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Time 

• One turn is approximately 10 minutes of game time. 

• The party must rest for 1 turn out of every 6 or become fatigued, suffering -1 to 

all “to hit” and damage rolls until they do rest.  

• Wandering monster checks are made at the end of every 2nd turn.  

• A torch will burn for 6 turns (1 hour), illuminating a 30' radius.  

• A lantern filled with one flask of oil will burn for 24 turns (4 hours), illuminating 

a 30' radius. 

• If a magical weapon gives off light, it will do so indefinitely, illuminating a 10' 

radius if a dagger, a 15' radius if a short sword, and a 20' radius if a long sword. 

• Actions that can be taken in 1 turn: 

o Move at normal movement rate in the dungeon 

o Search one 10x10 area for traps, secret doors, and hidden treasure 

o Pick a locked door 

o Make multiple attempts to force open a stuck door or a locked wooden 

door 

o Find and disarm/remove a trap 

o Each additional attempt to remove a trap takes a full turn 

 

Turn Sequence (B23) 

1. Roll for wandering monsters (A roll of 1 on 1d6, see B53) 

2. The party moves, enters rooms, listens, and searches.  

3. If monsters are not encountered, the turn ends.  

4. If monsters are encountered:  

a. Roll 2d6 (x10 feet) for encounter distance 

b. Roll 1d6 to check for surprise (1-2) 

c. Each side must choose one action:  

i. Fight (e.g., unleash a missile volley; unleash a magical spell; close 

to melee range; take up a defensive position – take cover, set 

spears against charge, and ready bows) 

ii. Parley (e.g., attempt to communicate; talk; negotiate; bribe) 

iii. Evade (e.g., run; avoid contact; close and reinforce a door; spread 

oil alight on the floor to block pursuit; attempt to escape while 

dropping food or treasure to discourage pursuit – unintelligent 

monsters will stop to eat food ½ the time, intelligent monsters will 

stop to pick up treasure ½ the time) 

iv. Wait and see what the monster will do 

d. The monsters will be placed at the beginning of the following turn.  

 



Movement 

• Base movement rate is 120’, and is how far a character can move in 1 turn while 

exploring a dungeon. 

• Encounter speed is base rate/3 and is how many feet the character can move in 1 

round during combat 

• Running speed = base rate, and is how far a character can run in a round 

• Movement while armored or encumbered is detailed on p. B20 

 

Listening at a door, listening for sounds in the distance, or listening for invisible 

monsters or characters 

• Players or DM must declare that they are listening. Listening for noise is 

impossible during a battle.  

• 1 in 6 for humans 

• 2 in 6 for demihumans 

 

Opening doors  

• 2 in 6 chance to open any stuck door or locked wooden door (not iron or stone) 

• Adjusted by Strength 

• Never less than 1 in 6, never greater than 5 in 6 

• Multiple attempts may be made during a single turn 

• If a door is locked, thieves may take one turn to attempt to pick the lock 

 

Triggering traps (B22) 

• Traps are triggered on a 2 in 6 chance.  

• Check for each character until the trap is sprung. 

• Damage is usually automatic 

• Monsters may (at DM discretion) never trigger traps 

 

Searching for and removing traps (1 turn) 

• 1 in 6 chance to find a trap when searching, 2 in 6 for dwarves 

• Thieves may use their Find & Remove Traps skill for a second check when 

searching 

• You must declare that you are searching for traps and must take one turn (10 

minutes) to search one 10x10 square and attempt to remove any traps therein 

• Only thieves may remove traps. A remove traps check occurs during the same 

turn as the search check. Additional checks for failed attempts to remove traps 

may be made, but each additional check takes one full turn (10 minutes). If it is a 

particularly nasty trap, a failed "remove traps" check may trigger the trap (i.e., if 

the trap has a failsafe, a failed "remove traps" check has a 2 in 6 chance of 

activating it). 

 

Finding secret doors (1 turn) 

• It takes 1 turn to search for secret doors. Players must declare that their characters 

are searching (except for elves).  

• 1 in 6 chance of success 



• Elves have a 2 in 6 chance of noticing any secret door they pass within 10' of, 

even if not searching. If an elf searches for a secret door, their chance of success 

is 4 in 6.  

 

Surprise  

• If surprise is possible... 

o Each side has a 2 in 6 chance of being surprised 

o If one side is surprised and the other is not, the side with surprise gets one 

surprise round 

• Sometimes it is only possible for one side to be surprised. If so, check only for 

that side.  

• A surprise check may also be used as a stealth check to determine whether the 

party is able to sneak up on or ambush an opponent. 

