25% (concussion hits). 
+30 Weapon ready. -I() Wounded more than 50% (concussion hits). 

0 One-handed weapon. -10 Wounded more than 75% (concussion hits). 

-10 Two-handed weapon. - (variable) Armor, see Table (K2.4) for maneuver mod. 
+40 Pole Arm, on I st round of combat 

between 2 opponents. 
-20 Pole Ann, after 1st round of combat 

between 2 opponents. 
+10 Longer weapon when neither opponent is 

±(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). 

charging. 
+30 Longer weapon when one or both opponents 

Note: Modifications are cumulative tmless not(!d otherwi.H'. 

are charging. 
-5 Two weapon combination. RELOADING CHART (result is the QB penalty) 

-10 Shield. Number of Preparation Rounds 

-40 Surprised. Weapon 0 1 2 3 

-40 Encumbered. Short Bow 10 0 () 0 
-40 Wounded more than 50% (concussion hits). Composite Bow 20 0 0 0 

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

Note: Total all applicable modifications; the melee combat-
am with the higest total auacksfirst. 

Long Bow 30 () 0 0 
Light Crossbow na 20 0 () 

Heavy Crossbow na 30 10 0 
Sling 10 0 0 0 

na = not allowed 
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MOVEMENT RATE CHART 

Q uickness 

102+ 
101 

100 

98-99 
95-97 
90-94 
75-89 
25-74 
10-24 

5-9 
3'-4 
2 
I 

Quickness· 
Stat Bonus 

+35 
+30 
+25 

+.20 
+ 15 

+1 0 
+5 
·.o 
-5 

Base 
Movement Rate 

85' 

80' 
75' 

70' 
65' 

60' 
55' 
50' 
45' 

40' 
35' 
30' 
"2§' 

STRIDE MODIFICATION CHART 

Height 

7'10"-8'3" 
7'4" -7'9" 
6'10"-7'3" 
6'4" - 6'9" 

5'1 0" -6'3" 
5'4" - 5'9" 
4'W" - 5'3" 
~4''- ~9'' 
3'10" - 4'3" 
3'4" - 3'9" 

2'10" - 3'3,''-
2'4"-·2'9'' 

PACE CHART 

Nor mal 

+20 
+ 15 

Exha ustion 
Pa ce Ma neuver Point 

Pace Multiplier Difficul ty Cost/Rnd 

Walk lx none I every 30 mds 

Fast Walk/Jog 1.5x routine I every 6 mds 

Run 2x easy I every 2 mds 

Sprint/Fast Run 3x light 5/rnd 

Fast Sprint 4x medium 25/md 

Dash 5x hard 40/rnd 

PACE LIMITATIONS CHART 

Penalty Prohibited Pace 

Armor Qu Penalties - I 0 to -15 Dash 

Armor Qu Penalties -16 to -45 Dash. Fast Spri.nt 

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 Wt. Allowance and up Dash, Fast Sprint, Sprint 
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ENCUMBRANCE CHART 

Nun)ber ~fw~ight a llowance 
units in load 

'More Less Than 
Than or Equai t() 

Ox l x 
lx 2x 
2X 3x. 
3x 4x 
4x 5x 
5x 6x 
6x Jx 
Jx 8x 
8x 9x 
9x lOx 
Wx i lx• 
l lx 12x 
12x 13x 

14x 

Encumbr:ance 
Penalty 

0 
- 10 
-20 
-2~ 
-30 
-35 
-40 
-50 
-60 
-JO 
~80 
-90 

- 100 
-110 
-120 

EXHAUSTION MODIFIER CHART 

Modification to 
Factor Exha ustJon Points Expended 

Temp. above 100· F .......................................................... 2x 
Temp. above 120.F .......................................................... 4x 
Temp. above 130. F ................................................ .......... 8x 
Temp. below 20·F ........................................................... 2x 
Temp. below - l(l" F ................................ ..... ...... ............... 3x 
Temp. below -3o·p .......................................................... 5x 
Temp. below -so·F .......... ....................................... .... ..... 8x 
Rough Terrain .................................................................. 2x 
Mountainous Terrain ............... ...... ........ .......................... 3x 
Sand ................................................................. ................ 3x 
Bog ............................. ........... .......................................... 4x 
Hits or wounds above 25% .................. ..................... ....... 2x 
Hits or wounds above 50% ............................... ........ ...... .4x 
More than I 0 hours without sleep ................................... 2x 
More than 15 hours without sleep ................................... 3x 
Increase Mod. IJy 1 for each additional 5 hrs without sleep. 

