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Initiative: 1d6, +1 for not wearing metal armor and +1 for not being encumbered. Range, then move & melee. 
Declare spellcasting at the beginning of the round, it takes effect at the end of the round (if caster not disrupted).  

 

Melee 
  Stance:  

= 
 

Only all-out attack 
+1d4 (fighters +1d6) 
No AC or shield if you lose an all-out attack. 

Roll to Hit Combat Bonus Ally Bonus: Total 
+Magic weapon bonus 
 
Paired or heavy weapons: 
Roll 2 pick higher 

Same as level 
(or wizards, 1 per 2) 
 
Once a round 
(or martial artist) 

+1 (Under 1d6 dmg) 
+2 (1d6 dmg or more) 
Or, + Combat bonus 

If you acted already, get 
½ roll to hit (round down) 
and default to balanced 
stance. 
 
If fleeing, no roll, ½ armor 
round down, no combat 
bonus. 

Smite: 
Only Lightbringers. 
+3 per hit point sacrificed, up to 1 hp per 
level. Any time. 

Ranged 
 Defensive Stance:  

Give up move, combat bonus, or a weapon size. Dodge d4 hit points (fighters d6). 

Incoming 
Ranged 

Hit Points 

Combat Bonus: Hit Points 
Taken 

If it has not been used or target is martial artist. 

Shield: 
If it has not been used. 

Evasion: 
Martial Artists can avoid 1 hit point of damage per 2 levels if in light armor or less. Works with shield. 

Speed 
Conditions 6 5 4 3 2 1 0 

Per Turn 15’ 30’ 60’ 90’ 120’ 150’ 180’ 

Running, per round 15’ 30’ 60’ 90’ 120’ 150’ 180’ 

Combat, per round 5’ 10’ 20’ 30’ 40’ 50’ 60’ 

Movement Slowing Conditions: Caution, Darkness, Encumbered (multiples), Mapping, Metal Armor, Stealth. 
 

Base Move 10’ 20’ 30’ 60’ 90’ 120’ 150’ 180’ 

Difficult Terrain (-1/3) 6’ 14’ 20’ 40’ 60’ 80’ 100’ 120’ 

Very Difficult Terrain (-2/3) 3’ 7’ 10’ 20’ 30’ 40’ 50’ 60’ 

Wary movement: Slow by 1/3 to automatically detect most corridor and room traps, and secret doors. Takes 10 

minutes to search 20 square feet. Just walking by, those with the “detect” skill get a roll. 

 

Denying Movement 
To prevent a foe from moving past or disengaging from combat, roll 1d6; the one who rolls higher chooses whether 

the movement happens or not. Ties go to the status quo. This is a free action. 

 Trying and failing to get into or out of a fight costs the round’s movement or attack. Changing the split in 

a fight does not. (Trying to get into a fight and failing costs, but once in the fight redistributing foes does not). 
 Add +1 to the side that scored damage on the other (whether armor soaked it or not).  

 Add +1 if the mover is outnumbered by the other side, +2 if surrounded. 

 Add +1 if the mover was denied movement last round. 

 The DM can add up to +3 to one side or the other for circumstances. 


