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1 S
ee S

&
P

 pg 113.
2 S

ee S
&

P
 pg 114, table 50.

3 S
ee S

&
P

 pg 114, table 50.
4 T

otal plusses and m
inus to hit and dam

age for this w
eapon should be listed here. A

ll plusses and m
inusses should be factored in; including those for 

exceptional ability scores, m
agic of the w

eapon, and any bonuses due to proficiencies.
5 P

oints here refers to the num
ber of w

eapon proficieny point spent in order to acquire the particular proficiency in question (ability) w
ith this particular w

eapon. 
T

he num
ber should be listed im

m
ediately after the nam

e of the w
eapon, seperated from

 the w
eapon’s nam

e by a slash.
6 T

he w
eapons broad group and narrow

 group categories should be listed here. T
hese can be found in C

&
T

 pg’s 145-146.
7 T

his indicates the characters level of ability w
ith the w

eapon. V
alid categories are; non-proficient, fam

iliar, proficient, w
eapon of choice, w

eapon expertise, 
specialized, m

astery, high m
astery, and grand m

astery. A
ll these options are explained in detail in C

&
T

 pg’s 70-76.
8 W

eapons are divided into three categories: B
ludgeoning, P

iercing, and S
lashing.T

his describes the w
eapon’s m

ethod of creating injuries and is used to 
determ

ine w
hat kind of critical hits the w

eapon inflicts. In addition, som
e m

onsters m
ay be partially resistant to the effects of certain w

eapons.
9 T

his is w
here the w

eapons initiative speed/phase is recorded. i.e. F
ast, A

verage, slow
, or V

ery S
low

. S
ee C

&
T

 pg’s 17-18 for m
ore inform

ation on initiative.
10 M

elee reach. A
ll hand-to-hand w

eapons are rated as having a reach of 1, 2, or 3 squares. A
 reach of 1 allow

s the user to attack any target in an adjacent square 
that he threatens. F

or m
ore inform

ation on w
eapon ranges see C

&
T

 pg’s 8, 11 &
 12.

11 R
ate of fire. T

his is the num
er of tim

es per com
bat round that a m

issile w
eapon m

ay be used to attack. naturally, a character can’t throw
 tw

o or three w
eapons 

per round if he has only one available.
12 M

issile ranges should be expressed as num
bers. T

he first num
ber is the outerm

ost lim
it of short range, the second is the outerm

ost lim
it of m

edium
 range, and 

the third is the outerm
ost lim

it of long range. M
issile ranges are given in com

bat system
 squares. In norm

al m
elee scale a square equals 5 feet. In m

issile scale 
(only used for outdoors or open battlefields) a square equals 5 yards.
13 D

am
age is divided into tw

o categories: versus S
m

all-M
edium

 creatures, and versus large or larger creatures. T
he target size dictates w

hich rating to use. T
he 

dam
age listed should be after adding all adjustm

ents due to ability scores, m
agical pluses, and any other special m

odifiers. (such as specialization etc.) the die 
and m

odifier should be listed as opposed to a range. T
hus 2-19 should be listed as 3d5-1. W

hen m
ore than one com

bination is possible, in order to achieve a 
particular dam

age range, it is not necessary to list all possible com
binations.

14 T
he knockdow

n die is rolled any tim
e the w

eapon scores a hit. a result of 7 or better creates a possible knockdow
n against a m

an sized target.
15 N

um
ber of attacks is the num

ber of attacks the character is perm
itted in one round given all m

odifiers due to specialization, w
eapon speed, etc...

16 T
his is w

here a player should record all fighting styles, w
eapon specializations, m

asteries, and special talents his character is proficient w
ith. S

ee C
&

T
 pg’s 49-

50, &
 71-80

17 T
his is w

here a player should record all unarm
ed fighting styles, specializations, m

asteries, and m
artial arts talents his character is proficient w

ith. S
ee C

&
T

 pg’s 
83-98. In addition if a character has any high level skills, (S

ee D
ungeon m

aster O
ption: H

igh-Level C
am

paigns, pg’s 145-178) then this is w
here they w

ould be 
re

co
rd

e
d
.


