
Missile and Lance Combat Table
4 broken weapon
5 damaged weapon

6–7 damaged weapon
8–13 miss/loss of lance

14 near miss
15 random hit at –10%
16 random hit
17 hit
18 hit
19 hit at +10%
20 hit at +20%
21 hit at +30%
22 hit at +40%
23 hit at +50%
24 hits off the chart (00+)

25+ fatal wound

Stun Table
ROLL VS I VS II VS III VS IV

4 self-critical (31–40%) for all 4 tables
5 self-critical (2–20%) for all 4 tables
6 weapon damage for all 4 tables
7 loss of weapon for all 4 tables
8 miss miss miss miss
9 miss miss miss miss

10 miss miss miss miss
11 1–10 1–6 1 1
12 1–10 1–6 1 1
13 11–20 1–10 2 1
14 11–20 1–10 2 1
15 21–30 2–12 1–6 2
16 21–30 2–12 1–6 2
17 31–40 11–20 2–12 1–6
18 31–40 11–20 2–12 1–6
19 41–50 11–20 2–12 1–6
20 51–60 21–30 11–20 2–12
21 61–70 21–30 11–20 2–12
22 71–80 31–40 11–20 2–12
23 81–90 31–40 11–20 2–12
24 91–100 41–50 21–30 11–20
25+ fatal 51–60 31–40 21–30

Hand to Hand Combat Table
DIFFERENCE RESULT

20 Special—GM’s determination
19 +20% to CHEST (1–4) or HEAD (5–6)
18 NECK
17 HEAD
16 GROIN
15 NECK
14 HEAD
13 BELLY
12 UPPER ARM (1–3) or HAND (4–6)
11 CHEST
10 Opponent Disarmed

9 THIGH (1–4) or GROIN (5–6)
8 SHOULDER (1–5) or CHEST (6)
7 HAND
6 Attacker Loses Initiative
5 FOREARM
4 Defender Misstep (+6 to next roll)
3 Advantage (+8 to next roll)
2 Slight Advantage (+4 to next roll)
1 No Advantage
0 Even

–1 No Advantage
–2 Slight Advantage (–4 to next roll)
–3 Advantage (–8 to next roll)
–4 Attacker Misstep (–5 to next roll)
–5 Attacker Off Guard (–10 to next roll)
–6 HAND (1–3) or Miss (4–6)
–7 UPPER ARM (1–4) or Attacker Stunned (5–6)
–8 SHOULDER (1–4) or THIGH (5–6)
–9 THIGH (1–4) or GROIN (5–6)

–10 FOREARM (1–3) or CALF (4–6)
–11 Opponent Disarmed
–12 FOOT (1–2) or NECK (3–6)
–13 BELLY
–14 CHEST
–15 NECK
–16 HEAD
–17 HEAD
–18 CHEST
–19 +20% to CHEST (1–4) or HEAD (5–6)
–20 Special—GM’s determination

Points Awarded for Casting Spells
SPELL COST 1ST 2ND 3RD 4TH 5TH

1–5 1 1⁄2 1⁄4 — —
6–10 1 1⁄2 1⁄4 1⁄4 —
11–15 11⁄2 1 1⁄2 1⁄4 1⁄4
16–24 2 11⁄2 1 1⁄2 1⁄4
25–34 21⁄2 2 11⁄2 1 1⁄2
35–44 3 21⁄2 2 11⁄2 1
45+ 31⁄2 3 21⁄2 2 11⁄2

RANDOM HIT LOCATION

roll d%

01–13 hand
14–21 forearm
22–29 upper arm
30–39 shoulder
40–44 neck
45–52 head
53–65 chest
66–75 belly
76–81 groin
82–91 thigh
92–97 calf
98–00 foot
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POINTS IN WEAPON SKILLS

For beating an opponent of equal skill:  . . . . . .1⁄2 point

For beating an inferior foe:  . . . . . . . . . . . . . .1⁄4 point

For each level better a defeated opponent is:  . .1⁄2 point

TABLE II creature:  . . . . . . . . . . . . . . . . . . .1 point

TABLE III creature:  . . . . . . . . . . . . . . . . . .2 points

TABLE IV creature:  . . . . . . . . . . . . . . . . . .3 points

For each nasty special ability:  . . . . . . . . . . . .1⁄2 point

For losing to a superior foe: . . . . . . . . . . . . . .1⁄4 point

For multiple opponents:  . . . . . . . . .1⁄2 point minimum

FINGERSMITHTABLE
SKILL LEVEL SUCCESS % FAILURE %

0 SPE + COO 50 + SPE
1 SPE + (2 x COO) 55 + SPE
2 (2 x SPE) + (2 x COO) 60 + SPE
3 (2 x SPE) + (3 x COO) 65 + SPE
4 (3 x SPE) + (3 x COO) 70 + SPE

LOCKPICKINGTABLE
SKILL LEVEL SUCCESS % FAILURE %

0 SEN + COO 40 + INT
1 SEN + (2 x COO) 50 + INT
2 (2 x SEN) + (2 x COO) 60 + INT
3 (2 x SEN) + (3 x COO) 70 + INT
4 (3 x SEN) + (3 x COO) 80 + INT
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ATTACKS AT ODDS BETWEEN 2:1 AND 5:1
1. There is no initiative roll taken. The lone fighter always becomes the defender, and

remains the defender unless the odds become 1:1. Ignore lost initiative rolls on the combat table.
2. All attackers fight at +1. Each attacker rolls against the defender’s single roll. A bonus

gained by one attacker is added to that creature’s roll only, not those of his or her fellows. The
defender rolls against the highest rolling attacker. If the defender gains an advantage, all attackers
must roll against the defender’s modified roll.

3. On any hit where the defender has a damage roll of 80+, he or she takes a free dam-
age roll (to a random location) on an additional one of his or her other attackers. More than one
additional hit is possible if the defender keeps rolling 80+. This reflects a single fighter’s ability to
hit more than one attacker with a single weapon swing.


