
Sample Combat from the AD&D Dungeon Master’s Guide 
This sample of combat is based on the example on page 71 of the Dungeon Master’s Guide. 
 
Abner is a 5th level wizard, and he’s leading a party that just had a narrow escape from a large group of goblins. 
They have heard there is a group of evil marauders in the area, so they are on their guard. 
 

Name Class AC (s) Primary Weapon Notes HP XP Lvl 
Arkayn Lightbringer 2s Mace 1d6.  24  4 
Aggro Fighter 3s Axe 1d8+1.  24  4 
Arlanni Martial Artist 1s Sword 1d6.  12  2 
Abner Wizard 0 Staff 1d6. Web scroll. 20  5 

 
• Arkayn. Persuade skill. Chain and shield. 
• Aggro. Identify Monster skill. Plate and a shield, magic axe. 
• Arlanni. Uncanny Focus skill (+2 on saving throws.) Leather armor, sword, shield. 
• Abner. Read Magic skill. Has a scroll of Web. 

o Spells. 0: Detect Magic, Light, Meditation, Strike, Wizard Mark. 1: Attack, Open, Knockout. 2: Explosion. 
 

Name Class AC (s) Primary Weapon Notes HP XP Lvl 
Barl 7 Gray Man 2s+ Hammer 1d6. Inf. 60’ Shield +2 36  6 
Balto Martial Artist 0 Staff 1d6.  6  1 
Blastum Wizard 0 Staff 1d6.  16  4 
Barjin Blooded 0 Sword 1d6. Inf. 60’ 30  5 

 
• Barl 7. Plate and a +2 shield. 
• Balto. Resolve skill. No armor or shield. 
• Blastum. Read Magic skill. Passed the tests, has an enchanted staff, holds 4 hit points for casting, can cast light. 

o Spells. 0: Detect Magic, Invisible Grasp, Meditation, Rainproof. 1: Attack, Knockout. 2: Stealth. 
• Barjin. Read Magic skill. 

o Spells. 0: Detect Magic, Meditation, Rainproof. 1: Attack, Defenses. 2: Sacrifice. 
 
The Encounter 
 
The characters in the A Team hustle down the hallway, with only 2 conditions; metal armor and darkness. Since 
none of them have Detect as a skill, and they are not using a caution condition, they’ll be surprised on 2 in 6.  
 
The DM rolls for encounters after 10 minutes, and gets a 1! He rolls to see what it will be, and gets the “evil 
marauders.” He rolls 2d6 to see how far away they will be, and gets 20. He rolls to see what their attitude will be on 
2d6, and gets snake eyes—immediate attack. He decides that the B Team is arguing about something, and will also 
be surprised on a 2 in 6. 
 
The A Team rounds a corner and is only 20 feet away from the B Team! The DM rolls 1d6 for surprise for the B 
team, getting a 2—they are surprised. Abner rolls 1d6 for the A Team, and gets a 4. They are not surprised. 
 
Surprise Round 
 
The A Team can get an action each in before initiative is rolled.  
 

Crumbling Epoch http://fictivefantasies.wordpress.com/ Page 1 

http://fictivefantasies.wordpress.com/


Arlanni uses her sling to shoot at Blastum, who is clearly a wizard. She attacks all-out, so she will use her base 1 
stone and 1d4 additional stones; she will use 3 total in a frenzy of firing. She rolls 1d4 for the sling damage, getting 
2. She adds 1d4 for her all-out attack, getting 3. She adds her combat bonus, which is equal to her level, for +2. So, 
her attack of 3+3 for all-out attack +2 for combat bonus is 8. The wizard uses his combat bonus of 2 (which is ½ his 
level) to reduce her attack to 6. Unfortunately, he has no armor, so he takes all 6 hit points. 
 
Aggro’s move has 2 conditions—metal armor and darkness. So he can move up to 40 feet and still attack, and the B 
Team is easily in range. Aggro decides to finish off the unarmored characters fast, so he races at Balto. Balto does 
not want to face Aggro alone, so he tries to pull in Barl 7 and Barjin, both of whom are close enough. The DM 
decides that due to their recent argument, neither wants to have anything to do with protecting the new guy in their 
adventuring group, so Aggro has the martial artist to himself! 
 
Aggro is attacking all-out, and Balto is taking a defensive stance. Aggro rolls 1d8+1 for his axe and gets 2, +1d6 for 
all-out attack, adding 1. He also adds his combat bonus of 4. So, 2+1+4 is 7. Balto rolls 1d6 to defend himself, 
getting 5. He adds his combat bonus of 1, total 6. Aggro got 7, Balto got 6, so Balto would take 1 hit point—but he 
took a defensive stance, so he ignores 1d4 hit points, and he takes no damage. 
 
