AD&D BtB Combat Flowchart
v. 1.2 by skidoo

Hi.

This is a combat flowchart for AD&D 1st Edition, by the
book. It attempts to include all the rules in the three
core rule books (PHB, DMG, MM).

[ think everybody ignores some of these rules in their
AD&D game. [ wondered if it was possible to include all
of them in a game, when I joined a campaign that
attempted to play AD&D strictly by-the-book. I created
this flowchart to see how all the combat rules fit
together, to see if it’s possible to play through combat
with all the rules, and what that might look like.

[ admit it looks nuts.

This is not:

How to play AD&D.

How I play AD&D.

How you must play AD&D to play it right.

Special thanks to DM Prata for his ADDICT document, to
which this project owes a lot, especially the chart
illustrating how multiple attack routines work.


http://www.dragonsfoot.org/php4/archive.php?sectioninit=FE&fileid=263&watchfile=0
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1. Surprise

Determine
Base Chance

Determine Modify & Roll

Sneakiness
oy

Does the
Monster have
special abilities
or items that
affect surprise?

Are the Monsters Determine how sneaky the PCs are:
immune to surprise,
due to ability or

circumstance?

VERY SNEAKY: A Party, or a scout 90’ ahead of a
Party, moving silently and unseen due to thief
abilities or magic items; or

A Party made up of elves or halflings in non-metallic
YeS No armor, or a scout of same type, where there is no
door between the Party and the Monster(s).

KINDA SNEAKY: A Party made up entirely of Rangers.

Are there

Is the base chance to environmental

surprise the iti that
Monsters rolled on a NOT SO SNEAKY: Everybody else. u\)nlll(‘)illl:g):fsfec:
die other than a d6?

surprise?

Roll surprise die
for Monsters.
(Generally, a d6).

Determine how sneaky Monsters are:

SPECIAL SNEAKY: Monsters with Special Attacks, Ljtherca
e.g, the giant pike (4 in 6) or the piercer (95%); or range::tl;l?the
arty?

PC-STYLE SNEAKY: PC-type monsters with thief
skills, class attributes or magic items.

NOT SO SNEAKY: All other Monsters.

Does the Party

have items that

would affect
surprise?

Is the Party
immune to
surprise, due to
ability or
circumstance?

Go to
Distance &
v = ] . Initiative
y £ Determine _Determine # of surprise segments (SS): (Pg. 3)
Slll'pl‘lse Pip Method: Subtract lower surprise roll from higher A_re there

surprise roll. Difference is # of surprise segments. environmental
ditions that
% Method: Same as above, but divide difference by C(v):mlll:io:fsfec:

Determine outcome: 16 2/3% (rounded up) to get # of surprise segments.

surprise?

NEITHER PARTY SURPRISED or Go to
BOTH PARTIES SURPRISED EQUALLY Surprise
PARTIES SURPRISED UNEQUALLY Determine # of surprise segments (SS): Segment L
I a—— - Combat Roll surprise die
ONEPARTY SURPRISED EipMethod:#onlionendic, (Pg.2) for PCs.

% Method: As above, divided by 16 2/3%. (Generally, a d6).

=
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2. Surprise Segment Combat

l Determine Distance l

Determine
distance
between AP and
IP: 6”-24” minus
# pips on IP’s
surprise roll
(6d4-#pips)

Do any members
of the IP negate
some or all
surprise segments
due to dexterity
and/or magical
bonuses?

Is the encounter
indoors?

v

Determine

distance
between AP and IP
(1”-3”, d6/2), limited by
maximum possible
line-of-sight. Ex.: Ina
2”"x2” room, the max.
distance is 2”.

Combat Resolution

1. RESOLVE
CLERICAL TURNING

Page 2

l Non-Combat Resolution '

2. RESOLVE USE OF
MAGIC ITEM w/ NO
ACTIVATION TIME

Determine distance AP
combatant can charge
during surprise:
(CMR/10) x SS.

Does the AP
want to enter
combat?

3. RESOLVE CHARGE

ATTACK, and SET SPEARS

AGAINST CHARGE.