 

NPC and Monster Reaction rolls (2d6)  

2 Immediate attack (fight – volley, hurl spells, or 

close to melee) 

3–5 Hostile (fight – close to melee or take up a 

defensive position) 

6–8 Uncertain (wait, take up a defensive position, or 

parley) 

9–11 No attack (evade or parley) 

12 Cooperative (parley) 

 

Ability score checks  

• Roll ability score or less on d20 

• If opposed, the higher successful roll wins 

• If difficult or unskilled, roll versus attribute -4  

• If easy, roll versus attribute +4  

 



Combat Sequence (B24) 

1. Each side rolls for initiative (1d6). Initiative is rolled every round.  

a. Both sides pass through the phases of the combat sequence together, but 

the side that wins initiative acts first in each phase of the sequence. 

b. If initiative is a tie, roll for individual initiative to establish the order in 

which characters act. Characters still all move through the combat phases 

in sequence. In individual initiative:  

i. Each figure rolls 1d6 modified by Dexterity bonus.  

ii. Halflings gain an additional +1 to individual initiative. 

iii. Characters using a two-handed weapon always lose individual 

initiative (B27). 

2. Morale checks (if needed) 

a. Roll morale score or less on 2d6 to keep fighting 

i. Check Morale after a side’s first death in combat 

ii. Check Morale when ½ the monsters have been incapacitated 

b. Monsters that successfully check morale twice will fight to the death 

c. Monsters that fail a morale check may withdraw, retreat, or surrender. 

3. Movement  
a. Combat movement is as follows: unarmored, unencumbered (8), 401-600 

coins or leather armor (6), 601-800 coins or metal armored (4), 801-1600 

coins or metal armored and carrying treasure (2).  

b. Diagonal movement costs 2 per square. Characters may move through 

squares occupied by friendly figures but not through squares occupied by 

enemy figures. 

c. Figures may move their full movement and still attack when engaging in 

melee, or move and use ranged weapons, but they may not move and cast 

spells during the same round.  

d. Figures engaged in melee may not use ranged weapons. 

e. If a figure moves in to engage with an archer who already has the weapon 

readied, the archer may make a free immediate attack on the charging 

opponent. If a figure moves in to engage with a figure that has a spear set 

against a charge, the figure may use its attack action to make an immediate 

attack on the charging opponent for double damage.  

f. In lieu of movement, a figure may change which weapons and equipment 

are readied (e.g., switch from bow and arrow to sword and shield, switch 

from sword and shield to two-handed sword, drink a potion, etc.)  

g. Once a figure is engaged in melee, no movement is possible unless the 

character makes i) a fighting withdrawal/tactical movement or ii) a full 

retreat (B25). 

i. A fighting withdrawal may be made at half movement. This may 

be a literal withdrawal or it may be used to move to a new position 

in a melee. If a fighting withdrawal or tactical movement is made, 

the figure may not attack this round.  

ii. A retreat may be at normal movement or running movement (3x 

normal movement). A retreat provokes a free immediate attack 

from any engaged opponents, at +2 to hit and ignoring shields.  



4. Missile fire 

a. Roll 1d20 to hit (a natural 20 will always hit. A natural 1 will always miss.) 

i. adjusted by Dexterity modifier 

ii. range (+1 at short range, +0 at medium range, -1 at long range) 

iii. cover (-1 to -4, depending on cover; intervening characters count 

as -1 cover per character) 

iv. and magic 

b. Roll damage 

c. Thrown flasks of oil or holy water treat the target's AC as 9 (modified by 

target's Dex). If a square is targeted, the square is treated as AC9.  

d. Thrown oil must be lit by a torch (either a melee attack or thrown). This 

attack is also made versus AC 9, but with a +2 bonus to hit. Oil on a 

character burns for 2 rounds, dealing 1d8 damage each round. Oil in a 

square burns for 1 turn and deals 2d8 damage to any character who enters 

the burning square.  

5. Magic spells 

a. No magic spells may be cast if the character has used any movement this 

round 

b. Actions carried out in this phase include 

i. casting a spell  

ii. using a scroll  

iii. activating a spell-like magical item  

iv. or activating a spell-like ability 

6. Melee 

a. Roll 1d20 to hit (a natural 20 will always hit. A natural 1 will always miss.) 

i. adjusted by Strength adjustment 

ii. positioning (if the figure is flanked, add +2 to the attack roll) 

iii.  and magic 

b. Roll damage 

i. adjusted by Strength adjustment 

ii. and magic 

7. Surrenders are handled as they occur.  

 

 