Arkayan decides to attack Barl 7 all-out. He rushes forward, and is vaguely surprised when Barl 7 does not call for 
anyone to help him. Barl 7 fights defensively. Arkayan rolls 1d6 and gets 4. Attacking all-out, he rolls 1d4 and adds 
4. He adds his combat bonus of 4. That totals 16; he decides to shorten this fight up, and he spends 1 hit point per 
level to gain +3 for each, burning 4 hit points and getting +12, totaling 28! 
 
Barl 7 rolls 1d6 for his hammer, getting 1. He adds his combat bonus of +6, for a total of 7. Arkayan inflicted 28, 
and he only stops 7, so he takes 19 hit points. He applies his 1d4 defensive stance to reduce the number, getting 1, so 
he takes 18 hit points. Fortunately he is in chain armor, reducing the damage by 2, and he has a shield +2 which 
reduces the damage by 3, so he takes 13 hit points. Arkayan is surprised and uncomfortable to see the gray man still 
on his feet. 
 
Abner finishes out the round by casting a mystic attack at the gray man, thinking to finish him off. The attack costs 
Abner 1 hit point, and inflicts [level x2] hit points of damage, 10. Barl 7 has already used his shield and his combat 
bonus, so his chain armor stops 2 hit points and he takes the other 8.  
 
Round 1 
 
Initiative! Both sides have people in metal armor, and neither side is encumbered, so they will both roll 1d6+1 for 
initiative. The A Team gets 4+1 for 5, and the B Team gets 6+1 for 7. The B Team goes first. 
 
Balto attacks Aggro all-out, and Aggro responds with an all-out attack of his own. Neither one will benefit from 
armor! Balto rolls 1d6 for his staff, getting 6, and 1d4 for his all-out stance, getting 1. He adds his combat bonus of 
1, so he has 6+1+1 for 8. 
 
Aggro rolls 1d8+1 for his enchanted axe, getting 6. He rolls 1d6 for his offensive stance, getting 2. He adds his 
combat bonus of 4. So, he has 6+2+4 for 12. Balto’s 8 is overshadowed by Aggro’s 12, Balto takes 4 hit points.  
 
Barl 7 is still locked in battle with Arkayn. Barl 7 fights defensively and Arkayn attacks all-out—Barjin the Blooded 
wants to cut in, helping the gray man. Arkayn likes the one-on-one, but he cannot use deny movement to prevent the 
Blooded from joining, since he is alone. 
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Barl 7 rolls 1d6 for his hammer, getting 2, +6 for his combat bonus, total 8. With Barjin’s help, Barl 7 gets to add 
Barjin’s combat bonus of +5, bringing the total up to 13.  
 
Arkayn rolls 1d6 for his mace, getting 3. He adds 1d4 for his all-out attack, getting 2. His combat bonus is 4. That 
totals to 3+2+4 for 9, and he again burns 4 hit points to get +12 Smiting power, for a total of 21. 
 
Arkayn’s 21 against Barl 7’s 13 is reduced to 8. Barl 7 rolls 1d4 for his defensive stance, reducing the attack by 1, to 
7. His armor stops 2, and his enchanted shield stops 3, so he takes 2 hit points. The tough little gray man is still on 
his feet! 
 
Blastum starts casting a spell. As long as he does not take 4 hit points of damage by the end of the round (he is 4th 
level), his spell will be uninterrupted. Since he is casting from a scroll, it will take 2 rounds for the spell to activate. 
 
Arkayn and Aggro are busy, but Arlanni and Abner have not yet acted. Abner begins casting a spell. 
 
Arlanni attacks all-out with her sling, using 1+1d4 ammo (5 shots.) She is aiming at Blastum, trying to disrupt his 
spell. She rolls 1d4 for her sling attack, and gets 3. She adds 1d4 for attacking all-out, for +1. Her total is 4. While 
casting, Blastum can still apply his combat bonus to avoid incoming missile fire, which is +2, reducing her damage 
to 2—not enough to disrupt his spell. 
 
Only Blastum and Abner are left. Abner is casting from a scroll, so it will take twice as long and twice as many hit 
points to get the spell to work. Blastum fires off his mystic attack, taking 1 hit point and inflicting [level x2] 8 hit 
points to Arlanni. She already used her combat bonus, and she cannot use her shield while making ranged attacks, so 
her leather armor only stops 1 of the incoming hit points and she takes 7 hit points. 
 