Go to Fleeing

Is the IP dead or
incapacitated?

6. RESOLVE
SPELLS, MAGIC
ITEMS WITH
ACTIVATION
TIME

Unarmed Combat,
see Pg. 8

Go to Parley
(Pg. 6) (Pg. 6)

Will the IP
seek
combat?

Go to Determine
Initiative
(Pg.3)

7. RESOLVE
MOVEMENT

Determine distance
AP combatant moves
during surprise:
(MR/10) x SS.

4. RESOLVE
MISSILE, MELEE &
MONSTER SPECIAL

ATTACKS.
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3. Determine Distance & Initiative

Determine Distance Determine Initiative

PCs declare
combat actions.
Spellcasters must name any spells
to be cast. Other intentions can be
more general. DM lists these too.

DM privately lists
monster combat actions.
DM must specify any spells that
monsters cast. Other intentions
can be more general.

Will there
be psionic
combat?

Is the area well-lit
and the line-of-
sight unobstructed?

Go to Psionic
Combat
(Pg.7)

Determine distance
between PCs and
Monster(s): 6”-24” (6d4)

Is the
encounter
outdoors?

will
anyone try
to flee?

will
anyone try
to parley?

DM lists all Spells Cast and Magical
Items w/Activation Time Used.

Are the PCs or

monsters
making a lot of DM orders these by # of s, lowest to high
noise? spells by casting time (in PHB); potions and oils at

Will the d4+1; other items as listed.

quieter Go t
party flee? Determine Before resolving spell and item effects, DM will use 0 - W
this list to determine if spells are negated (spoiled). Fleein,
dist &
1stance
This is done AFTER all other actions are resolved. (Pg 6)

between PCs and

Monster(s): 1”-4"
(1d4, or DMs

discretion)

Is the encounter distance
limited to a small area
(under 5” max. distance),
or by the sudden
appearance of either the
PCs or monster(s) (for

example, via teleport or
drop chute)? Each Party
. . rolls a d6 for
Determine distance Initiative.

between PCs and Monsters,
using a die range between
melee distance (<1”,
represented by 1) and the
maximum possible distance
(max. distance in “ +1).

This is their
Initiative Die (ID).

Melee Round Resolution

Determine
distance Is either party v f
between PCs and ) dead_ or re any
Monster(s): incapacitated? . n?embe s of
57-10” (d6+4) Go to Magic Go to Combat i
Resolution Resolution Go to Charge sing?
(Pg.5) (Pg. 4) Resolution

(Pg. 5)
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4. Combat Resolution

' Melee & Missile Resolution ‘

1. Roll die to select target,
if fighting a group.

(d = # of enemy
combatants in range)

2. Roll d20, +/- modifiers,

& check Class/Lvl./HD vs.
AC tables (DMG pp. 74-75)
to determine hit.

3. Roll weapon damage die
for # of HPs subtracted
from target,

+ / - modifiers.

4. Roll saving throws and

apply effects, as needed.

Clerical Turning Resolution

1. Roll d20, +/- modifiers,
& check Cleric Lvl. vs.
Undead Type table (DMG p.
75) to determine success.

2. Roll to determine # of
undead, planar creatures
or paladins affected
(usually 1d12, but
sometimes 1d6+6 or 1d2).

3. Turned creatures will
move away as far as
possible from cleric for

\ 3d4 rounds. *

Death

If combatant’s HP reach less
than 0 HP, they’re dead.

At exactly O HP, the combatant
is unconscious, and bleeds out
1 HP/round unless another
combatant binds their wounds.
At -10 HP, they are dead.

(OPTION:
Death: <-3 HP;
Bleed Out: 0 to -3 HP,

. death at -10 HP) ‘

1. Clerical
Turning 1. RESOLVE
CLERICAL

TURNING

2. Magical
Items w/ No
Activation 2. RESOLVE
Time MAGIC
ITEMS w/ NO
ACTIVATION
TIME

Are there any more
IDs to resolve?