BONUSES FOR UNUSUAL SlATS CHART 

1-100 Dl$),0 D20 3-18 2-.U 
Stat Bonus Bon us Stat Stat 

102+ +35 +7 20+ 17+ 
10 1 +30 +6 19 15-16 
100 +25 +5 18 13-14 

98-99 , +20 -t4 17 12 
95-9? +1,), -t3 16 
90-94 'i;''IQ +1 15 11 
85-89 +5 +I i4 10 
75-84 +5 +1 13 9 
60-J4 0 u 12 8 
40-59 0 0 10- 11 7 
25-39 Q 0 9 6 
15-24 -5 -I 8 5 
10- 14 -5 -1 7 4 
5-9 -10 -2 6 3 
3-4 -15 -3 5 
2 -2Q -4 4 2 
I .-25 -4 4 2 
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PRODUCT LISTING 
Rolemaster The Hero System Rulesbook 
I. C. E.'s classic FRP system. Rolemaster is a complete set of the 
most advanced, realistic, and sophisticated FRP rules available. 
The rlexibility of the system allows it to be used wholly or in part 
wi th most major FRP systems. 

The Hero System is simply the most flexible and comprehensive 
roleplaying system ever created. Design characters exactly the way 
you want them to be. Then play in any setting-from Fantasy to 
Science Fiction-all with the same rules! 

Space Master 
The ulrimate adventure frontier is brought to li fe with I.C.E.'s 
Science Fiction Role Playing System. A complete game in one box, 
Space Master provides everything necess-ary to run a realistic, 
richly detailed science fiction campaign. 

Middle-earth Role Playing 
Middl~arth Role Playing (MERP) is perfect for the novice as well 
as experienced garners. Designed with faithful attention to Tolkien's 
world, MERP provides rules covering combat, magic professions, 
and everything necessary for adventuring in Middle-earth. MERP is 
the perfect lead-in to the more complex Rolemaster system. 

Shadow World 
The planet Kulthea forms the Shadow World, a unique fantasy 
gaming environment supported by comprehensive stats for both 
Rolemaster and Fantasy Hero. The Shadow World is a vast planet 
of scattered isles and lost realms, each land isolated by forces both 
tangible and supernatural. Not only Is It a rich fantasy world unto 
itself, but it allows the GM to insert it into his Rolemaster or 
Fantasy Hero campaign whole or in part. 

IQ (Iron Crown Quarterly) 
In the immortal tabloid format, the /Q is sixteen pages packed with 
advanced product info, inside ICE stuff, humor, occasional fiction 
and reviews, and featured MERPIRolemaster!Space Master 
material! 

Champions 
the Super Role Playing Game 
Don't just read comic books, live them! Champions contains the 
HERO System rulesbook, along with everything you need to start 
your own comic-book game. 

Fantasy Hero 
Fashion your own fantasy universe of Epic Adventure! Bring to life 
your favorite character from fiction or create your own exciting hero. 

Star Hero 
Reach for the stars with Star Hero! This self-contained game in­
cludes the description of a complete science fiction universe and 
several scenarios-everything you need to begin a campaign. 

Adventurers Club Magazine 
The mag for Hero Gamersl The articles and columns are dedicated 
to expanding and improving the already fine line of Hero games. 
And there's a ready-to-piay adventure in each issue! 

These fine products are sold at better retail outlets worldwide. Ask 
for them at your favorite store .. . or order directly from us. VISA & 
MASTERCARD orders call (800) 325-0479. VA residents, Canadians 
and overseas customers call (804) 29 5-3917. Please make phone 
orders during business hours: 9 AM-SPM. Eastern Standard Tlme, 
Mon-Fri . Allow 4-6 weeks for delivery. 
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Rolemaster™ garners now have an entire fan­
tasy world at their fingertips. Shadow World™ 
products form a rich fantasy environment for 
the Rolemaster ™ and Fantasy Hero TM game 
systems. The self-contained adventures may 
also be used as isolated or hidden areas in any 
Gamemaster's campaign world. 

The completely reformatted RoiEi'master™ 
system also includes the following: 
• Spell Law ® -The magic system that 

improves any FRP game! The new edi­
tion of Spell Law® has over 2000 spell 
descriptions based on 3 realms of power 
and 15 professions. It provides alchemy 
rules, spell attack and failure tables, and 
a unique spell-learning structure. 

• Character Law & Campaign Law TM -

The new version of the complete charac­
ter development and campaign guide! 
Character Law ™ features a unique trait 
development system that allows charac­
ters to increase their ability in any area 
of skilL There are no absolute restric­
tions. Campaign Law TM includes handy 
reference material invaluable to any 
Gamemaster: weather, encounter, and 
price charts, and guidelines for running 
a campaign in a complex living world . 

Rolemaster, 
a cut above the rest! 