Round 2 
 
The B Team still has initiative. Balto cries out for help, but he’s the sassy new guy and nobody likes him. So, he 
figures he’ll manage a fighting withdrawal, because Aggro is seriously going to kill him. Aggro tries to deny his 
movement, and is +1 because he injured the martial artist last round. Balto rolls 2, Aggro rolls 1+1 for 2, and the 
status quo wins a tie—Balto cannot escape. 
 
Balto fights defensively, and Aggro smells blood and attacks all-out. Balto rolls 6, +1 combat bonus, for 7. Aggro 
rolls 1d8+1 for 3, and adds all-out attack 1d6 for +2, and his combat bonus of 4, total 3+2+4 for 9. Aggro’s 9 against 
Balto’s 7 means the martial artist takes 2 hit points. He was fighting defensively, so Balto ignores 1d4 hit points, and 
rolls 3—he manages to protect himself. 
 
Barl 7 and Barjin are battling Arkayn. Barl 7 attacks defensively, Arkayn attacks all-out. Barl 7 rolls 1d6 for 6, +6 
for his combat bonus, +5 for Barjin’s combat bonus, total 6+6+5 for 17! 
 
Arkayn rolls 1d6 for his mace, getting 5, and 1d4 for attacking all-out, for +2, and he adds his combat bonus of 4, 
total 5+2+4 for 11. Frustrated, he once again smites, spending his maximum of 4 hit points to add +12 to his total for 
23. 
 
Arkayn’s 23 against Barl 7’s 17 means Barl 7 takes 6 hit points—the gray man’s defensive stance ignores 2, his 
shield ignores 3, and his armor ignores 2, so he is unharmed. (But, with all the smiting, Arkayn is down to half his 
hit points…) 
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Blastum’s scroll-reading is working up to a climax. If he avoids taking 4 hit points of damage this round, the spell 
will work at the end of the round. 
 
As Abner begins casting a spell of his own, Arlanni lines up on Blastum and attacks all-out with her sling (+1d4, so 
3 ammo). She rolls 1d4 for the sling, getting 4, +3 on the 1d4 for attacking all-out, +2 for her combat bonus, total 
4+3+2 for 9. Blastum can ignore 2 of that because of his combat bonus, but he takes 7 hit points and his 
concentration is broken! The spell is ruined, but it is still intact on the scroll, and he does not take hit points for 
trying to cast it. 
 
Abner finishes his spell, a mystic attack aimed at Blastum. Abner takes 1 hit point and nails Blastum for 10 hit 
points; that is more than enough to take Blastum down. Blastum must roll 4 in 10 (his level) or be slain. He rolls a 5, 
and he dies. 
 
Round 3 
 
Since the NPC party took a casualty, it is time for initiative. The DM figures they have an initiative of 10, and he 
rolls 2d6, for 7; they will fight on. 
 
However, testing morale means a new initiative test. Both sides get 1d6+1. Abner rolls 7, Barl 7 rolls 4. The A Team 
goes first. 
 
Arkayn calls for Arlanni to help him, and she agrees; but Barl 7 and Barjin do not want to allow her in. It is an 
unmodified 1d6 to deny movement, and if they successfully cut her out of the combat she will lose her move action. 
Arlanni rolls 3, Barl 7 rolls 2, so Arlanni joins up. 
 
Now, Arkayn can fight with Arlanni providing a bonus, against Barl 7 with Barjin providing a bonus, or the battle 
can split to two fights. The DM and the players agree to split it into 2 fights. (Otherwise, another deny movement 
test would determine the outcome.) 
 
Arkayn attacks Barl 7 all-out, and Barl 7 fights defensively. Arkayn rolls 1d6 for his mace, getting a 4, and 1d4 for 
all-out attack, rolling +4. He adds +4 for his combat bonus, total 4+4+4 for 16. Trying to end this fight, he once 
again goes for a smite, spending 4 hit points to get +12, total 28. This time the gray man will fall! 
 
Barl 7 rolls 3 for his hammer, and adds +6 for his combat bonus, total 3+6 for 9. Arkayn’s 28 subtracts Barl 7’s 9, 
totaling 19 hit points of damage. His defensive stance means Barl 7 can ignore 1d4 hit points, and he rolls a 4, 
reducing the damage to 15. His shield blocks 3, and his armor blocks 2, reducing the damage to 10 hit points. He 
only has 3 hit points, but the gray man is still up! 
 