4. RESOLVE
MOVEMENT

3. Missile, Melee, & Monster
Special Attacks (eg. Breath,
Gaze, Psionic Blast)

3. RESOLVE MISSILE,
MELEE, & MONSTER
SPECIAL ATTACKS.

Page 4
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5. Charge & Magic Resolution

Return to Distance
and Initiative
(Pg. 3)

Yes

Has the charging
combatant
charged within

the last 10 melee
rounds?

RESOLVE
CHARGE
el ATTACK,
combatants and SET SPEARS
RESOLVE ALL SIDES R Sae AGAINST
CLERICAL TURNING, CHARGE.
MAGIC ITEMS w/ NO
ACTIVATION TIME,
MISSILE ATTACKS, &
MONSTER SPECIAL
ATTACKS IF...

..the turning, item effect,
missile or special attack is
directed at charging opponents,
or opponents that set spears.

Determine if any
spells are negated
by a successful
attack on the caster.

Magic Item
w/ No AT

Higher
Initiative
Tied
Initiative
Lower
Initiative

caster’s initiative

Determine if Spell

and Magic Item w/

AT’s effects alter or
negate attacks.

Resolve Spell and
Magic Item Effects,
from lowest # of
segments to highest.

Melee
or Multiple
Melee Attacks

Missile or
Monster
Special Attack

Melee or
Multiple Melee
Attacks w/ WSF

caster’s or user’s initiative
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Spell or Magic
Item w/ AT

Return to Distance
and Initiative
(Pg. 3)
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6. Morale, Parley & Fleeing -
Parley

Morale
Determine
R ion:
Are the Are the iact on:
monsters Roll d%, modifying
4 p monsters h . 1
intelligent? Y the reaction rol
al 7g for the speaker’s
norse reaction
adjustment (CHA)

and circumstances.

Go to, or oA

Do the PCs or th Return to, monsters

e 4 i attacking?
Monsters meet Determine g

the Conditions Initiative
for Morale Check Pg. 3
(above)? (ge: )

Fleeing

Will the potential
Have the pursuers chase

pursued the fleeing party?
evaded the BBty

i ?
Determine pursuer

morale i
for potentially Determine
demoralized parties monster
(d%, +/- Morale Have the pursuers pursuit
Check Modifiers). overtaken the (%, check table
pursued? below).

Did the
monsters,
hirelings or
henchmen fail
the check?

Determine pursuing
monster distraction

by PC food or treasure (d%,
indoors only).

Determine Morale

Failure Result
Subtract Base Morale
Check # from d% roll.

Check result on Morale
Failure Table.
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7. Psionic Combat Resolution

Select Modes

Combatants reveal
selected modes.

Are psionic
L. combatants pushing
Are psionic attacks (doubling
lnking attacks N
used)?
(must be same 7
type)?

Determine Psionic Damage

Are any
combatants’
PSPs reduced
to <0?

Is either
combatant
psionically

defenseless?

Page 7

Apply Effects

v

Combatants
calculate
remaining PSP:

Current PSP

- Cost of Attack and
Defense Modes,

- PSP Damage

Are one side’s
psionic combatants
dead or
incapacitated?

Return to Distance

and Initiative
(Pg.3)
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8. Unarmed Combat

Does the
defender have
aweapon?

Did the
- = defender
Determine if fend off
defender fends the
off attack. attack?
Defender rolls to-hit.
If successful, the
unarmed attack is
cancelled.

Determine HtH Bonus:
Attackers roll d6, Defenders roll
d4, and add:

Magic-User Types: (LVL/5)
Thief Types: (LVL/4)
Clerics Types & Monks: (LVL/3)
Fighter Types: (LVL/2)+1

Round up all fractions and
remainders.

Return to Combat
Resolution (Pg. 4)

Attacker rolls
d% to-hit.

Attacker rolls
d% to-hit.

Attacker rolls
d% to-hit.

Attacker rolls
d% damage.

Attacker rolls
d% damage.

Attacker rolls
d% damage.

Does the

defender

geta free
attack?

Does the
attacker
geta
follow-
up

attack?
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