Arlanni takes a balanced stance against Barjin, who will also take a balanced stance. She rolls 1d6 for 2, +2 for her 
combat bonus, total 4. Barjin rolls 6, +5 for his combat bonus, total 11. Barjin’s 11 against Arlanni’s 4 means 
Arlanni takes 7 hit points. Her shield stops one, her leather armor stops another, so she takes 5—but that is all she 
has left. Unless she rolls a 1-2 on 1d10 she will be slain. She rolls a 6, and dies. 
 
Now Aggro is angry, and he takes it out on Balto with an all-out attack. Balto fights defensively. Aggro rolls 1d8+1 
for 3 with his enchanted axe, and 1d6 for his all-out attack for +4, and +4 combat bonus totaling 3+4+4 = 11. Balto 
rolls 1d6 and gets 6, +1 for his combat bonus, so 7. Aggro’s 11 subtracts Balto’s 7 and inflicts 4 hit points. Balto’s 
defensive fighting ignores 1d4 hit points, he rolls 3. He takes 1 of his remaining 2 hit points, but he’s still up. 
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Abner starts to cast a spell. Since everyone else has acted, his spell goes off without a hitch. He casts a mystic 
attack, taking 1 hit point and nailing Barl 7 for 10 hit points. The gray man has already acted, using his enchanted 
shield and his combat bonus, so only his 2 armor reduces the damage to 8—more than enough to kill him. He will 
die if he does not roll 1-6 on 1d10. He rolls 2; he collapses, but can be saved if the winners of the battle desire it. 
 
Round 4 
 
Time for another morale test, as half the NPC party is down (and Balto doesn’t count, he’s got 1 hit point and he’s a 
first level dork.) The DM reduces Barjin’s morale to 8, but if Barjin passes it, he will fight to the death. Barjin rolls 
10; he does not want to continue fighting.  
 
Considering he cut down his foe in melee combat (so he is not engaged) and he does not care about Balto at all, 
rather than parlay the Blooded just runs. 
 
Conclusion 
 
The battered party decides to let him go—Balto immediately surrenders, and they let him live. The price of his 
survival is that he must be Aggro’s henchman. 
 
They revive Barl 7, and say he will be spared if he joins them. He is a stalwart adventurer, and they could use his 
violence… Barl 7 agrees, and Arkayn shows there are no hard feelings, using the healing touch on him twice to give 
him 8 hit points. However, since he was “killed” Barl 7 rolls 1d6 to see what permanent crippling he takes. From 
now on, he is -3 on rolls for physical movement. 
 
Meanwhile, just in case, Arkayn uses his healing touch on himself two times at +4 hit points each, getting 8 hit 
points back. (That’s all the cosmic healing he can do for the day.) Abner is pleased to take Blastum’s magic staff. 
 
Experience: the DM decides Barjin will get 200 experience for slaying Arlanni, 1 per level. The A team slew 
Blastum, for 100 experience per level, that’s 400. Balto and Barl 7 would not get any, it would be split between 
Arkayn, Aggro, and Abner. Since Barl 7 and Balto were defeated, that’s another 700 experience the DM is willing to 
grant, totaling 1,100/3 so 366 each, and 368 for Abner as party leader. 
 
They rest for 10 minutes, with the un-injured Aggro standing guard. Everyone gets 1 hit point back per level. (They 
can do this up to 3 times a day, each healing rest an asterisk on the summary table.) Balto also uses his “Resolve” 
skill to gain an additional hit point. 
 

Name Class AC (s) Primary Weapon Notes HP XP Lvl 
Arkayn Lightbringer 2s Mace 1d6. *++++ 20 +366 4 
Aggro Fighter 3s Axe 1d8+1.  24 +366 4 
Abner Wizard 0 Staff 1d6. Web scroll. Staff.* 20 +368 5 
Barl 7 Gray Man 2s+ Hammer 1d6. Inf. 60’ Shield +2* 14  6 
Balto Martial Artist 0 Staff 1d6. * 3  1 
• Arkayn. Persuade skill. Chain and shield. 
• Aggro. Identify Monster skill. Plate and a shield, magic axe. 
• Abner. Read Magic skill. Has a scroll of Web. Staff, holds 4 hit points for casting, light. (New Spellbook!) 

o Spells. 0: Detect Magic, Light, Meditation, Strike, Wizard Mark. 1: Attack, Open, Knockout. 2: Explosion. 
• Barl 7. Plate and a +2 shield. -3 on rolls for physical movement. 
• Balto. Resolve skill. No armor or shield. 
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